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Fit to Pass


https://hajimi9914.itch.io/fit-to-pass
https://www.youtube.com/watch?v=_GRWXU7BOKU

CORE RULES + THREE REGIONS

One body system. Three diFFerent rhythms.
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HEAT

Rest: gain faster
Move: lose more slowly

Counterweights - stored energy

Featured puzzles, not exclusive device lists. Every region reuses the same body vocabulary; climate changes its timing.
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MOVE — LOSE MASS / REST — BAIN MASS

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

FROZEN OBSERVATORY

COLD

Rest: gain more slowly
Move: lose faster

Springs - airflow - landings
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MACGHINE FAMILY / LOAD, BALANCE, LIFT

Weight changes the route.

Heavy can open a path; a lighter body may be better at using it.

COUNTERWEIGHT / OPEN HERVY, CROSS LIGHT PRESSURE CALL LIFT

Heavy calls it down. Board the waiting lift to ride up.
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MASS LIFT
Empty returns; stone falls. Retry via the lower-left lane. Small rises. Medium holds. Heavy descends.
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Also: small bodies fit low passages; crates act as physical counterweights. Beacons require safe medium-body clearance.
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MACHINME FAMILY / LAUNCH, HOVER, DESCEND

Chonge size. Choo=se the londing.

A spring gives an impulse. A wind field lets you keep adjusting in the air.
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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 INIMDOIN

Leave weight. Sove shope. Store impoct.

ECHO /7 A TEMPORARY LOAD MASS LOCK / HOLD MOW, CHANGE LATER
Record while heavy, then shrink through its linked gate. Movement, rest and food queue a future weight. Release only when there
IS room.

IMPACGT CAPACITOR — TEMPORARY BRIDGE

® | Heavy landing charges it. Cross small; heavier bodies drain it faster.
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Echo and bridge energy expire. Mass lock buffers changes, then applies them on release or expiry once the body fits.
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MACGHINE FAMILY / READ, MATCH, COMNECT

A door should explain 1ts condition.

GODY SCANMER / MATCH + STAMD STILL

S/M/L

Wrong size — red
Moving — wait
Match + still — open

GODY RELAY / STORE A ROUTE LINK

MATCH — CHARGE — STORED

2 R1/R2 / R3 match the exit checklist.
'J\‘ :
" e _di

MASS PRISM / ROUTE THREE GEAMS

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

LIMKED 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 1s separate from exit progress.
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MACHINE FAMILY / GODY-CONTROLLED TRANSPORT

Your body steers the carrioge.

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

FAR STOP FIRST

HEAVY — RETURN MEDIUM = BRAKE + DOCK

DOCK / BRAKE AT THE CYAN MARK

Release movement. Stay medium and still until the dock registers.

APPROACH

Return variant: reach the far stop, then come back heavy before docking. A registered dock Is saved.
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SMALL — OUTWARD

BRAKE — HOLD — DOCKED
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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 — Al-generated.

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