
‎Echoes of 
‎Memory

‎Game Start Screen

‎Game Start Screen

‎Start Button

‎Exit Button

‎Settings?

‎Screen Background ‎Video

‎Record the initial scene of entering each 
‎room and combine it into one video, adding 
‎splash screen effects when switching 
‎between clips

‎Start room

‎Environment

‎The room is initially shrouded in mist and 
‎items belonging to different rooms are 
‎placed in different areas of the room

‎Placement order: in the order of the stages 
‎of life

‎Level

‎Start of the game: Items belonging to each 
‎stage are placed in different areas of the 
‎room, and these areas are shrouded in mist 
‎at the beginning of the game

‎End of the game: As the player collects the 
‎memory pieces from all the rooms, the fog 
‎in the beginning of the room dissipates and 
‎the player can see the different items 
‎belonging to the different stages of life.

‎Narrative

‎The player is unaware that he is an 
‎Alzheimer's patient.

‎Background

‎The player is a late-stage Alzheimer's 
‎patient who falls into a coma at the end of 
‎his life and enters a labyrinth of non-
‎Euclidean space in his brain, made up of 
‎different stages of his life.

‎In the first room the protagonist (the 
‎player) does not know where he is due to a 
‎memory disorder, he sees some areas 
‎shrouded in fog in the first room, but at 
‎the moment these areas are not unlocked 
‎and only the outline of some objects can 
‎be seen through the fog

‎The walls around the first room have doors 
‎leading to different rooms, through which 
‎the protagonist can see the interior of the 
‎room, but when passing through the doors 
‎the room reached is not the same as the 
‎one the player sees, which also hints at the 
‎protagonist's memory impairment.

‎Summary

‎Close eyes and open eyes special effects
‎After blinking, the screen jumps from 
‎white to the environment of the initial 
‎room

‎The player enters an initial room with 
‎models from different rooms, but shrouded 
‎in a fog

‎Introduction to the mechanics

‎Sonic Exploration (Sonic Cube)

‎The player activates the Sonic Quest 
‎mechanic by picking up the cube placed in 
‎the centre of the room.

‎A UI interface is provided here (for 
‎example, press the E key to use) after the 
‎prompt will be placed on the screen to 
‎display an icon to remind the player

‎Allow players to practice using the 
‎mechanism

‎The room currently has no exit and the 
‎player will need to be close to the door to 
‎use the Sonic Quest exit to reveal it

‎The cube can be thrown as a pointing prop
‎Players can see where the cube is by 
‎pressing the Sonic Quest button and if it is 
‎thrown

‎This mechanism will be used when exploring 
‎multiple rooms to collect different items

‎For example, we could add this mechanic to 
‎two similar rooms

‎Two rooms in the Childhood stage

‎Two rooms in the middle age stage
‎Summary

‎The items needed to activate the mechanic 
‎in one of the rooms are hidden in the other 
‎room

‎The logic should be that when the player 
‎reaches room 1, the item is hidden and will 
‎not be revealed by sonic exploration until 
‎the player reaches room 2. When the player 
‎reaches Room 2 and finds a message that 
‎the item is needed, the player will need to 
‎use the Cube to locate Room 2 and return 
‎to Room 1 via the portal, then use Sonic 
‎Radar to explore the location of Room 2 to 
‎reach it and solve the puzzle in Room 2

‎Portal (what you see is different from 
‎where you teleport)

‎There are four portals in the beginning of 
‎the room, each of which will correspond to 
‎a different location.

‎The player can use sonic scanning to make 
‎them all visible

‎UI section

‎After collecting the Rubik's Cube, a Rubik's 
‎Cube ui icon will appear at the bottom and 
‎the player will press the corresponding 
‎button to reveal a black Rubik's Cube map

‎rotatable

‎Can teleport to lit rooms ‎The room will be lit up when the puzzle of 
‎the room is solved

‎An introductory mission section needs to 
‎be added, which tells the player the goal of 
‎the mission

‎"You have entered an unknown dimension, 
‎collect the pieces scattered in different 
‎rooms to escape from this dimension and 
‎learn the truth about what happened"

‎Script

‎Start

‎Narrative

‎Where is this? I seem to have fallen asleep 
‎in my chair, what's with all the strange 
‎buildings here?

‎It seemed to be an enclosed space and I 
‎didn't see any doors nearby that would let 
‎me out, The area appears to be shrouded in 
‎mist

‎Huh, something that looks like a Rubik's 
‎Cube suddenly appears in front of me, I'll 
‎walk over and check it out

‎Introduction

‎Tutorial

‎Picking up teaching ‎This cube seems to be collectable, press F 
‎to pick it up

‎Tossing the Rubik's Cube instruction ‎You can also throw the cube to locate the 
‎sound position by pressing F to throw it

‎Teaching Sonic Exploration ‎You have unlocked the Sonic Quest 
‎function, press E to try it out

‎after collect all pieces back room

‎Back here again, where the fog seems to 
‎have lifted and I remember a lot of things

‎Ever since I suddenly learned that I had 
‎Alzheimer's disease, a brain disease that 
‎seriously affects memory, I gradually 
‎forgot many important memories at this 
‎stage of my life.

‎It's like the inside of my brain, the rooms 
‎that make up the different stages of my 
‎life, and now that I've got those memories 
‎back, I'm going to put those important 
‎objects back where they belong.

‎Infancy, Trust vs. Mistrust

‎Narrative ‎Script

‎enter room
‎This appears to be a baby's room with lots 
‎of baby toys around it. There is a small bed 
‎in the centre of the room.

‎Gameplay hint

‎There are lots of cloud-like decorations in 
‎this room and there seems to be a familiar 
‎set of ring toys over there for me to walk 
‎over and look at.

‎I seem to be able to collect the rings in the 
‎room and put them back in place, which 
‎seems to be a favourite thing for little 
‎babies to do.

‎end scene

‎This toy sand hammer seemed to be the 
‎most precious thing I had as a child and my 
‎mother would shake it to soothe me to 
‎sleep. At the time my room was 
‎wallpapered with as many cloud patterns 
‎as there are here, and my cot was 
‎surrounded by the toys my parents bought 
‎me. My favourite thing to do then was to 
‎throw rings all over the room and put them 
‎back in, when the world was still new and 
‎strange to me and everything made me 
‎curious.

‎Environment ‎Baby's room

‎Cot

‎Baby toys

‎Comfortable and cosy ambience

‎Room with cloud decorations

‎Gameplay

‎Collect the circle toys scattered around 
‎the room

‎Place all the rings in their original positions 
‎to build a bridge of clouds

‎Players use the bridge to jump into the cot

‎Toddlerhood, Autonomy vs. 
‎Shame/Doubt

‎Environment

‎Toy room

‎Many building blocks on the floor

‎Room size is larger than the player, 
‎simulating a child's perspective

‎Gameplay

‎Summary ‎Script

‎narrative

‎It looks like a toy room, many things are 
‎bigger than expected, like a baby's 
‎perspective, and there seems to be a 
‎passage made of building blocks at the end.

‎I'm somewhat familiar with how this block 
‎is built. There seems to be a building block 
‎on the bed, very similar to the building 
‎blocks I treasured when I was a child. There 
‎are objects with glowing edges that seem 
‎to jump onto the bed by using these 
‎objects.

‎end scene Image

‎This is a room for a child who likes building 
‎blocks, and I seem to be willing to use 
‎building blocks to create my own world at 
‎this stage of life.

‎Early Childhood, Initiative vs. 
‎Guilt

‎Environment

‎Pink Mist

‎Childhood room ‎Post-it notes all over the room

‎Style
‎low-poly

‎Minimalist design

‎Game flow

‎Search around the hazy room for ladders ‎Get the items on the mattress ‎End of room exploration

‎Main interactive items

‎Movable ladders ‎Players need to find the most suitable size 
‎ladder to reach the mattress

‎Key items ‎Open book on the mattress ‎Trigger to recall the end of the room 
‎exploration

‎Optional interaction

‎Open the octave box

‎Read diary

‎Sticky note writing

‎Summary

‎Mechanism ‎Grappling ladders

‎Familiarise players with the grabbing 
‎mechanism

‎Placed in the right position to climb onto 
‎the mattress to collect the open fairy tale 
‎book

‎Narrative script

‎Begin: This seems to be a toy room, with 
‎thick mattresses in the distance, and the 
‎ladder there seems to be movable. Wait, 
‎there seems to be something on the 
‎table……

‎Table: “Actions speak louder than words. 
‎“I’m guessing there must be something on 
‎the mattress, maybe try that with that 
‎ladder.

‎Touch football: Don't wait for 
‎opportunities, create them.

‎Climb on the highest mattress: I think of 
‎those very good days, although I have made 
‎a mess at home countless times, my 
‎parents will always encourage me not to be 
‎afraid of failure, but to be brave enough to 
‎do everything.

‎Get the diary:

‎I didn't like doing homework when I was 
‎young, but once I got the teacher's 
‎approval, that sense of accomplishment 
‎made me like doing homework even more. I 
‎realized it wasn't just about completing 
‎tasks, it was a process of self-discovery 
‎and growth.

‎end scene image

‎Why does this room look a bit familiar, it 
‎looks like my room when I was a kid but my 
‎memory is so fuzzy, I think my room had 
‎one of these ladders to get on the bed/get 
‎story books from the bookshelf.

‎I think of those very good days, although I 
‎have made a mess at home countless 
‎times, my parents will always encourage 
‎me not to be afraid of failure, but to be 
‎brave enough to do everything.

‎I didn't like doing homework when I was 
‎young, but once I got the teacher's 
‎approval, that sense of accomplishment 
‎made me like doing homework even more. I 
‎realized it wasn't just about completing 
‎tasks, it was a process of self-discovery 
‎and growth.

‎Late Childhood, Industry vs. 
‎Inferiority

‎Theme ‎Late Childhood, Studenthood, Schoolroom 
‎Theme

‎Narrative

‎Background

‎This is the late childhood phase of the 
‎protagonist's life, representing the 
‎transition from being a child to a student, 
‎a phase in which the protagonist is curious 
‎about the unknown and learning life.

‎Set in a classroom, the protagonist (the 
‎player) will find out what he did and what 
‎he achieved during that phase, and will 
‎eventually discover the most important 
‎memories he lost during that phase

‎The story

‎In this stage, the protagonist meets a 
‎friend with whom he attended classes 
‎after entering school. The protagonist met 
‎it through a notebook that was a gift from 
‎the protagonist's friend during his school 
‎years, but due to a memory block, this 
‎notebook was left in a dusty cupboard for 
‎years without being taken out

‎The notebook contains notes from their 
‎science classes together, some scribbled 
‎illustrations/drawings, and some of his 
‎most precious memories of his friend at 
‎this stage of his life.

‎GamePlay

‎Blackboard prompt questions

‎What was the first time you learned about 
‎the bigger picture?

‎Your first close look at a living creature?

‎What else have you forgotten?

‎Find items in the classroom that relate to 
‎the blackboard text

‎Globe ‎Unlock the second area of the room

‎Microscope ‎Unlock all areas of the room

‎Notebook

‎Key items

‎Finally becomes a fragment of the player's 
‎memory at that stage

‎Collecting this item allows you to go to 
‎other rooms

‎Relate the memories of the main character 
‎in that room to his friends who have just 
‎entered the school

‎Game Flow

‎Entering the room, there is only a small 
‎area that the player can explore, the rest 
‎of the room is shrouded in smoke, like a 
‎classroom, where the player will initially 
‎enter through the door near the podium 
‎and see the blackboard and the locker by 
‎the door.

‎Area 1

‎This area contains the items in the 
‎blackboard area, explore the items in this 
‎area that relate to the text on the 
‎blackboard hint, in this area the player will 
‎need to take the globe to the podium area 
‎and unlock the next area

‎Area 2

‎Unlocks some desks in the front row near 
‎the blackboard area with a clutter of 
‎books, in this area the player will need to 
‎get the microscope to unlock the final area

‎Area 3

‎Unlock all areas of the room and finally the 
‎player will need to find the notebook 
‎representing the stage of life in the 
‎cupboard at the back of the classroom

‎From the notebook the player can access 
‎the story of the stage

‎Players can interact with the notebook to 
‎see memories of doing many things with 
‎their friends in this stage of life

‎Summary

‎Mechanics

‎Search for hidden collectibles through 
‎sound wave scanning.

‎Multiple item scanning mechanism.

‎Need to confirm whether it is possible to 
‎scan the internal contours of items inside 
‎other items, such as a laptop inside a 
‎bookshelf.

‎If not possible, set a prompt for the 
‎bookshelf that requires the player to pick 
‎up an item from another room to open the 
‎door.

‎The last collectible is locked in a cabinet, 
‎which can be detected through sound wave 
‎scanning but cannot be collected without a 
‎key hidden in another room.

‎An in-game tutorial can be introduced to 
‎teach the player how to use the music 
‎cube to locate the room and teleport back 
‎to it.

‎Script

‎just enter

‎This seems to be a classroom, but many 
‎areas are covered by fog. This classroom 
‎seems familiar, but the memory is vague

‎There are some words on the blackboard in 
‎the classroom, which seem to remind me of 
‎what I want to accomplish

‎Grab earth/micro ‎Try putting it in the position of the podium

‎earth quest solve
‎The globe brings back vague memories, 
‎when I seem to often study this novel "
‎toy" with my classmates

‎micro quest solve
‎I seem to have used this microscope with 
‎someone before, that person seems to be 
‎very important, but I can't remember now

‎notebook quest solve

‎I know the people in this notebook and 
‎portrait. He was the first friend I met in 
‎school. 

‎We have studied globes and microscopes 
‎together and doodled in notebooks 
‎together, but this picture is us from 
‎another time

‎Adolescence, Identity vs. Role 
‎Confusion

‎Environment
‎The room is designed as a maze.

‎The back room is styled to suggest a 
‎feeling of instability during this stage.

‎Mechanics ‎Explore the area to discover three 
‎collectible items:

‎Objects

‎A rocket representing science.

‎A flute representing art.

‎A football representing sports.

‎Upon collision, players are prompted to 
‎choose a path.

‎These three items represent the three 
‎different life trajectories that may be 
‎encountered during this stage.

‎Narrative

‎End scene shows

‎Science life trajectory.

‎Art life trajectory.

‎Sports life trajectory.

‎Indicates different development paths for 
‎the player.

‎Multiple endings in the narrative section.

‎Script

‎just enter

‎What a weird space, the ground seems to 
‎be full of water, it seems that the water 
‎often fluctuates due to the unstable 
‎environment

‎maybe try to look around with the sound 
‎detection function, there seems to be 
‎something hiding in the corner of the room

‎find obj hint

‎football

‎You are currently choosing a path related 
‎to sports. Press F to receive this item, and 
‎other items in this room will disappear. 
‎Please consider your choice carefully

‎Flute

‎You are currently choosing an art-related 
‎path. Press F to receive this item, and 
‎other items in this room will disappear. 
‎Please consider your choice carefully

‎rocker

‎You are currently choosing a path related 
‎to science. Press F to receive this item, and 
‎other items in this room will disappear. 
‎Please consider your choice carefully

‎collect

‎football

‎During my adolescence, I also faced a lot of 
‎uncertain futures, but in the end I chose 
‎the path related to sports as my direction 
‎and have been working hard for it

‎flute

‎This brings back memories of my 
‎adolescence, when music was the only 
‎thing that calmed me down during that 
‎volatile period, and I made it a goal I was 
‎willing to fight for my whole life

‎rocker

‎This rocket reminds me of my dream of 
‎becoming an astronaut in my adolescence. 
‎At that time, I was faced with different 
‎choices in life stages, and finally I chose 
‎the dream I had always had.

‎Early Adulthood, Intimacy vs. 
‎Isolation

‎Environment

‎Topics ‎Love, isolation and relationships

‎Visual style

‎Atmosphere of loneliness, longing for love 
‎and emotion

‎Overall ambience of warm colours ‎Trees and river outside the house

‎Central house in cool tones

‎Gameplay

‎Key objects ‎Rings

‎Key interactions

‎Explore the five areas ‎Each area is separated by rivers and lakes ‎How do you make sure the player can't get 
‎past them?

‎Jump into the river to teleport back to the 
‎initial location?

‎Add air walls

‎Teleportation ‎Find the correct portal to get to the area 
‎where the house is

‎Game flow ‎Enter the room and look in the area for a 
‎portal to where the house is located ‎Enter the room and collect the rings ‎People and projections appear outside the 

‎room ‎end screen

‎script

‎There is a mysterious atmosphere here. 
‎There is a house on the central island, and 
‎it seems that you need to go through a 
‎portal to get to that location.

‎narrative

‎Early Adulthood

‎When player gets closer to the finger ring: 

‎“Love is patient, love is kind.”

‎2.“Love does not delight in evil but rejoices 
‎with the truth.”

‎3.“It always protects, always trusts, 
‎always hopes, always perseveres.”

‎4.”Let us pray for this couple as they make 
‎their marriage vows.”

‎After collecting it:

‎5. “With this ring, I thee wed”

‎Sofa: “We have the closest relationship, 
‎but being close doesn't mean we don't hurt 
‎each other.”

‎Table:” We can still sit peacefully 
‎together, but our distance might become 
‎further apart"

‎Final picture: Love makes me feel warm and 
‎lonely. The deepest form of love is the 
‎feelings of empathy and respect. My love is 
‎always on my mind.

‎Middle Adulthood, Generativity 
‎vs. Stagnation

‎Environment
‎Theme ‎Office/Studio

‎Visual style ‎Black and white lines

‎Gameplay

‎Main interaction
‎Exploring in dark spaces

‎The area the player explores shows the 
‎outline shape of the item

‎Key items ‎Cigarette case

‎Game flow

‎Players enter the room and explore the 
‎dark area

‎Explore the desk area to find an open 
‎cigarette case

‎Collecting it triggers an animation of the 
‎room collapsing

‎After the animation, a door appears in 
‎front of the player to the next area

‎Find the right direction by exploring the 
‎light and sound waves of the computer 
‎screen

‎script

‎hint

‎This room is so dark, there is a bright 
‎screen, maybe I can try to use the sound 
‎wave exploration function to explore the 
‎whole space, follow the light of the screen, 
‎maybe I will find something

‎ narrative

‎Why does this scene feel familiar? It 
‎reminds me of a snowy day when I had just 
‎finished work and received a call from the 
‎hospital.

‎Late Adulthood, Ego Integrity vs. 
‎Despair

‎Environment

‎Topics ‎A look back at a lifetime of achievements 
‎and unforgettable experiences of regret

‎Visual style
‎Floating seven towers ‎Luminous edge effects

‎Mountains and stones

‎Gameplay

‎Main interactions ‎Platform jumping

‎If it fails does it teleport to the origin? Or 
‎does it record where the player fell and 
‎initialise from that position

‎Do I need to set a difficulty option?

‎Game flow ‎Entering the room, the player sees seven 
‎towers

‎The player jumps through each tower via 
‎platforms

‎Eventually going through all the towers will 
‎lead to the final room

‎Items collected at different life stages are 
‎placed in different towers

‎Activate the platform jumping mechanism 
‎from one tower to another

‎The narrative

‎The mist placed at the beginning of the 
‎game in the very first room dissipates from 
‎the objects of the various life stages, and 
‎the main character finally recovers the 
‎most important memories he has lost 
‎during the various life stages, but he is 
‎also faced with a harsher reality

‎Eventually, in one area of the room, the 
‎player is faced with the choice of returning 
‎to reality after having traversed all the life 
‎stage objects.

‎The game will end with an image of an old 
‎man in a hospital bed / in a recliner at 
‎home / on a sofa / with a smile on his lips, 
‎surrounded by friends and loved ones.

‎end scene image

‎I seem to fall asleep, what a wonderful 
‎dream, I seem to remember something 
‎important in my dream

‎Maybe it will be blurry again soon, but this 
‎already makes me feel very happy

‎Key item ‎Sand Gavel

‎Core: Jump from the ground to the bed by 
‎platform jumping, pick up key items to 
‎pass this level

‎The player will find a Rubik's Cube in the 
‎scene and use it to pass the obstacle on 
‎the first platform

‎When reaching the upper platform, the 
‎player can build bridges by picking up 
‎blocks on the platform and placing them in 
‎place, reach the bed and pick up key item

‎Key item ‎Blue block


