Worksheet 4C: Tech Tree Dependency Architecture
Team Members: ___________________________________________________________
A game's pacing relies heavily on its progression system. In Civ 1, this is the Tech Tree. Technologies act as gates—you cannot build the future without unlocking the past.
Select one major mid-game technology (e.g., Monarchy, Iron Working, or The Wheel) and trace its evolutionary lineage backward to its absolute starting points.
· Our Target Tech Milestone: _____________________________________
                                 ┌───────────────────────────┐
                                  │    Target Tech Milestone  │
                                  └─────────────┬─────────────┘
                                                │
                       ┌────────────────────────┴────────────────────────┐
                       ▼                                                 ▼
        ┌───────────────────────────┐                     ┌───────────────────────────┐
        │    Prerequisite Tech A    │                     │    Prerequisite Tech B    │
        └──────────────┬────────────┘                     └──────────────┬────────────┘
                       │                                                 │
                       ▼                                                 ▼
        ┌───────────────────────────┐                     ┌───────────────────────────┐
        │   Root/Starting Tech A1   │                     │   Root/Starting Tech B1   │
        └───────────────────────────┘                     └───────────────────────────┘

🧠 Progression Analysis
Why didn't the designer just let players research your Target Tech on Turn 1? How does forcing the player to unlock these prerequisites first protect the game's Core Loop from moving too fast?
__________________________________________________________________________

