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Intro

Relief is a deconstruction and reconstruction of some

most significant experiences (outside of pain) during cai

treatment process ---Cyberchondria.

Info:
202505 | Individual Project | Davinci Resolve, Figma




Deconstruction

Cyberchondria

* Social Media
* Induced
* Anxiety

* Desperation

it kept telling that it’s
even worse.

worried about
something

Core Loop e e

to desperation.

search it up on
social media

Leveling anxiety leadl

*lgnition > worried about it

Noticed some
uncomfort (call it X))

Experience to Recreate

Search on social media posts about some symptom, and
refreshing for new posts that hints wrose diseases. During
:nssiac:(;m ;c';a the process, anxiety gradually morph into desperation

;/ P

-> View posts about diseases with X, with
some diseases (call it Y) more threatening.

&
Trapped S Method
\

We reconstucts the patient as different components of the room, with
the audience sitting in the middle. We then immerse the audience as

the patient by letting audience do what patient do and feel patient's
i L emotions real-time.

-> Such symptom become the
-> Search about - Compare symptoms new X and may lead to a new Y

symptoms of Y to confirm. that's even worse.

General Setting:

OutCO mes -> One would be desperate, since they would be convinced

The patient had a symptom, they searching on socia media,
that they had severe diseases, where as they actually not.

yet the algorithm is leading them in beliving they have cancer.



[IDEA DEVELOPMENT]

Extrapolate |

After 8 months of diagnostics, i
was finally found to be ¢

| was fearing about death, 3
my routine. i

| seeked for relief by searchin
similar cases to me, on the so
‘XiaoHongShu”

Back on my feet again, | decided to help others that's underwenting
similar condlitions

Notice that | cannot control how one gets cancer.

However, | can relief one of their anxieties, no matter one being
cancer patient or not

g as the 15
platform’s algorithm keeps hinting me of f
. . | created this piece to turn restless scrolling
gL Limes; Hence) into a moment of calm.
| went to the emergencies multiple
. times for uncontrollable heart rate -
Worsening; and chest pain. \ overflown me, T Through
) | begin to feel pressure around \ [ could hardly eat anythin Deconstruction & Reconstruction [ -1, cvoer
First Symptoms: my throat, and the night fever ' J ything O / / O My Experiences.
| had sometimes light fever became severe. 'The treatment process was nothing
during the night. = like'what | was anxious about, it was
mi painful, but successful.
| | '
Tmeline Sept 2023 2023 Nov 2024 Dec 2024 Aug 2024 SQ"‘ - 2025 Mar



terminals. With the necessary element being the personal terminal, which are mostly
cellphones. Therefore, five phones are positioned before the audience, they will display
. - interactable social media content.

F The most obvious action during the cause is surfing through social media on personal

Reconstructing Patient’s

) o ()

>k A large screen uprightly positioned in front of the
audience displays artificial video content,
recreating the patient’s abstract silks of thought
during the action.

Having the hardware, we now focus on the software aspect.
We wish the audience to immerse into the experience of
surfing social media posts on their most familiar platform.
Hence, we gathered info on real posts from the social media
platform “XiaoHongShu” and recreated the application’s X A set of duo speakers will play edited audio

interface for a one to one recreation. throughout the process, setting the mood through
music.

3k The top red light is for mood setting

», Those five phones will refresh posts periodically. +
: Rl < With each refresh, each of five phones will
A\ . . .
. \ display posts hinting even worse disease than

the previous refresh.

e -, Reconstructing Patient’s
N With each refresh, each of five phones will display posts
hinting even worse disease than the previous refresh.




Stage 1 Stage 2 Stage 3 Stage 4 Stage b Stage 6

CALM Desperate -7 | The Approaching Death
e A glimpse of false hope
Seat: Wheelchair el
Wear: with bracelace T Suffer  — —
ilness  — — i
Half-believing, searching ! ) il
the web for answers. R e
h -
Adult

Torn between N
certainty and R -
denial. .

7

Uncomfortable & Confused S O N P

7
Infant -~
Ve

“ Then, utterly convinced. "+ P
//
)
s

AN XI ETY Repetition period shortens . . Ho/peful

A Conceptual film that give the idea
of the theme

\

Digital Noise surrounds the audience, enter Noise turns into repetitive signals, doubts arise 5 ! | Nothing but ear ringings, interrupted by bursts of Acceﬂta = = % -

themselves into a hyperscaped world haunting thoughts From the .

Rgpeat between E and F bass chords, potential Emotional Numbness From the first cry first school

crisis emerges To the first word : To the last hope
| To the first job ? To the last tear ] 7 To the last regret
[ E— From the first try :
| From the first weep |
L o e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e .

The narrative flow of Sound




Filmmaking

The chinese phrases are the patient’s own thoughts when trapped by social media. for
example: “FIFHREAI LR T stands for “It looks like | really got the disease”
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Filmmaking

In stage 6, while the patient is imagining their failing treatmentand having a flashback of
their life, a PET-CT scan will illustrate the progression of cancer.
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: Android App: Build a native Android

*System
SyS = container to load a web application.

Flow Chart

Android Apk i
.:ﬁjﬂl - |
WebView Hb5

Full-Screen Immersive Experience

‘ -
L] = ——
Adverrids
Select Device Cloud Server
L“ d gatwlnnnw(].sntFlngj(WlnnanHanngvr.Lu\lull{Par‘An.’,.r'|_-|:|_i".'|lSn‘.‘n'-’FFn’.’. Wlndnv\ﬂunﬂqn_r.Ln\lnllQPur‘ons.n’.‘ Al l!.'ll.‘|!.|.’|:|:.‘1].'
- super.onCreate(savedInstanceState);

setContentVien(R. Loyout octivity.main};

--.u mabViaw = findViewById{R, id. i

WehSettings mebSettings = mebVies.getSettings(];
mebiettinge. setlavaierintEnabled(True) |
webSattings.setPiuainstore (Nebsettings. Pluginstata , 0805
mebisttings. setlUsewldeViewPort(true);

Device O { Device 1+ 1Device 2+ 1 Device 3+ + Device4 - Deviceb

mebSettings. setSuppartZoam(true);

mehSettings. setioadiiehivervienfode(true)
mebSettings.setCachalode(WehSettings. LOAD_NO_CACHE)
mebBetrings. setDonitorageEnabled(true);

mehfottings . setfedioflaybackRequiresisarGesture(falssl;

Glitch Rednote Yes Or No
Component]| | Component| | Component

= Bulld. VERSION,,
ntentModelNebsett

{
ENT_ALWAYE_ALLOW) ;

11 FiPE B
if (Build.VERSION.SDK_INT >= Build.VERSION_CODES.P) {
WindowManager.LayoutParame 1p = getWindow() .getAttributes();

Lp. layoutInfieplayfutoutMode = WindowManager. LayoutParams. LAVOUT_IN_GISPLAY_CUTOUT _MODE_SHORT _EDSES;

getiindow( ). setAttributes(ipd
I

getWindow(]) .getDacarViawl) . satSystamliVisihii ity
Vew. SYSTEM_UI_FLAE_LAVOUT_FULLSCREEN | View.SYSTEW_UI_FLAG_LAVDUT_STABLE

Head Component Slider Component Slider Component Comment Component

¥;
wehiew.setWenViewtlisnt(new WebViewClient(1);

String url = "hite://120.24.277, 118 /6081/7L=" + System.currentTineNiliis();
webVien, LoadUrliurl);

dvanced WebView Configuration

Server: A WebSocket-based device status synchronization system built with

Node.js.

Full-Screen Immersive Experience

let devicelist = [

id: far,
id: A
id: "an;
id: "3v,
id: "a",
id: "s",

e el el

1;

status: "',
status: "@",
status: "7,
status: "a",
status: "g",
status: "@",

const deviceConnections

const wss =

new WebSocket.

wss.on{"connection"”, (ws)
ws.on("message”, (message) =» {
const msglList =

s
1

3

yon:

yon: *
yon:
yon:
=L H

Fa

‘})

]

w1,
=

S

new Map();
Server({ port: WS_PORT });

o

ws.on( "message”, (message) => {

const msgList = JSON.parse(message.toString("utf-8")};

J50N.parse(message.toString( "utf-8"));
msglList.forEach((msg) => {
deviceConnections.set(ws, msg.id);

devicelist = devicelist.map({item] =5 {
msgList.forEach((msg) => {
if (msg.id

}
1

return

1)

item;

item.id) {
Object.assign(item, msg);

wss.clients.forEach{(client) => {
WebSocket.OPEN) {
client.send(JSON.stringify(devicelist));

if (client.readyState

}
1
s

Device Status Synchronization Mechanism

ws.on("close", () => {

const currentDevice = deviceConnections.get(ws);

var stamp = new Date().getTime() + 8 * 6@ * 60 * 1000;
var beijingTime = new Date(stamp)

.toIsostring()
.replace(/1/, * ")
.replace(/\..+/, ")
.substring(e, 19);

console.log("BHEMET! ! ", currentDevice, "Ff[A]:", beijingTime);

if (currentDevice l== undefined) @
devicelist = devicelist.map((item) => {

if (currentDevice ===
item.status = "@";
item.yon = "@";

b

return item;

s

if (client.readystate

1
J

3

i
})s
ks

wss.clients.forEach{ (client) => {
WebSocket.oPEN) [
client.send(3JSON.stringify(devicelist));

Distributed Communication Architecture

Timeline Synchronization Engine

wi.onmessage = [event) =3 {
try ]

t deta = JS0N.parseievent.datal;

i‘u (data[8], status === "27) {

if (hwslock) {
startCountDown( ) ;
wslock = trum;

}

const hasNe = data.some({_item) => _item.yon =ws "n"];
1f ({has¥o) |
isSelectNo.value = true;

17 (data[1].stavus == “2p8") {

blackFullMask.value = true;

} else if (data[1].status == “2@3%) [

countdownTime. value = & £ 1;
pagexHs.value = dIXHSIdList[e];
blackFullMask.value = false;
playXHS.value = ¥alse;

timerld = null;

wslock = False;
isSeluctho.value = falsae;
ahaMazk. value = true;

widesRe value.currentTime = @
wideoRef  value.pause();

[ eateh farror) {
console.arror( " 515

, errerl;

sendMsgl (s
| st 3 1e0a)s

st Timenet |} {
senitga(d;
et waem)

Setvimsout(() =» |
sondMsga();
Fe st T

sotTimecut(|) -» |
sendisgsl);
Jost5 1eeayt

const daXHSIdList

const daxHsTdiist =
const dAXHSTdList = ["8",
tonst dSHSTList = ["9%, "147, "18%, "io%, 23", "],

Dynamic Content Delivery

[ -
["3%,

[fa=, "7*. "12"
g, "13°];

(VR AT

const pagexHs = ref(dixustdiist(e]);

T

<XHSCompornent

sxhsId="item.id"
rauthImg="item, authImg"
sauthName="1tem, authiame"
ssliders-"item. s1iders”
rnoteritie="item.noteTitle™
inptepesc="1tem.notepesc”
snotedate="item. notenate™
scomment s="1tem. comments"
scommentCount="1item. commentCount™
fixhs-select-no="handlexhsEmit™
ticselectio="isSelectho™

rcurrentbevice=""1""

Bistable Like State Management Engine

w-if="comment , comment] Lkalmg —— &"

ECILCK="comment  comment L iketng = 17
clase="1ike"

class="Tike-ing"
tsree"Inglike® alt=""

spane{| comment. comment Like | }e)/soen

iy -rlas @elick-"comment commentLikeImg - B* class-"lik="
citly class="11ke Llmg">
m tsrce"Inglikeed” alt="" |

| =ccoment. commantLike 4 1 ]} spony
iy

wfdivs

const ToveliCommants = Array. From{
{ length: 1ist.value.lerah ],
_, i) =» phataroel]i ¥ phatoraol  length]

omst Jevelicoments = anray . ot
{ length: props.comentcount - Tist.valus length ),

o 1)) =5 photaroul] (| + T15t,valie Jength) & photarool . length]

Client: Built with Vue 3 to support multi-device collaborative interaction.

cdiv class="auth-name">{{ comment.commentName }}</div>
<div class="auth-content”>{{ comment.commentContent }}</divs

<div
cl

Full-Screen Image Modal Interaction System

ass="auth-commentimg"

@click="showMask(comment.commentimg)"”

>

<img:src="comment.commentImg” alt = "" />
<fdiv »

<div class="auth-date">{{ comment.commentDate }}</div>

Wirdsur

const

trRefactor | Bxplain | Generate Function Comment | X
Refsctor | Expl i Cx 1

tion showMask(img) {

mask = document.createElement(“div");

mask.classList.add("mask-img");

mask.innerHTML = “<img src="%{img}" alt="" />";

document . body . appendchild(mask);

mask

.addEventListener("click”, () => |

document . body .removechild(mask);

135

link: video for the full flow
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*Final Display

Seeking solace from the algorithm, 7 _ 7
we crave comfort in self-diagnosis, : L 8 w—
only to slip unknowingly into an escalating cycle of self-intimidation. PRI

LS
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A self-fulfilling prophecy unfolds:
— each click reshapes our cognitive landscape,
as vague discomfort mutates into vivid visions of impending doom.
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Intro:

emotional choices and unwavering c

Tracer" seamlessly blends cinematic storytelling with game
mechanics to deliver a deeply immersive and emotionally resonant
experience. It follows the tragic yet heroic journey of a warrior father
who willingly embraces death to safeguard peace.

hey must navigate intense
nvictions.

Unfolding from the perspective of his wife and child, the story places
players in the role of the warrior, wheLeWL

Project Info:

2025.05 | Individual Project | Unity;

D3

vinci Resolve, Figma
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No Methods Home Coming Exists,

Ashes During Atmospheric Reentry;,
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Preface

T On February 25th, 2024, Aaron Bushnell

— a 2b-year-old US. Air Force cyber-
defense specialist — walked alone to the
gates of the Israeli Embassy in
Washington, D.C.

He wore his uniform.

He carried no weapon.

He had made his choice.

In a world where most convictions are
whispered into the safety of screens,
Aaron chose the most irreversible stage
imaginable.

He pressed a livestream button, looked
into the lens, and said:

“l will no longer be complicit in genocide”
Then he set himself alight, shouting “Free
Palestine!” as the flames consumed him.

It was not a bid for survival — it was a final
stand, endured until his body could
endure no more.

And yet, when it was over, the world had
not changed.

The cause that drove him remained
unanswered. The powers he opposed
moved on, unmoved.

But the image stayed — seared into the
conscience of those who saw it.

IN MEMORY OF Aaron Bushnell
1999-2024

| couldn’t shake it.

The image of someone walking willingly
into an ordeal they could not survive —
not out of desperation, but out of
conviction —kept replaying in my mind.

It was the knowledge that he faced unbearable pain for a cause he believed was
worth more than his own life... and that, in the end, the world he tried to change
remained the same. That gap between courage and outcome is what lodged in my

+ chestand refused to leave.

T This matters to me because |
was in Toronto, photographing
Gaza protests.

| saw grief etched into faces,
heard voices worn thin from
shouting, and witnessed images
of suffering so raw they stayed
with me.

In those moments, | understood
why someone might give
everything to try to end it.

In memory of Aaron Bushnell—and in sorrow
that such a profound sacrifice seemed to
change so little—I began TRACER. Because
Aaron served in the Air Force, the story is told
through jets: an interceptor holding the line.

In TRACER, that uniform is given agency;
endurance doesn't vanish into silence—it
reshapes the world.



. +
DeCO n Stru Ctl O n Asron Bushnell — A US. Air Force serviceman who set himself on fire

Before TRACER could be built, |
needed to understand why this kind
of story hits so hard.

What makes certain moments of
sacrifice unforgettable — in life, in
history, in fiction? To answer that, |
had to strip these moments down to
their bones and study the structure
underneath.

outside the Israeli Embassy in protest of the war in Gaza, enduring until

death for a cause he believed in.

Ends with death from self-immolation

LIMITS BY TIME

Pain, Physical Damage, Shock

(+)
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DEFINES TIME FRAME
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FRAMES

INTENSIFIES
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Conscious choice to endure for cause

RESULTS IN

©

+ Fire + systemic political power

IMPOSES

No escape once act begins

*Cause

The driving reason that makes the risk
worth taking.

4_

*Finite Survival Window

The set span of time the ordeal must be
endured.

*Asymmetric Power

The overwhelming force arrayed against the
protagonist.

*Escalation Curve

The final result, whether victory or failure.

*Constrained Agency

The limitations on what the protagonist can do.

Sacrifice & Acceptance

The embrace of personal loss for the
greater goal.

VR

|dentify and abstract

the key elements:

(

_F

N

DEFINES TIME FRAME

*Finite Survival Window

NOILISOddO S30V4
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FRAVES | *Asymmetl’iC Power

/,INTENSIFIES

LIMITS BY TIME

_F
*Escalation Curve

t

FORCES

‘ IMPOSES

_F

*Constrained Agency

LEADS T04J

4

Sacrifice & Acceptance

*Qutcome

The final result, whether victory or failure.

®

RESULTS IN

Reconstruction
THROUGH CINEMATIC GAMEPLAY DESIGN

Obstacle & Challenge

4_
Cornistrained-Agency Asymmetric Powers Escalation.Curve
Mechani
+ Gameplay . (Mechanics) N + 4 "
player has the power to
change the outcome.
A 4
+ Finite Survival Window
L + + +
Cause Sacrifice & Acceptanc

Narrative

For immersiveness, Each element can be reflected either
mechanically or narratively, with some elements intersecting both

final outcomes




Constrained Agency

Movement

The jet moves only left and right within a fixed
horizontal lane at the bottom of the screen,
making precise positioning the key to survival.

Aiming & Shooting

Guns fire straight forward; aiming is done
entirely by shifting left or right to align
with threats, combining attack and
evasion into the same action.

Asymmetric Powers

+ Challenges

Obstacle Spawning

Five fixed points at the top of the screen release
obstacles at random intervals, ensuring no two runs
feel exactly the same.

Obstacle Behavior

Obstacles drop straight down and deal heavy
damage on impact, forcing quick positioning or
accurate fire to survive.

Player Interaction

Shooting obstacles destroys them before they
reach the jet, but each missed shot risks
narrowing safe space.

Escalation

Spawn rate and fall speed steadily
increase over time, turning manageable
patterns into chaotic barrages.

Boss attacks combine with falling
obstacles, forcing players to
dodge layered threats while the
clock runs down.

Boss

Stage 1- Top Boss

Appears at the top of the screen, using sweeping
cone lasers and vertical tracking beams to control
large portions of the play area.

Stage 2 — Clamp Formation

A second boss joins at the bottom,
mirroring the top bosss movements
to trap the player in a deadly crossfir

Black Hole Attack

Both bosses periodically spawn a black hole
between them, pulling in all objects — instant death
for anything caught.

Immersive / Intensify Experience

Surround Sound Design

\ mo\'\-\tOf)
Surround sound anchors cues to cockpit geometry—command front- e“\e\d cha®
right, open channel rear-left, cannon low-right, RWR across the nose— o ba“‘
building instant spatial awareness. Immersion intensifies, amplifying "0 ©o°
TRACER's core endurance under escalating danger. N (96
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MISSION DETAILS:

Narrative Design

1. Fly a jet into the V.O.I.

2. Accelerate to Mach 3 to be able to exit
BACKGROUND

3. Exit in the orbital path whe

. - missiles are
Centoria is a Red-held city built around

the V.0.I.D. accelerator
that powers orbital logi
and defense.
The Reds present V.O.I;D.
lifeline and strafegic.cornerstone of

i 4. Further accelerate with boo
. int

-
their future. 8
] L B e .
. -’.
..
. pts the mission for
easons—publicly for
o avoid nuclear strike.
The Blues view it as destabilizing dual- w rp

use tech—an unverifiiable first-strike
enabler that must be neutralized.

Political hesitation fractures the Blue

side, empowering hardline generals to

strike Centoria and forcing the Red A
TRACER mission to hold the corridor and "
save the city.

1-30

Nukes Launched
Ground Forces

T-Week Invades Centoria
| I | | | | |

Cause:
The driving reason that makes the risk worth taking

]

Personally for the sake of his wife
and daughter’s future.

HE MUST FIGHT.

Mother gently tells her daughter

that Daddy is out there protecting
them—and that if they see only one
tracer in the'sky, he’s a hero. °

Sacrifice & Acceptance

aced against
se AL that ca
living threat:

t defenders o
se is overran

Meanwhile, the president
persuades the ground fo
of invasion, by exposing

Alan made it
activates the
intercepts

188@54¢<

No methods home coming exists,
before getting burned to ashes during atmospheric reentry,
Alan finished himself with a pistol.

+Becoming himself a tracer, he
reunited with his family

One is lost, millions are saved

Final Outcome
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Production:

Al-Generated

Volceover

The voice lining in TRACER is done
through an open source neural network
model called “GPT-SoVITs”.

FEPTLAMITHRUFRR, (PSR B, SRS, (ERrSHerEEaRes

QLA BT S, D FAEER S IR R e el SR, B TR E RUCENSE.

W Adler T1-o5.ckpt 2024/10/20 22415 CEPT 20
B adler T1-e10ckpe 2024/10/30 22415 CKPT 20
B adier T1-15.0kpt 2024/10/30 2216 CHPT o
W COD Jabber Ti-e5.chkot 2024710730 17:44 CKPT 3t
B 0D Jabber Ti-e10ckpt 2024/10730 17:45 CKPT 205
B €O Jabber T1-c15.ckpt 2024/10/30 1746 CKPT T8
B Femalekid3-a5.ckpt 2024/7/2 7:36 CKPT 20#
B Femalekid3-e10.ckpt 2024/7/2 7:36 CHPT Zoi%
B Femaletid3=15.ckpt 202472 736 CKPT Tt
B Kadoch2-o5.ckpt 20247747 22:29 CKPT 38
B Karlach2-etl.ckpt 2024/7/7 22:29 CKPT 20
B Karlach2-=15.ckpt 2024777 2228 CKPT i
W Mother T2-c5ckpt 2024/11/3 15:33 CKPT 328
W Mother T2-e.ckpt 202471172 15:33 CKPT 20t
W Mother T2-215.ckot 2024/11¢3 15:34 CHPT T
B Motheri-c5.ckpt 2024/7/8 0:11 CKPT o
B Motherl-etl.ckpt 2024/7/8 0:11 CKPT it
B Motheri-e15.ckpt 2024/7/8 0:11 CKPT 20#

Each character’s voice corresponds to a
custom model trained by myself using
existing data online.

BRI
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GFT_ | e GFT_SoViTS/ pretrained _models/s2 G488k, pth
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SIS TR, AENTCESRHRRRF I, FICICE. Ao RErEnTATFS SmsaE,

151,453 K8
151,453 KB
151,453 KB
151,453 KB
151,453 KB
151,453 KB
151,453 KB
151,452 KB
151,453 KB
151,453 KB
151,453 KB
151,453 KB
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AudioSpectrum is the engine of
all audio sync elements, it
retrieves the current active
audio data from Unity
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show up and fades according to
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Protest Leader Unit x1
Crowd Unit x64
Police Car Unit x2

Police Station Token x1

T Hall Token x1
PROTEST is a turn-based, competitive board game set in near-modern Eastern ovimP" G

- Europe, where 2 players take on the roles of protesters or police. The gameplay | S a S e D12 Die x1

- -prOJeC t I nf O _ : reV9|ves around tact.ical decisions, with each sic.ale making strategic movements r.smd . Profester Actlon Cards 220
actions. Protesters aim to storm the town hall with a large crowd, while police strive - - Police Action Cards x20

2024.07 . . , . . = =

Board Game: Figma, PhotoShop, Davinci to prevent this by making arrests. Both sides have unique, progressively powerful e Map x1_

Resolve ’ ’ actions as they advance. The game features intense strategy, evolving capabilities, : _ . Detention Cell x1

and high-stakes confrontations, providing a thrilling and dynamic experience. :

Rulebook x1



Rulebook
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SETTLEMENT AND WINNING CONDITION

Protester

1 Crowd Absorption: If in a round, a crowd unit is an edge neigh-
bour to the protest leader along the path that the protest leader
had took within that round, that crowd unit will join the protesting

crowd as the tail of the line. There can be up to 12 crowd units in
the protesting crowd.

2 Winning Condition: If in a round, if the protesting crowd had 8
crowd units(excluding the protest leader), and the protest leader' s
path steps through/on a non police occupied town hall, protester
wins.Police can stay at most 1 turn at the townhall.

Police

1 Arrests: If in any moment, the police car collides with a pro-
testing crowd unit, deduct 2 crowd units from the tail of the pro-
testing crowd. The police adds 2 crowd units into detention cell.
Arrests can be affected by active action cards.

L

S |
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2 Releases: If the police used an action card in a round, at the
end of that round, release 1 crowd unit from detention cell and
place it into the crowd bag.

8 Winning Condition: If in any moment, the police car collides
with the protest leader and no action card is affecting arrests,
police wins; or, in any moment, the police had 16 crowd units in
the detention cell, police wins.

-

ACTION CARDS
Protester Card Cost

Protester' s can only play cards with a cost smaller than or equal to the
amount of current crowd units in the protesting crowd(excluding the pro-
test leader).

Police can only play cards with a cost smaller than or equal to the amount
of crowd units in detention cell.

“Action cards are used on a depletion bases.

TURN STRUCTURE

1 At each turn, before making any movements, the player will choose
to use a action card or not. If a card is played, the card effect will trigger
according to its effect description.

2  Player will make a movement according to their movement rule.

3 Settlements
+ The protester will check if the winning condition is met. If not, the protester

player needs to calculate the amount of crowd units absorbed within this
round.

« The police will check if the protest leader was arrested. If not, the police
player needs to calculate if any arrests are made within this round.

4 |If crowds are absorbed from the map, the protester needs to ran-
domly draw the number of absorbed crowd units from the crowd bag and
place them onto the map according to their assigned coordinates.

1 The protest leader must move to a connected road/cross-
road/one-way trail block 6 units away. The movement speed can be
affected by effects of active action cards.

2 Or the protester can U-turn; swap the protest leader with tail
crowd unit of the protesting line, hence facing the opposite direc-
tion. Once a swap is made, deduct the new tail crowd unit from the
protesting crowds and move to detention cell. No movements can
be made if protester choose to swap.

u

1 Ateach turn, before making any movements, the player will choose
to use a action card or not. If a card is played, the card effect will trigger
according to its effect description.

2 Player will make a movement according to their movement rule.

3 Settlements

= The protester will check if the winning condition is met. If not, the protester
player needs to calculate the amount of crowd units absorbed within this
round.

+ The police will check if the protest leader was arrested. If not, the police
player needs to calculate if any arrests are made within this round.

4 If crowds are absorbed from the map, the protester needs to ran-
domly draw the number of absorbed crowd units from the crowd bag and
place them onto the map according to their assigned coordinates.

. | MOVEMENT |
Protester

1 The protest leader must move to a connected road/cross-
road/one-way trail block 6 units away. The movement speed can be
affected by effects of active action cards.

_ ~, e
IR i

2 Orthe protester can U-turn; swap the protest leader with tail
crowd unit of the protesting line, hence facing the opposite direc-
tion. Once a swap is made, deduct the new tail crowd unit from the
protesting crowds and move to detention cell. No movements can
be made if protester choose to swap.
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SETTLEMENT AND WINNI!NG CONDITION

Protester

1 Crowd Absorption: If in a round, a crowd unit is an edge neigh-
bour to the protest leader along the path that the protest leader
had took within that round, that crowd unit will join the protesting

crowd as the tail of the line. There can be up to 12 crowd units in
the protesting crowd.

2 Winning Condition: If in a round, if the protesting crowd had 8
crowd units(excluding the protest leader), and the protest leader' s
path steps through/on a non police occupied town hall, protester
wins.Police can stay at most 1 turn at the townhall.

Police

1 Arrests: If in any moment, the police car collides with a pro-
testing crowd unit, deduct 2 crowd units from the tail of the pro-
testing crowd. The police adds 2 crowd units into detention cell.
Arrests can be affected by active action cards.
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2 Releases: If the police used an action card in a round, at the
end of that round, release 1 crowd unit from detention cell and
place it into the crowd bag.

8 Winning Condition: If in any moment, the police car collides
with the protest leader and no action card is affecting arrests,
police wins; or, in any moment, the police had 16 crowd units in
the detention cell, police wins.

-«

ACTION CARDS
Protester Card Cost

Protester' s can only play cards with a cost smaller than or equal to the
amount of current crowd units in the protesting crowd(excluding the pro-
test leader).

Police can only play cards with a cost smaller than or equal to the amount
of crowd units in detention cell.

“Action cards are used on a depletion bases.




Inspiration

Goal To Achieve B F'a | nstorm

)

| aim to. 'Crgate a tactic-oriented board Police e P rOte St """""""""""" Proteste I’.

game featuring an interactive board that
represents the.city's streets and
intricately detailed pawn figures.

]
L}

Providing detailed representation for the

properties and dynamics of the Counter Opl nion Protest
protesting event through movement Protest EXpr ession Leader
tactics. K :

ooooo
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ooooooooo
oooooooo
ooooooooo
ooooooo
......
oooooo
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5 " Crowd .
Arrests ... Winning e Dynamics .‘
Ténsion to Recreate é Condition R ey

in through gameplay Crowd _
- Size . Crowd Line

| aim to recreate the complex contests’

The inspiration for creating "REVOLT" came from my personal expéeriences with the experiences thrdUgh this game.

protests that occur every Saturday below my apartment inloronto./As a photography
lover, | would often join the protest crowds to take photos, capturing the energy and
emotion of the events.

]

The protesting player'Sh.ouId f ‘
acknowledge the difficulties in the \ ‘
process of expressing their will. @ 300 S I ith e r I O ....................................... S Na ke

)

The police should experience the -, Line Cutting
challanges faced while stopping the' '

]

tide. '

Being amidst the protesters and observing their strategies and movements gave e
the idea to turn these real-life experiences into a board game. | wanted to'eteatea
game that reflects the dynamic and strategic nature of protests, allowing playersto
experience the intensity and tactics involved in these powerful social movements.
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Prototype

Initial Map. _

Initial Movements

Movement:
Protesters move to connected road/
crossroad blocks.

Speed Formula:
Speed=
Clamp([2,7]

(Initial Crowd Units-Current Protester Units)

Key Effect:
More protester units - slower speed;
fewer protester units - faster speed.

Protester Movement (Slither.io style
inspired):

The protest leader moves first, and all
other crowd units follow along the exact
path the leader took.

Police can move between connected
cross roads, the movement speed is
fixed at 1 crossroads.

Initial Map Settlements

Whenever the protest leader
became a neighbor of a crowd unit,
that crowd unit will join and became
the new tail of the protesting line.

Whenever the protester or the police
became a neighbor of a event block,
a event card will be drawn at random
and trigger its effects.

Isomorphic to the elimination
mechanism of Slither.io, when the
police collides with a non-protest
leader protesting unit, the protesting
line will be cut off from the location
of impact.

Whenever the police collides with
the protest leader, police wins and
the game is over.

Core Objectives

The protester’s objective is to reach 10
crowd units in the protesting line at any
moment of the game, while he police’s
objective is to arrest the protest leader
at any moment of the game.

Current Game flow

Game Start

;

Presetting

!

Protester's movement

;

Protester’s settlement

}

Game End

Test & Result

®
Police Experience

Progression

- No Correlation: Protester win probability is unrelated to movement direction.
- Implication: Win condition places minimal restrictions on movement.

® - Result: Leads to a near-indefinite game loop

Movement direction guidance ‘

__

Progression



Prototype

Version 2.0 Updates

Map:

The final map is composed by 13 x 13
blocks, where each block gets
assigned a type according to their
neighbor compositions.

Empty Block:

Adjacent to only one road block or diagonally to
a crossroad, not a one-way bridge.

Road:

Connected to blocks on one or opposite sides.
Crossroad:

Connected to multiple road blocks from
different sides.

One-way Bridge:

Fixed-location block.

Town Hall: Protester-selected crossroad.

Movements

Protester Movement:

Can move up to 6 connected blocks
(road, crossroad, or one-way bridge);
speed may increase via action cards.

Movement Rule:
Protest leader moves first; crowd units
follow the leader’s path.

Map Interactions

Whenever the protest leader became
a neighbor of a crowd unit, that crowd
unit will join and became the new tail
of the protesting line.

When any player steps on a one-
way bridge, that player can only
move towards the indicated
direction of the bridge.

Action Cards

Tnggers' —*

Events as Skills:

Events become playable skills with

costs, calculated differently for
protesters and police.

Core Objectives Test & Results
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The protester’s objective is to cross-over

|

i W =N b, i with the town hall while maintaining at least
j — "I g - ‘ ' ' 8 crowd units 9 The U-turn diminishes the police’s efforts of constructing a check-mate situation,
e B o ' while it effectively costs none to protesters.

GoopwiLL
sssssssssssssssss

Crowd3 n iY - m

U-Turn Rule: i Player Unit Interactions Turn Structure AT
!Drotesters may. swap .he?d and tail ‘ ‘ Hitting a non-leader removes 2 protester Skill Phase: u e~ T T : o
instead of moving, skipping that e SRR ek units to detention. Before moving, players may optionally play ‘-—-‘5--‘ Lol

one affordable skill (consumed on use).

. Protester Skill Limit: ‘ ‘ ‘ ‘
[ =
' ‘ May use skills with cost < current ‘ ‘ ‘ ‘
. . w— protester unit count.
% HLLF itit

round’s movement.

Police Movement: ‘ ‘ o | . Tt ‘—I DETENTION CELL
B B
Moves only between connected | 1 K | Brotester Action Cardex20—— | || K~ | (== %;
T - b
crossroads, avoiding protesters; normal . B 111 I R D O B - A N R, E 3 F g '_..: \¢
Collides il (B .

————s
—_—

speed: 1 crossroad per move. ‘ | _

Protester Skill Limit:

May use skills with cost < current
Police Action Cards x20 protester Unlt Count.

The police’s objective is to arrest 16 crowd

units or arrest the protest leader. Also, we noted that the protester would U-turn if and only if a check-

mate situation if formed.




Further Test

Setup:
The protesters’ speed is s=6. The protest leader’s distance to the next
crossroad is d, which can be 0,1, 2, 3, 4, or 5.

Constraint:
d cannot exceed 5; otherwise, the protesters would either reach or pass the
crossroad after moving, placing them out of the police’s reachable range.

Assumption:
The police can reach that crossroad in the upcoming round.

Key conclusion:

Analysis

If protesters U-turn, collisions occur only with over five units or when cornered.
Making a U-turn cost two units balances this but reduces police impact, as U-turns
currently serve unintended roles.

Step 2: Police Chase

Y/
SN

]

Game Flow

Visual Planning: The soviet-style

Original Idea:

For the “protest” theme, | want to show its harsh reality
through irony — using a light, comic-style art to tell a heavy
story, creating contrast and revealing the game’s darker side.

Further Thoughts:

However, | later felt that such a serious story shouldn't be presented in a
playful tone.Players should understand right away that this is a deeply serious
board game. That's why | chose the Soviet-Style 'Hardcore' Aesthetics.

If the protesters’ team has as many or more crowd units than the difference il Next Round Ideal Effect
between their speed and the current distance (s-d), then at least one of those e Step 4: Police
units will collide with the police. chase again Y bar,
Claim to use a card Card's effect
settlement
d 5 4 3 2 1 0 y Come
Move / Take a U-turn <
s-d 1 2 3 4 5 6 8 l
Absorb and refresh crowd units (if

Notice that we omitted the d = 6 case here, since that would cause a
collision between the police and the protest leader, we assumes that
our player is generally making rational decisions here.

Let P 2 be the probability that the protesters having more or equal to 5
crowd units. We know that the protesting crowd can hold up to 12 units,
and there are 7 cases achieving conditions of P 2. Therefore, it is
obvious that P 2 is at least less than or equal to 7/12.

Probability analysis
of police colliding
with protesters:

P1 = P(Police forms a check-mate situation) <= 4/16 <= 1/4
P 2 = P(Protesters had more than 5 units) <= 7/12

=> P(P1 Intersects with P 2) <=1/4 x 7/12
P(P1 Intersects with P 2) <= 7/48 <= 14.583%

applicable)

!

If protesting crowd has 8+ units

Yes

A 4

Townhall

If Protest Leader stepped through

Protester wins!




' In the map design, | used accent colors with dots, lines, and shapes.

Aesthetic & Execution

Gray city clusters and dark roads form the background “shapes,” serving only to
show layquit.

Game griéléstand out through thin high-contrast lines and red intersection dots,
keeping them .clea.r and readable even across diagonal bridges.

PAUSE FOR
THE CAUSE

Blue: the police
Red: the protesters.

Within this round, protesters can
move between any of 0 to 8
units.

\ i

Police Action
Cards

O W W A A A A A

N\
3

RRE RS

DETENTION CELL

Accent Color 'Sniping Dots, Lines, and Shapes

GOODW!LL
ASSISTANCE

Within this round, after the
protesters had done moving, the
protesting crowd gain 2 crowd
units, drawed from the crowd
bag.

GROWING
BELIEFS

Within this round, the protesters
movement speed increases by 8
units.

PULL OVER

WiIthin this round, police's choose
a direction and stops midway of
that road. For the next police's
round, police can launch from
either crosspoint of that road.

. J

TRUCE TALKS

For the next police's round,
suspend all police movement and
settlements, and for this and the
next protester's round, protesters

cannot trigger the winning condtion.

UNDERCOVER
OPERATIVE

Within this round, police arrests
A crowd unit from the protesting

crowd.

POWER YVETO

Within this round, protester choose
and abolish one police car. If there
is only 1 police car, that car
launches from the police station
next round.

For the next protester's round,
the protester's movement speed
decrease by |2 units.

BACKUP
ASSISTANCE

This round, the police send out
another car from the station. This
round and every following round,
they can choose either car to
move. If there are already2 police
cars, this card had no effect.

Protester
Action Cards

CHOPPER
GUIDANCE

Within this round, the police's
movement speed increases by 1
crossroad,

M



The Outcome&Gameplay Demonstration

‘\\\
Packed with minor for e protesters, willingly or not, had made their first With the protesters hitting rocks with eggs, we have confirmed The situation is escalating rapidly, the protesters are drawing more following,
ation with the agency’s force. arrests by the police! where the police is making more and more arrests.

@&eﬁ‘blur_ltly pushing over
blocking police cars down! This
st became violent!

.As you're seeing right n0\”, the protesters are itself an € ; We just visually confirmed
e reinforcements, the agency had yet bei 'l\ barricades and burning roa
efendmg the undefendables! % protesting event

A informed source tells that in response to the massive number of protesters
threatening charging towards the townhall, the agency had decided to force, but wi
reinforce the police with backup units!

gulated by the public!

e had confir that the protesters had taken control ove
the townhall! administration had just got Ucally
4 S
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"l know not with what weapons World War 1l will be fought, Albert Einstein Research
but World War IV will be fought with sticks and stones.’

\/\/ h e n | m a g e S S pe a k th e Truth ' Global Conflict Trends, From 1976 to 2021, intrastate and internationalized ~ Across 1900-2020, global crises—from World Between 2003 and 2022, conflict deaths

1900-2022 conflicts rose sharply, while interstate wars War |l to the 1980s debt and 1990s Asian fluctuated, peaking in 2014-2015 and rising
remained stable, showing a shift toward financial crises—marked recurring waves of again in 2022, revealing the persistent
internalized warfare. tension and instability. volatility of global violence.

During my time photographing protest events in Toronto against the
humanitarian atrocities in Gaza,

250000

159000
100000
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1900 190 1920 1830 1240 1850 1950 1970 1860 1980 2000 200 2080 2003 2004 2005 2006 2007 2008 2009 2000 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2027 2022

120

| witnessed a profound and heart-wrenching display of human suffering.
Among the most harrowing sights were the countless horrifying images
depicting the casualties—innocent civilians and children, their lives abruptly
and tragically cut short. These images, raw and unfiltered, brought the brutal
reality of the conflict into sharp, unignorable focus.
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Timeline

Korean War
(1950—1953)

PR e Vietnam War
i (1955-1975)

AL - Soviet-Afghan War
- (1979-1989)

Spanish Civil War ................. X : L W |
(1936-1939) F .

) . (20012021)
Russian Civil War )

(19171922) :

Libyan Civil War
(2011 - present)

Gaza Conflict i
(2023 - present)

Myanmar Civil War .

(2023 - present)

Yemni Civil War
(2015 - present)

Russo-Ukrainian War
(2014-present) . °
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Global Conflict Indicator

:
The Mexican drug war, ongoing since 2006, involves the government battling
powerful drug cartels. It has caused extensive violence and numerous
deaths. Despite military and, law enforcement efforts, drug trafficking,
clorru'btion, and economic isé_ues persist, prompting calls for international
cooperation and policy refb_rms'._ !

! %
Mexican Drug War | 5

G

Instability in Haiti

Instability in North.etl‘.n Triangle

L[S AL Venezuela Crisis +

The Russian-Ukraine war began in February 2022»when Russia Iaunched.a full—scale ]
invasion of Ukraine. This conflict has led to S|gn|ﬂcant destructlon loss of, I?fe. and a’
refugee crisis. Ukraine, with support from Western natlons has resisted and reclalmed
some areas. The war has affected mternatldnal relatlons enérgy supplles and global food

security, given Ukraine's role as a major grain exporter =

Ukraine War

y 1 : LN
2 ; ) Iraq Instability '

Isreal Ptil_estijlian Conflict
In 2023, the Israel-| Palestme confllct ?aw escalated violence, Civil Conflict in Libya i
including rocket exchanges/and military operations in Gaza and the ]
West Bank. Tensions rose over contested holy sites in Jerusalem, L %
leading to clashes. Efforts for a ceasefire and peace talks faced i

significant challenges amid deep-rooted animosities and political

complexities. The humanitarian situation deteriorated, with many ’ Yeman YT
casualties and widespread displacement, drawmg international Sudan Conflict e i
protests can calls for new dlalogues : ; N\ ; r f \

| Ethiopian Conflict
| N, ! I S Conflict in Central African Republic [ ( b

( L I ,—~.\1
=, ""':__. i l:\

~ South Sudan Conflict

Somalian Conflict

Conflict il Democratic Republic of(Congo |
~ [

" Iranian Confrontation

This graph provides a comprehensive overview of all the ongbing wars across the globe, meticulously

highlighting the majority of conflicts that exhibit the highest levels of tension, alongside their potential impacts,
thereby offering an in-depth perspective on the current state of global unrest and the varying degrees of strife
affecting different regions. (7 _ /i
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Afghams‘tan Instablllty

 Indian Pakistanian Conhlct
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TheI Myanmar civil war, intensified following' the m|I|tary \';oup in

February 2021, continued ‘to escalate in 2023. Armed | )

resistance groups and ethnic militias clashed with the mllltary
_regime, resulting in widespread violence and significant civilian

a A %, { a o £ . 3
casualties. The conflict has led to severe humanitarian crises, |’

with mass displacement and shortages of essential supplies. 1
WA

International efforts to mediate have féced challenges, as the
military's grip on power remains strong and opposition forces
remain resolute in their demands for democratic restoration.™,

INDIAN
OCEAN

Myanmar civil War

b TR - Th’e II/{orean conflict, stemming from the 1945 division
Torean Gyt /“post-World War II, persists as a major geopolitical issue.
b L= _,: 1. The Korean War (1950-1953) ended in an armistice, not a
o By peace treaty, leaving North and South Korea technically
ke b | still at war. Recent years have seen heightened tensions
X due to North Korea's nuclear ambitions and missile tests,

despite occasional diplomatic efforts and historic
summits. The heavily fortified Demilitarized Zone (DMZ)
remains a potent symbol of the enduring divide and
ongoing conflict.

Tl

Taiwan Confrontation

ay

| b

"The South China Sea has been a region of heightened geopolitical tension
' due to overlapping territorial claims by several nations, including China,
3 -.'\}'ietnam, the Philippines, and Malaysia. The construction of artificial islands
| 4 i and military installations has increased the strategic s;gp‘ifiﬁ:apcg of the
| : ,ared, The situation has led to naval encounters, fishing dlsputes and
e dlplomatlc exchanges, all underscoring the complexmﬁ [ml,; nﬁhan
o " “peace an(_:l ?tabﬂlty in these contested waters.




I te rat i O n Design Intention: A tutorial section, the player should

learn the basics of their signal receiver

Ma o 2 An BExtra Fland (\/e rsion 1 1) Rules: Design Intention:

The section where the player should learn
the properties and abilities of the second

operate-able character
Rules: 1. Player can only see a small circular areawhennot 4. The hostile will linearly chase the last J
using his signal receiver known player’s location :
2. When the signal receiver is used, player can expand 5. Anyone can see through but not go _ :
his vision and see the map and the hostiles nearby. through glasses i -L]
3. Whenever the player see the hostile, the hostile also 6. Hostile kills player when player can see :
sees the player hostile without signal receiver .
When the game start, the character will be at
Game flow: the entrance y Game Flow
L
oxIT Exit Map
Player exits map through - I
third sector's exit. ‘%EE.EEEEE ' 1 4
=%
& Encounter Second Character Scout Maze
P[ay.er meets a character Player switches to scout
Choose Path behind glass.

character to map maze.
Player chooses to run towards exit or

return to second sector to lure hostile.

Top down Map design

E Third S = : i . : e A 1. Player can only see a small circular area
X o nter dlr ector Exiting the maze, player will see the first Distracting the enemy through their signal ﬁg when not using his signal receiver
ayer exits second sector, enters ; : g ; s
third sector, no glass, hostile chases enemy through glass receiver, player will exit the level safely 2l 2. When the signal receiver is used, player can 8 2 3 5
last known position. ! i vigi :
i = E)c()zglr:e(i Elesa\;ls;on i oandthe Exit Map (EXIT Operate Second Enter Maze Exit Maze
M a p 1 TU tO ria | M d p 2: Cove § ' : PSR A e Character Player uses character to Player guides character
. Hostile Béhavior 3. Whenever the player see the hostile, the verg UL Or fhaE
: to exit the map. enter the maze. :

\/e rS I O n 1 O Hostile tries td break glass, chases & E hostile also sees the player Player learns to control the

player's last kijown position. ! 4. The hostile will linearly chase the last known Shatacie

When the game start, the first character will be The first character will see the second character The first character will enter the hallway and provide [ s | .
Desin Intention: The section where the at the entrance through glass signal scouting for the second character player's location
playdr should learn the properties and e i o; Alr;z/son: can see through but not go through
T | 1 SE:

Second Sector abilitles of the second operate-able | 6 a e kills bl e

Player‘exits mpze, enters seconq sector, character gl & OSt_' c© '_ S P ay(.er when p.ayer can see

uses signal reteiver to locate exit, sees hostile without signal receiver 7 6

hostiie treugigis 7. The second character can travel through N J

Obstacle e | M 4 g . - x \ x 5
ﬂ R ~—= ki passages that the first character could not g's"a‘:t H°St|"e: O\Og ::se oiter B @
— - RS f ayer emits signal to draw ayer uses emitter to see hostiles.
U U 8. The second.charac‘Fers S|gn.al emitter ek <N
Enter Maze N\ . Rl cannot receive any information
gﬁzz;f:te; maze, uses signal receiver J lllustration of First Character Scouting for Unidler guidance, the second character will move Exiting the maze, the second character The second character will then guide the first 9. The second character’s signal emitter can
e Second Character through the maze will go upstairs chapcriih e e still draw enemies to the character




Core Mechanics vl Desigr Character’s Body Size Mechanics Map 3 E—
The illustrations shows different character’s passability against different
o o ° o types of passages
FCs Visual Mechanics || SCs Visual Mechanics

1. All existing rules
| 2. All characters will also see
g everything inside hover
| drone’s visual range.
3. Hover Drone can see
through glass

-
.
i

JAMBRBAREE

Both Character’s Signal Mechanics

The two illustration demonstrates the first character and the
second character’s sighal emission/receive mechanics, interacting
with different types of enemies

Design Intention:

The final all-in-one map, contains all
types of enemies and requires player
to use all the character’s skills

Under such situation, only one hostile can see the first character, the other
hostiles’ vision is blocked by walls

Under such situation, because the second character has a smaller body
size, only hover drones can see the second character

gy A iy

Game Flow

Q—> Enter First Floor

SC enters the building
through the second
floor.

FC enters the building
through the first floor.

“Enter Second Floor E%@

(‘77.34 FC Stopped by Drones

SC navigates through
drones and emits
signals.

FC is halted by drones
- from above.

oy

"S_C Maneuvers Drones 3

&0
/i\ D

rones Reveal Passages

| i‘ FC moves through the
’ revealed passages.

Drones move to reveal
" passages for FC.

Lo
'FC Passes Through T‘

il
i Repeat
— Process

>

| SC draws away the final
drone, allowing FC to
enter the oval office.

The process is
- repeated until FC
reaches the oval office.

[TTTTT
"!’ f'l'll ! :

FC Enters Oval Office

/77
177

‘| Final Drone Drawn Away 07.@

; FC enters the oval



Flow chart

Can Pass

Residential

Future Goals

Desired Atmosphere

DARKWOOD

A NEW PERSPECTIVE ON SURVIVAL HORROR

| aim to immerse players in a deeply unsettling post-
apocalyptic world—tense, bleak, and haunting.
Inspired by Darkwood, my goal is to evoke a
constant sense of dread and consequence, drawing
players into an experience that lingers long after the
screen fades to black.

Potential Problems

Intensive Art Demands:

Creating a daunting atmosphere poses a major challenge for our artist,
requiring both skill and a deep passion for dark, immersive aesthetics.
Beyond technical proficiency, genuine enthusiasm for this style is essential to
convey the intense mood we envision, ensuring every visual element
enhances the game's pervasive sense of dread and immersion.

Desired Level Experience

To heighten the game's dread, | aim to instill a constant
sense of stress and urgency. Like Resident Evil,
progression will rely on solving intricate puzzles rather
than combat, forcing players to think critically and
strategically. This approach deepens tension and
immersion, emphasizing psychological intensity over
brute force.

Play-Testing Mayhem:

Desired Gameplay Experience

The core reason behind creating a dreadful atmosphere
and demanding levels is to deliver a challenge-driven
experience. We want players to feel immense satisfaction
and reward after overcoming each obstacle. Inspired by
the Dark Souls series, known for its punishing difficulty
and deeply gratifying victories, we aim to evoke that
same sense of hard-earned triumph and fulfillment.

Designing puzzle-driven levels requires meticulous planning and thorough play-
testing. However, repeated testing by the same players can lead to biased results, as
prior knowledge influences their feedback. To ensure accurate and unbiased
insights, a key challenge is recruiting new play-testers for each iteration, providing

fresh perspectives with every evaluation.




Production
Management

future Plan [ I I B B

Refine Experience and bug Fixes

Achieve All Playable Functions in White box1 Achieve the Game Flow in White Box Actieve the Game Flow With Detailed Art and Emational Triggers

Analyze and Decide targets from
dynamics

Goal S Settle Targeted Emotion Flow of the Game

Based on test results, Revise Level
Design

Market Survey
Absorb Experience from

games in similar genres.

Game Designer(Me)

Design Core Mechanics
Design Derlvative

Research Phase:
The game is conceptual; designers
and the director define the vision.

Programmer(Me & et o St o e i g
Others
) Prototype & Pre-Alpha Phase:
Core mechanics are built.
e e Programmers lead; artists and
e e sound designers support.
Director(Me)
Alpha & Beta Phase:
Focus on polish and final
integration. The team refines assets
Artist Rerectan Skt o g s geves and gameplay.

Minor Adjustmants on Demand

Sound Designer(Me & Others) With directar, search for suitable musics

Research Phase:

D Director
Game Designer
.Sound Designer

P Artist

P Programmer

40%

Different Backgrounds:

As this game focuses on possible post apocalyptic
events, one would adore team members from different
regions of the world, bringing different cultural insights
during the designing process.

Prototype & Pre-Alpha Phase:

D pirector
Game Designer
.Sound Designer

P Artist

.Programmer

Different Perspectives:

One’s experience and ideas relates significantly
with ones wealth class, hence there should be
members from all of upper, middle and the
working class families.

Alpha & Beta Phase:

D pirector
Game Designer
.Sound Designer

P Artist

.Programmer

Different Passions:

With the broader passion on the project,
each member should also be passionate
on their roles and responsibilities.



Visual Design

4lcm

: Signal Receive / Emitter

|
Antenna
47 cm g
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= Multi Functional Display
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| [ +|| Frequency Controller
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- = Power Supply
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Decryptor
‘ ! iy
i et
|\\\ i
N ;@ \"\\'\ = @
A ——— Y o
R —— 4 :
I

Antenna: Determines the range of

possible signal transmission. On this particular model,

the antenna length is fixed.

Casing: Contains all the processing units
and the wires and connectors. Provides
mounting for control panels

Frequency Selector: Panel that controls
the frequency of emitted and received
signal frequencies.

Lower Body: Container for decryptor and
power supply

Base: The carrying panel that all devices
mounts to

Front View

B
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Left View

Top View




Development process

Add in build.cs
Add an actor called Profow

// Fill out your copyright notice in the Description page of Project
Settings.

#pragma once

#include "Gameframework/Actorh"
#include "ProFow.generated.h”

UCLASS()

class TTTTT_API AProFow : public AActor
{

GENERATED_BODY()

public:
// Sets default values for this actor's properties
AProFow();

virtual void PostinitializeComponents() override;

// Set the fog size
void setSize(float s);

// Reveal a portion of the fow
void revealSmoothCircle(const FVector2D &pos, float radius);

protected:
// Called when the game starts or when spawned
virtual void BeginPlay() override;

public:
// Called every frame
virtual void Tick(float DeltaTime) override;

void UpdateTextureRegions(UTexture2D* Texture, int32 Miplndex, uint32
NumRegions, FUpdateTextureRegion2D* Regions, uint32 SrcPitch, uint32
SreBpp, uint8* SrcData, bool bFreeData);

// Fow texture size
static const int m_textureSize = 512;

UPROPERTY()

UStaticMeshComponent* m_squarePlane;
//TSubobjectPtr<UStaticMeshComponent> m_squarePlane;
UPROPERTY(EdlitAnywhere, Category = "ProFow")
UTexture2D* m_dynamicTexture;

UPROPERTY()

UMateriallnterface* m_dynamicMaterial;

UPROPERTY()

UMateriallnstanceDynamic *m_dynamicMateriallnstance;
uint8 m_pixelArray[m_textureSize * m_textureSizel;
FUpdateTextureRegion2D m_wholeTextureReagion;

float m_coverSize;

UPROPERTY(EditAnywhere, Category = "ProFow’)
APawn* myPawn;

UPROPERTY(EditAnywhere, Category = "ProFow’)

bool blsMMOBA = false;

I

4/ Fill out your copyright notice in the Description page of Project Settings.

#include "TTTTTh"
#include "ProFow.h"

¥/ Sets default values
AProFow:AProFow() :m_wholeTextureReagion(0, 0, 0, O, m_textureSize, m_textureSize)

// Set this actor to call Tick() every frame. You can turn this off to improve performance if you dont need it.
PrimaryActorTickbCanEverTick = true;

m_coverSize = 5000;

// Set this actor to call Tick() every frame. You can turn this off to improve performance if you don' need it
PrimaryActorTickbCanEverTick = true;

// Create a planar mesh from engine's planar static mesh

m_squarePlane = CreateDefaultSubobject<UStaticMeshComponent>(TEXT('Fow Plane Static Mesh’));
RootComponent = m_squarePlane;
m_squarePlane->SetCollisionProfileName(UCollisionProfile:NoCollision_ProfileName);

static ConstructorHelpers:FObjectFinder<UStaticMesh> asset(TEXT('StaticMesh/Engine/ArtTools/
RenderToTexture/Meshes/S_1_Unit_Plane.S_1_Unit_Plane"));
m_squarePlane->SetStaticMesh(assetObject);
}
m_squarePlane->TranslucencySortPriority = 100;
m_squarePlane->SetRelativeScale3D(F Vector(m_coverSize, m_coverSize, 1));

// Load the base material from your created material

static ConstructorHelpers:FObjectFinder<UMaterial> asset(TEXT("Material/Game/Fow/FowMat.FowMat");
m_dynamicMaterial = assetObject:

}

// Create the runtime FOW texture

if (Im_dynamicTexture)

{

m_dynamicTexture = UTexture2D:CreateTransient(m_textureSize, m_textureSize, PF.G8);
m_dynamicTexture->CompressionSettings = TextureCompressionSettings:TC_Grayscale;
m_dynamicTexture->SRGB = 0

m_dynamicTexture->UpdateResource();

m_dynamicTexture->MipGenSettings = TMGS_NoMipmaps;

}

// Initialise array to all black

for (int x = 0; x < m_textureSize; ++x)

for (inty = O; y < m_textureSize; ++y)
m_pixelArrayly * m_textureSize + x] = 255;

// Propagate memory’s array to texture
if (m_dynamicTexture)

UpdateTextureRegions(m_dynamicTexture, 0, 1, &m_wholeTextureReagion, m_textureSize, 1, m_pixelArray, false);

roid AProFow:PostinitializeComponents()
Super:PostinitializeComponents();

// Create a dynamic material instance to swap in the FOW texture
if (m_dynamicMaterial)

{
m_dynamic
m_dynamic

}

1stance = UN iallnstanceDynamic:Create(m_dynamicMaterial, this);
1stance->SetTextu lue("FowTexture, m_dynamicTexture);

// Set the dynamic material to the mesh
if (m_dynamicMateriallnstance)
m_squarePlane->SetMaterial(0, m_dynamicMateriallnstance);

roid AProFow:setSize(float s)

m_coverSize = s;
m_squarePlane->SetRelativeScale3D(FVector(m_coverSize, m_coverSize, 1));

roid AProFow:revealSmoothCircle(const FVector2D &pos, float radius)

// Calculate the where circle center is inside texture space

FVector2D texel = pos - FVector2D(GetActorlLocation().X, GetActorlocation().Y);
texel = texel * m_textureSize / m_coverSize;

texel += FVector2D(m_textureSize / 2, m_textureSize / 2);

// Calculate radius in texel unit ( 1is 1 pixel )
float texelRadius = radius * m_textureSize / m_coverSize;

// The square area to update

int minX = FMath:Clamps<int>(texel X - texelRadlus, 0, m_textureSize - 1);
int minY = FMath:Clamp-<int>(texel - texelRadlius, O, m_textureSize - 1);

int maxX = FMath:Clampsint>(texel. X + texelRadius. 0. m textureSize - 1)
int maxy = FMath:Clampsint-(texel.Y + texelRadlius, O, m_textureSize - 1);
uint8 theVal = 0;

How to build fog of war
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Start by creating an actor class called share
camera that shares cameras

Set the camera position in the level blueprint
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1. First drag 3 characters into the scene

2. Select all characters in the outline (Click on the first character, hold down shift and then click on the last
one or hold down Ctrl and click on each of the three characters)

3. Open the level blueprint

4. Drag three characters into the level blueprint

5. Create player controllers and control nodes (to change the character to be controlled)

6. Copy two more control nodes, because there are three roles
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when switching roles?

1 ThirdFaranCharachr o

¥ ThirdPersestharacter?

—
¥ ThirdPerecaChinacierd &

1. Create the two nodes shown in the following

figure

2. Set the switchover time to 2 seconds

- e 3. Add a delay node

= 4. Make two more copies using hybrid Settings
SR for view target and delay

7. Create the MultiGate node

8. Click to add another pin

Step 9 Connect

10. Create a keyboard 1 node and click Compile

11. Let one character take control first

At this time, you can switch the control of the three roles in turn, but you cannot reset it, that is,
you cannot switch from the third role to the first role.

12. You can add a node to reset or add a custom event to reset or Loop



PREFACE

In the stories of war, we often remembers those actions
of soldiers on the battlefield, but we forget that their
fight doesn't end when they come home. Veterans face
many challenges, from physical injuries to mental health
struggles, and they need our support just as much after
their service as they did during it. Ignoring their care is
like leaving a job half done.

A VR experiential game dedicated to recreate the
symptoms and experiences of veterans with PTSD.

portant that we remember their sacrifices and
sure they get the help they need to live healthy,
g lives after their service. Taking care of veterans
iS just as crucial as any part of the war itself.




nalysis of

What triggers the intense emotional reactions?
How does the trigger. invokes such intense emotions?:
To answer that, | had to verify these elements and study the underlymg reahty

=D Episode

Case Study
Air Force veteran KJ Becke

(Air Force veteran KJ Becker of Fowler, CoIOradcp Imks fireworks to past service trauma—
sonic booms in 1995 and months of gunflre in Saudl Arab|a Unpred|ctable

.............

.masks noise with fans.and speakers.and.asks for advance notice to prepare. .




Reconstruction T e T

Player repair using nail gun | | Player create covers
, PR using nail gun |

Start Game | | WalHP 90% | | MO AtadsAdded || WalHPB0% | | TarkAttacks Added || WallHP30% |

We need to construct an enwronment
that conveys the structure |

56' el itz |

53

Controller

Back to menu

Movement

Y — View Change

Fix Wall .0"

Take Nail Gun




Artistic Development one!




" Programming | code sample

i 1 wiyzing System Collections: i i~ & @ N Y 0 G Laers  w Layjot ¥
5] . s =il i # soane HE Timaline ! %= Hierarchy 3 | @ inspectot B Corsole  ® Lighting gt
2 us?rlg S'_vlstem. Clollectl ons. Generic; I . ' PR B > e - e — e
B 6 veus 3 using UnityEnzine; o o : = : £ Aftack Mariager T e R *  Layer Detault -
; . i i -
GameDp jact cannonBall; S 1 v M Transf 8 3
. e . nity B (1 2731F) [0 31 o D e i $ Sl e
: sl O] £ wpublic class AttackController : MonoBehaviour i R et | 9 Spat Lignt 2 1) gy e O E ~ L
: J = ,. Dyl s} | » mspmu;mz!z:l Seale =R Ca 1
E 2 sool Setmnstamtize < sals . . 5 { - . . : :?S?m-uf"z_'.g'_. + B~ Roytire Rigia o2
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