Narrative game - Speculative Interactive Experience - Iinteractive storytelling

https://www.dropbox.com/scl/fi/yquboOovasrervqosciyou/
mmexport1766846963284.mp4?’rilkey=ws4avfagjkfkdsshjazi22czsg&dl=0

when Tomorrow Runs Out is a narrative-driven interactive game set in a near future where brain-computer interfaces can

preserve copies of human consciousness beyond the body.

The story follows Sasha, who loses her closest friend, Frida, yet refuses to accept that their last meeting has already
passed. After Frida's death, Sasha uses the brainwave data Frida left behind to create a digital ghost and places it within
Orpheus—a simulated world that functions as a digital cemetery. Powered by a superstring computer, Orpheus allows
people to see how many future encounters remain between themselves and others, subtly altering their behavior as they

are drawn into repeatedly "keeping company” with a presence that is no longer truly human.

Through exploration, choice-making, and branching paths shaped by emotional values, plauyers confront questions of

ldentity, control, and the human desire to rehearse everyday partings indefinitely—suggesting that many farewells occur

quietly, long before we recognize them as final.
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Trust formation
The expectation of repeated interaction
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Long-term orientation .
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In Frieren: Beyond Journey’s End, Frieren is an elf who has lived for over thousands collaborators, they tend to behave they tend to assume a higher level of interactions with close others, they tend
of years. She meets the hero Himmel and travels with him for ten years to defeat the more politely and responsibly. emotional tolerance from them. to value and cherish these relationships. e ABERS 4o With re ality
Demon King. S |
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After their victory, they part aways for decades. To an elf, ten years pass in the blink of ar effect »at sensitivit i ¥ » kinesthetic
an eye, so she doesn’t think much of their farewell—until they meet again, and Himme Social Mhange theory Inti ) splllu Relational th o spatial
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Reference: Van Lange, P. A. M., Klapwijk, A., & Van Munster, L. M. (2011). How the shadow of the
future might promote cooperation. Group Processes & Intergroup Relations, 14(6), 857-870.
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S ® The storyline of this narrative
game is based on the tragic
story of Orpheus and Eurydice
from Greek mythology.

¢ |n this book, the author has
created a world where all
actions are transparent, and
all the crimes of everyone
are exposed.
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Worldview
“Real World”-Overall atmosphere
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The real world is the same as the real world, but this
world exists in the period from 2080 to 2090.

The bustling and technologically advanced city in the year 2087 - Hong Kong - where the story begins with two
friends who grew up together, Then Frida went to the UK and studied at Imperial College London.

“Real World”-TechnlcaI background

The current research of brain-computer

“Orpheus world”-Overall atmosphere
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Knowing that they wouldn't see each other again, the colleagues
began to make derogatory remarks about one another.

The child and the parents, because they knew they would see
each other every day, ignored each other's feelings.

“Orpheus World”-Technical background
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e.g. Functional magnetic resonance imaging has -
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1.The core consciousness of a living organism arises within the
fMRI can cover the entire The experimental t,': aaretli:rfl cﬂrtem:. e physicalfeslse:ce ca'n ,:j E_ daiﬁne]d ;S : P areod
Brain biithas limited o sibie mon e | spatiotemporal sequence of relative variations in electrical signals.

spatial resolution. . verge uf death | _ : _ : :
L o 2. Consciousness at a certain moment is a three-dimensional

tensor, and continuous consciousness is a four-dimensional tensor.

Frlda Wen prupused |
- “Minimal Conscious

Calcium imaging cannot
be applied to the living
human brain.

'consciousness” was --Frida. Wen, 2086

successfully transformed
into a digital matrix

&

Computational power is
limited by the physical
medium and energy.

The real Frida is gone.

The “simulatad brain" is
mere al aftha
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Game Form-

Players navigate a world where future encounters are quantified, making everyday interactions a series of ethical negotiations.

Appointed task

"if" ending portrait

inference

Digital human F

Jump level

Accumulate values

Read the previous text

"True" Endlng

know the truth

Explore the plot from a first-person
perspective, make choices, and
achieve different endings and paths

wrong judgments

Gather information N

Appointed task-- take the first level as an example

Pass through
corridor, click
he door handle
and enter the
next level

Use the keys
to move
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Accumulate values-- take the first level as an example

LEVEL ¢« Be caught €
A. Hugging o0 Y LEVEL 3
B. Number? .'. A. Truth?  s— ...

Passed

C. Why cured? LEVEL 2

i — .
B. Retention Y

@ Emotional
@ wdélom
@® RWRration value

"if" ending1 ... "if" ending2 ... "if" ending3 ... "True" ending Y'Y

Gather information-- take the first level as an example

D5 The truth of the world
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It hurts 80 much It's almost dona. (The screen is shaking.)

Frida died on December 21, 2085

Sashalcreated this world
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5.The player observes the surroundings
and makes a choice:

2'T.he plﬂyer it hurts so much It's almost done. (The screan is shaking.)

struggled (by N 3.Suddenly, the A. [Choose to continue hugging Sasha o0
following the e Dmﬂ 0100 screen went black and comfort her emotions]
: 7) instructions in the ) for about five | ]
1. (play video) N4 | document and seconds. Atthat . » B. [Lightly pat her shoulder and ask » o0 |
Introduce their Y | pressing several moment, the - what the number on her head is] i
D, numbers and the ticking sound from '* ” | :
. Enter key on the the ward beganto " C. [Lightly pat and push away Sasha, 'i-
> computer screen) be heard. b then look for the medical staff to ask H r'

=it = ~:

- why her iliness has been cured] B
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V. Beyond the Underworld

You looked at your hands and realized
that you had returned to the real

N\
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However, at the last moment,

| world.
your consciousness and
Isabella's consciousness were
swapped due to the interference

device given to you by the
professor a

The world's computing
power is being drawn intc
Sasha's laboratory by
virus programs. Please
stop her.

Avoid the data flow and
head to the laboratory.




ENDING1-Goodbye for now

A. The player hugged Sasha and
asked her to restore the world to
its nnglnal state.

Sasha and Frida hugged each other
and said a heartfelt goodbye.

Eventually, the people in the real
world were liberated.

ENDING2-A Tomorrow That Never Comes

B. The player rushed forward
and turned off the power
supply, protecting the remaining
people in the world who had
not yet been controlled.

Frida impulsively forcibly shut down
the hyperspace computer.

In the real world, the brains of people
are damaged, and all of them die.

ENDING3-System Override

C. The player and Sasha stayed
in the digital ruins together and
asked Sasha to restore the real
world to normal.

Sasha and Frida returned together
to the virtual world

The trapped people returned to the
real world.
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REAL ENDING-The Sllence After Memory
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(The player still hasn't made a
choice after 60 seconds.) The
decision-making process was
too slow. The player's
consciousness was pulled back
to the Ophelia world.

Sasha excitedly shut down the
server of the Orpheus World

However, she herself was also
criticized by the remaining people..

Character design
Style Setting

Role Modeling

In “Orpheus”,the styles
. of the characters
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In “Real world”,the
styles of the characters




PROCESS

| built the model of the site using Rhino and Sktech up, rendered it with D5 renderer, and created dynamic effects with Unity 3D
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Animations process

The Digital Dawn
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Harmony Breaks

Map of the World
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Level 1 - Nurse Station
Players evade the patrolling nurses and head to Intensive Care Unit
201. If caught, you will skip the second level, be expelled from the

hospital and directly enter the neighborhood.

Level 2-ICU(201)

Obtaining clues through
conversations with the professor
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Gaze of the Creator Level 3 - Chinatown

Fault effect

Music: Zoltraak- Evan call

The player explores here, hears news about

] themselves, makes choices, and realizes that

T

If caught in the hospital, then
skip through checkpoint 2.

Effect the world is false.




GAME OVERVIEW o Nurse Station
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E s = e SCENET e SCENEZ2 e SCENES3 e SCENE4 :
. The game features four distinct scenes and two ~ &-----» ;
: memory video segments. Each scene contains ¢ 1 : By exploring the world, numbers Avoid hostile NPCs and reach the Obtaining crucial clues through a o Explnre*Chinatnwn ahe cnmelete
:  Numerous points that players can explore, along arouse the curiosity of players. designated location. conversation with the professor. ” :EE dlesrgnated game to obtain all
: > e clues. :

with mini-games that can be triggered. m .....
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¢ Being caught by the
nurse will result in the
loss of clues.

¢ Observation prompt,
enter interaction point.

¢ After entering the game, players will first explore the entire
Orpheus world in flight mode. The world of Orpheus has a
weather and day-night system, just like a real future world.
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¢ NPCs arguing with each other while others were getting

: | - along peacefully. Through these phenomena, players began
the numbers above people's heads to develop curiosity about meanings of the numbers.

Have a conversation with the professor to obtain the item.
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