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INTRODUCTION

Project Overview
A plot-driven, first-person VR psychological narrative experience.

The Core Concept
Embodying Nietzsche's remaining "Rational Self® in a dying body,
experiencing a mental flashback triggered by real-world hospital

Core Gameplay: Memory Anchors

Progression is driven by "Memory Anchors.” Players interact with
key artifacts (e.g., photos, trophies) to trigger localized cinematic
flashbacks and psychological spectacles.
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LEV EL DESIGN

Visual Art

StoryBoard
Sketching

Scene design
Character design
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LEVELSCENE

Level 1 Sketching
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LEVELSCENE

City Reference - A map of Turin published in 1897
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LEVELSCENE

Level 3 Scene




INTERACTIONS

Brief review on Blueprint

VR Pawn FBX
UlI/Audio Guideline Hint
Interaction Footsteps

Editor Tool
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Followed Tutorial 02: Change your Pawn to Character with Capsule

Left Controller;: Movement (Vertical/Horizontal)
Right Controller: Snap to Change Direction
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Followed Tutorial 03: Transparent Widget in the World Mode
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INTERACTIONS

Materials, Render Target, Niagara System, Data Table;
Editor Tools, Vibe Coding...
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