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Change your size to turn laboratory machines into a way out.
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https://www.youtube.com/watch?v=_GRWXU7BOKU


CORE RULES + THREE REGIONS

One body system. Three different rhythms.

Food changes mass immediately. Plan the body you need next.

MOVE → LOSE MASS / REST → GAIN MASS

F

1 GROW

COLLECT FOOD

2 SHRINK

SMALL / SPEED MEDIUM / BALANCE HEAVY / LOAD

GREENHOUSE

NORMAL
Rest: gain mass

Move: lose mass

FOUNDRY

HEAT
Rest: gain faster

Move: lose more slowly

FROZEN OBSERVATORY

COLD
Rest: gain more slowly

Move: lose faster

Ducts · pressure · balance Counterweights · stored energy Springs · airflow · landings

Featured puzzles, not exclusive device lists. Every region reuses the same body vocabulary; climate changes its timing.
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MACHINE FAMILY / LOAD, BALANCE, LIFT

Weight changes the route.
Heavy can open a path; a lighter body may be better at using it.

COUNTERWEIGHT / OPEN HEAVY, CROSS LIGHT PRESSURE CALL LIFT
Heavy calls it down. Board the waiting lift to ride up.

MASS LIFT
Small rises. Medium holds. Heavy descends.

S ↑   M —   L ↓

Empty returns; stone falls. Retry via the lower-left lane.

BALANCE BRIDGE
Medium levels. Light/heavy tilt.

Beacon: save body + food.

Also: small bodies fit low passages; crates act as physical counterweights. Beacons require safe medium-body clearance.
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MACHINE FAMILY / LAUNCH, HOVER, DESCEND

Change size. Choose the landing.
A spring gives an impulse. A wind field lets you keep adjusting in the air.

SPRING / CHOOSE THE BOUNCE TIERED WIND / THREE HEIGHTS

S / HIGH

FREE WIND / BRAKE ANYWHERE

SMALL / HIGH
SMALL: RISE

MEDIUM: HOLD

M / MID

MEDIUM

L / LOW
HEAVY / LOW HEAVY: DESCEND

Light reaches higher; medium gives control; heavy returns to a lower route.

In free wind, medium holds the current height. It does not snap to a middle tier. Spatial assemblies are explanatory.
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MACHINE FAMILY / STORE A STATE, SPEND THE WINDOW

Leave weight. Save shape. Store impact.

ECHO / A TEMPORARY LOAD
Record while heavy, then shrink through its linked gate.

MASS LOCK / HOLD NOW, CHANGE LATER
Movement, rest and food queue a future weight. Release only when there 
is room.

E QLOCK RELEASE
E

IMPACT CAPACITOR → TEMPORARY BRIDGE
Heavy landing charges it. Cross small; heavier bodies drain it faster.

Echo and bridge energy expire. Mass lock buffers changes, then applies them on release or expiry once the body fits.
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MACHINE FAMILY / READ, MATCH, CONNECT

A door should explain its condition.

BODY SCANNER / MATCH + STAND STILL

S / M / L
Wrong size → red

Moving → wait

Match + still → open

MASS PRISM / ROUTE THREE BEAMS

S

M

L

Every size charges one receiver. All three power the marked machinery.

BODY RELAY / STORE A ROUTE LINK

MATCH → CHARGE → STORED

R1 / R2 / R3 match the exit checklist.

LINKED GATES + EXIT
Local gate: follow its source.

Exit: every required relay, optical link and dock.

Completed relays, optical charges and docks survive checkpoint retries. Temporary local power is separate from exit progress.
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MACHINE FAMILY / BODY-CONTROLLED TRANSPORT

Your body steers the carriage.
Small goes right. Heavy goes left. Medium brakes—and must stay still at the cyan dock.

FAR STOP FIRST

HEAVY ← RETURN MEDIUM = BRAKE + DOCK SMALL → OUTWARD

DOCK / BRAKE AT THE CYAN MARK
Release movement. Stay medium and still until the dock registers.

APPROACH BRAKE → HOLD → DOCKED

Return variant: reach the far stop, then come back heavy before docking. A registered dock is saved.
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LEVEL DESIGN / DEEPEN A REGION BEFORE CHANGING CLIMATE

Teach it. Recombine it. Extend the route.
Fifteen chapters progress through one greenhouse, one foundry, then one frozen observatory.

01 / DUCT + PRESSURE 02 / LOWER / UPPER LOOP 03 / THREE WIND BRANCHES 04 / RAIL + ECHO RETURN 05 / THREE-FLOOR CIRCUIT

06 / WEIGHT + STONE 07 / CLOSING-WINDOW RESET 08 / LIFTS + STORED IMPACT 09 / OPTICS + RETURN RAIL 10 / REACTOR INTERLOCKS

11 / SPRING + BALANCE 12 / ALTERNATING SHELVES 13 / PAIRED BALANCES 14 / CONTROLLED DESCENT 15 / FIVE-SYSTEM FINALE

Chapter identities and sequence match the implemented campaign. Each region expands its route vocabulary; it does not cycle greenhouse / foundry / cold.
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PLAY FEEL / TWO CORRECTIONS FROM AUTHOR OBSERVATION

Stop moving. Stop the camera.
Stable framing and safe retries protect puzzle reading.

CAMERA / RECORDED CHANGE AFTER RELEASING MOVEMENT

CURRENT / HOLDS POSITION
+0.35

0

THE CHANGE / NO LOOK-AHEAD REBOUND
Use a horizontal dead zone.

Hold position at rest.

Anchor vertical framing to the feet.

CHECKED / STILL TO TEST

Recorded editor regression.

External comfort testing is next.

BEFORE / CONTINUES AND RETURNS

TIME AFTER STOP 1.2 s

-1

0

RETRY / PLACE THE BEACON BEFORE THE SMALL-ONLY TUNNEL

BEACON
A RETRY MUST FIT

Put the beacon before the low tunnel.

A medium body must fit after retry.

LOW PASSAGE

Stop-right editor traces; camera X in world units. Retry diagram shows a placement rule, not an exact room.
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FIT TO PASS

Play the full experiment.
15 chapters / 3 regions / English / Windows x64

PLAY DEMO
hajimi9914.itch.io/fit-to-pass

Watch gameplay & design film

RETRY + REPLAY
Checkpoints, Continue, chapter select and a confirmed New Game restart.

Yibo Wang — Game Design & Programming. All levels and gameplay systems.

Art & Music — AI-generated.

Release v2.4.0 / Unity 6000.5.9f1. Evidence: author playthroughs + scripted regressions. External first-time playtesting remains next.
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