Shrine Level & Player Onboarding
Analysis Template (Zelda: Breath of the
Wild)

1. Basic Information
Shrine Name: Oman Au Shrine

Location in World: The Great Plateau

Core Mechanic Introduced: Magnesis

2. Player Experience Flow
1. YIHAEEZEM (Initial Information Presentation)

+ IR ENEZINSE — MR TR, WEIEEHR. . BB, BE&EIN5I
SH?

#lE 1 (Magnesis Trial, Oman Au Shrine) : EHEMNEALRITIZNE, RGN KEE
B, EFRENET I ESE, BYXNEAEH, BRXZEEESEBPENER, 8
FERFENER, EARIBUSHREH. BEASEFRVRARY, BEEtESE,
IHEMER, IRAEANEEE, B Ul BrSFREeEA TSRk ikase.

2. InRZPR/HESIS = (Constraint & Guidance Nodes)
+ ITREWL S RBE FTRESH SRS ?

REREEAET, WERE, PERMs, ERATEENR, PEEMRER
AU EHRERR. BTAERRE, BEEWIRES, RSHeE THURTRE, 5
MAIE—SIE - FEEMR, FELWLIRERKAREN.

+ A SH BRI
SIS WIRIENR. BIMEEN RTINS STRIHRRARTTE.

SEHIERE: TIRGARIER FAEMRLA T —2RE



3. HiBIEAS/IES (Mechanic & Feedback Nodes) , {#FEHI/E5K/ERIBIRT R ISR
(BXUEMEREES)

RIS IR EREN R I Meta FH, RERTEENRIRT. EFRLURMEAER. #/H
BAREMIREIZEE DERT € BYm, IREEBEITIZEE0 B RittiaEsaim.

+ IRBEXERZ O ERIE RS
0 ITERAIRE =N BICEEME=, (B ISELLF2XAERBEAATENEH.

11 EREL: REAARKABE_ LSRR ITFRI SRR TE TER
RURE (Wnfaie. KNIBEBHF) |, MRFBEETFRIRET LUK ERR N EAIRGEES

/
=

1.2 2R=0: IRBEEARPEEIRARPIRRAISEBIT LIRSS, KRR
IR Z BIER 7 AREESYIIES RN RO INER. IREBamEE: —,
BHARMEBRURIS, =, SKIRFIARALIBIIBIAEEIN, BEREEEE
SRS,

21 BSHBEAN: RET 1.2 EAI—28A, FERRASTIERAENGSHER: — It
FIFEE—SHAKRIERA, =, xRERFPIRIH T

22 =RE1: MIREBEMRATRIESLNERE, NEKETERY), 5I1SxRERKR
KERBERERSIVIRG. FEARSREIRATVRMEENRNZRA.

3.0 uRERIREREFIFFRRAI], FepkiiE, FHEZRE (Spirit Orb) , REEItxRBE
WAGIE L.

4. #RSHO%H (Reward & Exit)
+ Xk ER B SHEGEEER?

IERIEHETIRGRIB RN —, STRHEIIERRED (SpiritOrb) ; —, 3
FE (—iB3) . ERIXEEFEVAEHNFFXSE, BRTHARAEI%E, |



BRAREAETHhE, ESHERTHSRNAERRKGESD, RtFSENA5th
BRRRR, XERIRERGER.
+ HAEMHSARERRIMEETRE F—E1780?

THNERASEHEHON—ERE, BRREEREEMMARSHEN. xRk
ERMEWENMEEZEHEI, MEERKBITEE NGRS, BRREER.
B JESENE—RER, SHE XETRESEPIVESIE.

3. Shrine Structure Diagram (Draw Separately)
Spatial layout/Key mechanic triggers/Feedback/Reward points:
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Oman Au Shrine Spatial Layout

BERENTIRRIESE

Key Findings:
- NSRS, =ATENS LG 1:2:2, 8N EXSHSK SRR EZE RN
BEREE T LT,

- BAORER): AHAMERRAZIK? BHEMHA?

1. SERH+SI1SBY: BERRIHKLSITGNBEE, S1ET7THERRER, BRITR

FIHFIE, BHIREBEESR (WAKKAREKERRR, SSHFR) o &t
BRISREERR “18" AR "E” .



2. PMLSESIER: SRMBSKZEERERI I, BT, EFIEEEE
AERET RS, KERMT ERITTR" | FIREESE. itENERERS, S
SIRFME.

3. HFMBIRIERAENEE (FFEES. FRIFFEITE) | TIRENKKETARSTET,
MEERAMEEFR=N. MANKXEIMRENKTE, SRR ERRKREEGIE,
RMENEZZFS. &itENAREES, RPEITE.

4. {ETEBERRE (Verticality) : KETEEME, EHFEABRXE, HER/,
EBETK+BEEESEHERENTERE. RitENATENZREeS RS

4. Design Analysis
» What is the designer trying to teach here?

1. REEALUBHNESRIR (FARAGZSHIEIR. EBERES) SlBURHISEYIX,
IFFERVIBNTERZE (INALR)

2. IRSAATTLABIEIBATHER R (IR, %)

3. BUBNEERWIAKNBMARTREG (TR, ENLUSHKEES)

» How is spatial limitation used to guide the player?

1. R T— M FA=E (BT RN ESMM=fe IR IR JFEE
Btt7s) . BERRELEZHRIRR, BERFKETRER, ANEFZERNGR
BximE5]

2. A 2 =E 3 EALME, IRRF—ERHEIRELR, X—RIFAEERFKR
BEEN, FRAEX—XNERRFSFHENT RIRIAAINEE.

» Are there multiple solutions or just one intended solution?

1. A1 RE—MERITE, BRMERRIER CAUSKR, RTEBZE 1 fOKEL
R —=5E)

2. TR 2EWMHERITE: —, ERZROKREIEHFTRENEETAR, =, ~ME
RZRIVEAIR, ERIREREGETRIRR,



3. =[] 3 MIEKSHERMBRRTTIA: —, (EREREMEA =, (ERRKAIRMKRY
BNEMIGE. =6 3 IEEEMMERTTE: —, ERBETE LAIKERREIER
2, —, EREENZSREKRISMEMN.

» How is curiosity rewarded, if at all?

1. DTaANRAEDE 1 ARHERIEE THEIZREKR (HEARKAEIES KM=
HEER) . EEBEZERFRPRZEIE.

2. IRWRBETE 1 BEGKR, ERELEERERE TR, BaEBRIMERR,

3. MEMEEHNEZRBIMRNE, thiEEBEAIESLRIERSE.

» Are there multiple solutions or just one intended solution?
ZHEEZOBEESERSIN, RitEFREY:

- F[EPRE (ATRESE)

- BRI (WERBOEEHNERE)

- — LRI E)

BIngs AFuRERE, LASRTISIZEFAEY. EthefETEEE D JHIRBHRA
TR, WREBHIRRIAIMIIEREMIISRAAIR, FE "IEaIfE" AITRE, Fiin
RIATRESIBRER SN, MIRESEESHRY, RERITEGRE, BKIBST—ErIME
ERETIE, XFRYES|1S+55ERNEASRIE FHFEN, BEEFEORRRIERE

=,
» How does the shrine handle failure or trial-and-error situations?

ZHELEED]. BRIEAZOEFRE, xRN, RR, FNAEFIMGHE,
MIMZRIE RIS SRIEER, 1R3!

FRREEKY: MRRVHREANERR, BESEHIME =N ERRKGIIEEE
R, MBASRTRERETER, 35Sz REXREERER.

EESHRRM: EREDTE 3 PHREMAGT, MmAHasESabEm, BRITRESN,
BN MERERSE, NERE S .



BRERKRM: MRS EHRRAIOIENKF, ATERIRE, A=SERTETTH.

5. Reflection
» What part of this shrine design impressed you the most? Why?

1. WIERBEFIENEFESIS, B EHREAE SRS, WmLnsE
AR EHEREZIEE.

2. KEESEAMFMASIRBESS (WKE. M. B2)  iERES R EE
SHZAHEEEIMRANRNRE, 5 EERERNRT T EiZilHl.

3. ES|SEAMALE, FRE Ul RTEEEFRIRLE, TERTEENE. TE
NERBIR.

» How would you modify this shrine to improve pacing or choice?

- RAEMTRNSHEES, RS AR IR R T
% (NETEERRIKBHHARRHTHY) | TARERAERED LA
s,
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