Level 4 – The Pool | Core Mechanics (Level Mechanics)

Level Keywords: poolcore, sense of disorientation, low guidance, spatial illusion, quiet oppression.
Water Illusion System
Depth Illusion: The same water surface can appear passable or impassable from different angles, but the actual areas you can walk on differ.
Reflection Illusion: Doors or symbols appear only in mirror reflections, guiding players to “verify” the real space.

2. Skill Toolkit
Zoom in / Magnifier: Examine fine clues on tiles (scratches, numbers, reflective points, ducks “pointing the way”).
Perspective Switching / Crouch to Change Angle: Solve depth illusions and confirm whether hidden paths really exist.
Sound Resonance / Radio Tuning: Switch the water state (clear water / mirror / murky water) to reveal key structures (you already have a “clearing murky water” mechanic).

3.Cutty Integration
Cutty View (limited “higher perspective”): Trigger Cutty to go to high points or near columns at key locations to help players understand the maze structure, but not directly give the answer (consistent with our idea that “sometimes the view can only be obtained through Cutty”).

4. Collectables & Feedback
This level includes 1×CD and 2–3×Memory Fragments (fragments trigger short audio-visual flashbacks), serving as exploration rewards and rhythm markers.





Level 4 – The Pool | Core Game Loop
1. Enter a pool zone
2. Spot anomaly (reflection off, broken tiles, duck appears/disappears, distant arch resembling an exit)
3. Verify with skills
Magnifier: look for subtle clues
Perspective Switch: confirm path/depth
Radio Tuning: change water state to reveal structure
4. Traverse & Collect (pass through/dive/bypass → collect CDs or trigger fragments)
5. Unlock / Transform (environment response: water clears up, lighting changes, arch opens)
6. Repeat (enter the next pool zone until the final exit)

Explore → Detect anomaly → Use (Magnifier / Perspective / Radio) to reveal the truth → Move & Collect → Unlock next space → Repeat 

Level 4 – The Pool | Level Flow (Level Process: Start → Beats → Exit)
Start
The player enters the Pool space from the previous dream layer: vast, echoing, with strong water reflections, and an 'arched gate that looks like the exit' visible in the distance (given as a goal but not guaranteed to be real). 

Beat 1 — Tutorial Illusion
The player encounters shallow water that looks walkable but collapses or loops back for the first time.
Solution: Use Perspective Switching to stand at the correct angle to see the real walkable tile boundaries. 

Beat 2 — Water State Puzzle
 A muddy area blocks underwater ladders or tile paths.
 Solution: Use Radio Tuning (clean water frequency) to clear the muddy water → reveal the path → collect a CD (enhancing the experience of 'skills changing the world'). 

Beat 3 — Skill Fusion Puzzle
•The 'exit gate' is actually a fake exit, and the correct symbol sequence only appears in its reflection.
Solution chain:
1. Radio Tuning (mirror frequency) → symbols/number order appear in the reflection
2. Magnifier → find corresponding faint numbers/scratches on real tiles
3. Perspective Switching → align your position, and the fake archway 'becomes passable'
 Completing these triggers a Memory Fragment (audio-visual flashback) to conclude the emotional arc.

Exit
The real exit opens, leading to the next dream layer / transitional space before the final Memory Garden (connecting to our overall structure: collection → fragments → final choice).
