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Asian non-violent/narrative structures gave us

the central idea'for:the content;/the non-violent,
introspective challenge of growing up; and'the
aesthetigprinciplelof'Sakuteiki, a japanese gardening
style.emphasizing the placement of; stones:and
theifeeling that'theidesigner wants  to impart..

Quriinitiallinspirationsiwere objects and
impressionsithat'connote intense nostalgia,
and equally environments of intense
desolation and'dissociation:
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e THE SHII'I'H“ .
e OUSEMARTIN'

- t_.,.-u; - During the development process; inspiration strucksfrom

lu Ol D™ | " the chillymeditative game 36'apples (abberator;2019) and the
dense, nostalgia-laden themepark islands of: The Gardens Between

(The«Voxel'Agents, 2018), turning our focus onfoicommunicating

memory andifantasy throughichilllgameplay
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gA f-wrbm-l
UL (AL GODS The mountain is a symbol forsRex and the/journey towards adulthood, while
_&f BLESSES WITHIASCENDING CMUEDLS A the fantasy world,isilaid followingthelguidelines for a'Sakuteiki'garden. If
o SonBlL WEPCTH , 60o0 HEACTH , AND L the Sakuteikiformatisifollowed, it'should'bring ascending careers, wealth,
/’_—"ﬁ HVE - | _ e |
THE MW, good health; long livesiand balance. (Jiro & Keane; 2011))
MLW
( YoeTose)

“[as a symbol] Mountainsisuggestiarduous,
painstaking ascent'and'sublimation, the
widened perspective, the peak experience,

the thin air ofzheadedness and sublimity”
- Ronnherg, 2017
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Each experiencefstartsiandiends by passing through a Torii
- the gate beingja'threshold of: change (Ronnberg, 2017)
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By fusing theithe non-violent-narrative model of Kishotenketsu and
DaniHarmon's story circle, we found guidance for the structure of the
narrative, the shaperof Rex fantasy world and the progression of each
individual'experience and:their placement within Rex fantasy world.

Search: Rex beginhfhisse’u'r"h‘for understanding,
exploring hisifascination\with games.
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Search: Rex explores
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_+ when'having found . D el =
:h,ln,c-uf‘ifn'tt:_:resi _ of himselt a8
V8 S Ly fantasy world is
expanded upon.
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mustiembedithe swordlinto the stone = 4
feule sides.

'-'-#_ .

S

, andifinds himself'fo be the-combinati
= ' el o o o o s 3 = T Ination
Ketsu: the sword is no Idﬁﬁé?somethi'ﬁ"g"ﬂheﬁ[gu\rsj of his interests. F

now a normally sized object integrated into the zen garden experience. Zz—3
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Early protot

ft is the old sushi experience, which had the same

[
&

-__progression, but was visually too realistic in style

“compared to the rest of the world
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As-Rex.was also going to
be a vessel that the player
could project-their‘own
presencerinto, we had to
give Rex specific
characteristicsithat: would
not compromise being
generic; we did sol by
characterising him
primarily:through'the
objects in his room.

We had'to findia model
that put Rex:at the precipice
hetween childhood tu?d
adolescence: To achieve this,

we prototyped many diffqrem
appearances and' clothings.

Hisiroom reflectsia huglding
teresthisijapanese neritage

with pictures of formut_ive'
memories.
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Ten - Turn

The cave ambiencelisitenserand noisy
compared toithe foregoinglexperiences

Shoi-.development
In the second experience, new: types of
footsteps andiambience layer uponitherold.

N N
'\

Ki - introduction -
The first'experiencelintroduces'the sounds B = i anciation
i The different"ambient'soundtracks areicombined into

heard throughout'the game: The ambience, . ,
. . a single track, analogous‘to'Rexisinewfound balance.
the strumionithe"shamisen, and swords clashing.
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Stepionja stone - aniobjec
phasesiin oriouti-‘andthe

shamisen sounds.

The dolly.cameraiframes both this
event and the'next'stone to'step on

Further‘away, an‘object also
phasesiin or out, allowing
perceptive players to see

The dolly camera_alternates .. .
changes in the environment.

between close and wideshots:
to allow thefplayerimmersion
but atithe same time not'lose

focus on the experiences.
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Anyway, your father sent you a

ift, I've left it on your desk. . , . .
i The game starts and ends;in,Rex’s Room - it is simultaneously

what establishes Rexias a character-and the fantasy world, as it
contains:thelimagery. that the'secondany world raws on.

| The TV i‘ntegrutes the. menu
into th_e diegesis, blurring the
separation between the player
and'the gameworld

. IR ; _. ,1 '1-‘,..:_
Presstany button to start the game
Bress  ESCT to quit
2

: ____Ill «*s "Best qx_perienced'_ﬁwi't_r_- controller

N e W

The static camera/providesia contrast fo the
cinematic dolly/of the fantasy world:




A e . - - ol - . =
. ’ - - F ~ - 4 ; - s 4
® . 2 - . ._._ = y F. — .
o ; . " -t 1 z F r i
r .I : ‘ ._-"..'- . -
> = ..'\"-;.___ _.1 . —
N '
r L
a s B - . " -Hd':a = - 2 - :
‘ F -l £ - . .
- ’ * - =l - il i .

-
-

- - e aipent A SETEIENPE A e bl
:ﬂm

The first experience establishes thelvisual languagelforithe THe Gamepad phUSE_S in'along \.V'IT:I.
game;-whatitheiplayer should look for where they should the fighting samural= cummundlctu Ing
90, .and what/objectsithat'will be interactable that the gamepad may be‘used 10

interact with:the Samurais.

Thebendlinithe road, and
theitreelhints at there being
more to explore, and guiding
the players vision forward

The first Interactablejobject in Rex’s
fantasy world is centered enticing/the/player

to steproniit.

Stepping onigamepad buttons makes the
samurai fight, causes new-land and the gate

forappear: Note'the/framing function of the
two pillars




In this experience, an;adventurous side of - - Gibly camping.
Rex'sipersonality/reveals itself D — g ' appears;pos

The nextistone.to he
pressediis always
within view

[he:mountain opens, g

1eW-gateiindicating g royte
of passage

The pond as symbolinvertsiperception, bringing-new
insightsiand newfounditranquility (Ronnberg, 2010)




Walking on thersmall path-lends a
more deliberate pacingand attentiveness.

The cave-experienceconirasts therother experiences:
+ ic:dark and the ambienceris more fense.

“Psychologically, entering @
cave canihave the quality

of lintroversion, incubation
regression:fo the source,
psychic withdrawal or hiber-

nation:” (Ronnberg;)

The Komainulionidog guards

- the shamisen

p Fy . ’ ~and!rex mus"r

~— Y- walkithe'razors edge and fina
, | : new order in his interests.
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As Rex exits, the cave closes behind him, showing
that there is noiway/back to his old self
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The sword in theilast'experience is
of a less fantasticsize, symbolizing
a.newfound order andiclarity.

While theroad snakes scenically/to the left, the

experience Is framed centrally
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by the camera.

v

S o

B = | - a
-
: -
LE ] _.--_--'lh'ﬂ'*
-

_I.
_}iﬁi
_aam o

Theljourney/inside Rex’s

funtusy stanfs\where!it began -
in‘front of the shamisen

The gate is framed
hetween the two frees
when it appears, and the
whole road up to the gate
is visible, guiding the
player there.




Accreditation

The following In-game resources and asset packs was used to create Memorex

Ativus Studio. (2019). Robin | LOW POLY CHARACTER. Retrieved May 29, 2020, from https://assetstore.unity.com/packages/3d/characters/humanoids/robin-low-poly-character-126392
BOXOPHOBIC. (2020). FREE Skybox Extended Shader. Retrieved May 29, 2020, from https://assetstore.unity.com/packages/vfx/shaders/free-skybox-extended-shader-107400

Ebru Dogan. (2018). LowPoly Water. Retrieved May 29, 2020, from https://assetstore.unity.com/packages/tools/particles-effects/lowpoly-water-107563

KingCheesel3. (n.d.). A Long Day of Fishing. Retrieved May 29, 2020, from https://trovesaurus.com/art=>5123/a-long-day-of-fishing

Kuzkay. (2018). Lowpoly Vehicle Pack. Retrieved May 29, 2020, from https://assetstore.unity.com/packages/3d/vehicles/lowpoly-vehicles-models-package-103632

Swast, T. (n.d.). Pixel Art Camping. Retrieved May 29, 2020, from https://giphy.com/gifs/pixel-art-octobit-pixeltober-13vRgqJldbRp7Exfa

Synty Store. (n.d.-a). POLYGON - Samurai Pack. Retrieved May 29, 2020, from https://syntystore.com/collections/frontpage/products/polygon-samurai-pack

Synty Store. (n.d.-b). POLYGON - Viking pack. Retrieved May 29, 2020, from https://syntystore.com/products/polygon-vikings-pack

Synty Store. (n.d.-c). Simple House Interiors - Cartoon assets. Retrieved May 29, 2020, from https://syntystore.com/collections/simple-series/products/simple-house-interiors-cartoon-assets

The following fonts were used to create Memorex:

BLKBK fonts. (2017). First Take. Retrieved May 29, 2020, from https://www.dafont.com/first-take.font

Franklin Gothic Medium Regular. (n.d.). Retrieved May 29, 2020, from http://fontsgeek.com/fonts/Franklin-Gothic-Medium-Regular
Vladimirnikolic. (n.d.). Kemikaze Font Family. Retrieved May 29, 2020, from https://www.1001fonts.com/kamikaze-font.htmi
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