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7 ~ (1)Introduction :

The protagonist travels through a fantastical world made of books, building blocks, and
cardboard.

Within this realm—where toys and mechanical parts intertwine—he seeks the reason
for being trapped.

By observing the environment and communicating with toy inhabitants, the player
gradually obtains clues to solve puzzles, embarking on a journey filled with adventure,
combat, and exploration, eventually uncovering the story behind this mysterious world.

(2) Features (System Highlights)

* Narrative:

The design concept of this work is inspired by the whimsical and surreal atmosphere of
Alice in Wonderland, extending into the idea of a “Toy Kingdom.”

It builds a world that merges fairy-tale fantasy with reflections of reality, where the
residents and architecture symbolize the protagonist’s inner emotions.

Through the journey, players are guided to explore the protagonist’s mind and
memories, experiencing both wonder and introspection.

* Playability:

An intuitive control system allows players to perform actions through simple
commands—jumping, pushing, pulling, observing, conversing, and using items.
The design emphasizes pacing and atmosphere over speed or reflexes, encouraging
immersion.

Gameplay elements include:

e Puzzle-solving: Observe the environment to find hidden clues such as paper scraps,
gears, or coded messages.

o Combat: Engage in battles against mechanical toys or enemies representing
fragments of self-awareness.

o Exploration: Freely navigate through imaginative landscapes such as the Block
Library City, Cardboard Forest, and Gear Tower.

* Technical Aspects:

The project integrates various multimedia skills, including 3D modeling, animation
production, UI design, narrative scripting, sound design, and level construction.

In particular, it combines motion capture technology with Unreal Engine animation
systems and incorporates facial animation for characters, resulting in a more natural
and immersive presentation.

This makes the work highly suitable for exhibition as a capstone project in information
design and digital multimedia disciplines.
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