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This project is a narrative-driven puzzle game exploring digital consciousness, brain-computer interfaces, and

human identity.

Players take on the role of a test subject who survives a failed human experiment and becomes trapped in an
abandoned laboratory. During the experiment, the protagonist gains the unexpected ability to upload their
conscioushess into electronic systems and manipulate digital door locks.

The game is structured around two interconnected worlds:
» A 3D spatial maze representing the physical laboratory.
* A 2D door-lock maze representing digital systems accessed through consciousness upload.

By constantly switching between these two states, players attempt to escape the facility while confronting

fundamental questions about existence and identity. /
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This project is inspired by a long-standing philosophical question: During early research, | focused on the following areas:

If a person could be perfectly copied, destroyed, and reconstructed elsewhere

through teleportation, would the new individual retain the same consciousness? ‘ w1 , ! i ! ) )
Science fiction and philosophical discussions on consciousness copying and

digital immortality.

Games that use dual perspectives or parallel worlds to express fragmented

identity.

THE
T-A-L-O-S
PRINCIPLE Interactive designs that treat electronic interfaces as navigable spaces
REAWAKENED rather than mere Ul elements.

gued These studies led me to transform electronic systems from narrative devices
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into rule-based, explorable game space.

THE THLOS PRIMCIPLE /




THE CORE GAMEPLAY IS BUILT AROUND
A RECURRING LOOP: ---
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Overall Gameplay Structure

Players navigate the laboratory in a 3D physical form, but progression

is repeatedly blocked by locked system nodes.

To advance, they must relinquish their physical body and upload their

consciousness into digital systems to solve puzzles.
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~. interconnected maze.

2D Door-Lock Maze - D|g|tal World

When encountering locked nodes, players can upload their consciousness into

system interfaces, shifting to a 2D abstract maze.

In contrast to the physical world, rules here are clear, feedback is immediate,

and there is no bodily risk. Solving these puzzles unlocks corresponding paths

in reality.

Design Intent
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restrictive.

| The physical layer takes place in an abandoned laboratory structured as an

Here, player actions are constrained by spatial and bodily limitations, with
frequent barriers such as locked doors. Mistakes can lead to irreversible
| consequences, emphasizing fragility, uncertainty, and limited control.

The digital world is intentionally designed to feel safer, more efficient,
and more controllable, while the physical world remains unstable and

| L Over time, players are guided to redlize that entering the digital space

becomes the most rational choice for progression and survival.




The protagonist wakes up here.

5 5 - There are shrinking devices that can shrink the main
MAP 1F (TOP WIEW staircase <
character.
Gravity device, adjust the direction of the scene's
N gravity to the right.
There is a vent A.
v A
o »
(((' The original direction The direction of gravity
of gravity. after using the device.

MAF 2F (TOF VIEW)

After the direction of gravity changes, you can step on
the wall, and the shrinking protagonist can get into the
vent duct and jump down to reach the vent in room 2 (B).

MAFP (HORIZOMTAHL YVIEW)

* There is a gravity device
* Gravity is still to the right after the player comes out of the vent
= First, bring gravity back to its original state.

A, B, C: vents dashed lines: ventilation duct

start+1-2A-2B—=22-2B2C—23-234-31-35-end * Then turn gravity in direction and jump into the B vent again.

In the ventilation duct, walk from vent B to vent C and climb out to reach

* There is a time device that takes you back to this room ten years ago, and you
can bring back an item.

* The protagonist activates the time device and goes back ten years ago to get the
ID card and bring it back.

¢ |D card can open all doors (permissions).

* Room 1is a factory on the left side through the window on the left, and there is an
exit to the outside (roller shutter door, closed).

* After opening the door, go to the corridor and go downstairs.

* Roller shutter door failure requires parts.

* Fix the part after locating it.
* There are routers that can connect computer faces to the Internet, connect
consciousness in the lab network to the Internet (and so on).

* There is not enough electricity, either open the door or connect to the Internet.

* Players make choices.
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3D Spatial Maze Core code sample

vold Mevel) vold Update()
( {
Vector? frgut = row Vector i1 (TplayerBody .CetC P lay ).t returng
:::::;m}; . fleat mowieX = Ingut.Gothuis{ o 1) * Semsitivity * Tise.deltaTise;
% Fleat sousa¥ = Ingut. Gethnis( “ooor 1) " miuseSeasitivity * Tise deltaliss;
1F (lrgut.sqmagnitede € & 011) reture) Mstation -= "'""".'{
afotation = Mathf.Cl otstion, min¥, maxY);
; (i light Inpen Marsal i ze() )
s il _ VACTie? 4e1ts = fnpet * speed * Thee. beltalime) et e s e A
: ?))) \‘))) )))) playecSody. Fatate(Vectord,up * souneX);
4. ‘ |/ gravity fiip N TeyMovalov Vector2(gelta.x, 0)); }
’ | / ) N 1 T i e MOUSE LOOK CAMERA COMTROL
= detector L ¥
3 celd Teyts (Vectord delta)
" shrinker/magnifier (
: Vadtord sentias = redt aniboradPosithon o delts;
I Tsl e nd (rextPes ) )
‘ o == O hbeedosition = neatPos)
camera | | )
; : : ' ‘ - UI MAZE CORE LOGIC
In the first version of the level design draft, I % J
| found that the top-down floor plan 7\';‘ L= T el
I . - ' startfonrost Ino{DvlsylpesSosr (}}; Bl ot 3
couldn't effectively represent the spatial /‘,, )
. ' ' . “ ] 1DRenerates Dalaypunlee () flost & = Tagett Cothala( v iionnal )
relationships of the two-story building. As a R I ( flent v = TngnaCothate( veet a1 D)
2 s o - o ¥ 5 1:40.31)3
result, | encountered many spatial conflicts ) . 8 et Wrctor) save = tremforw.right * b+ trembers. Sorverd * v;
s ) ] Later on, | directly used 3D software to further redesign ) e e e
when building the first 3D level whitebox e L . u ' vy P
) and optimize the layout based on the initial whitebox. ook et
based on this floor plan. 16 (Sakras 88 Togun.Cattebmn{iosCode. 2) W ot
another way to the second floor through ( weletiiy.y o= gresity * Thardebtatioe)
. D Ryt R wnetradlar Morve [veloa iy * Thne dadialine);
the ventilation duct : a0 |
' HORIZONTAL DOOR 30 PLAYER MOVEMENT CONTROL
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