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Game Concept and Genre for EMOMO
Game Title: EMOMO: Walking the Hallways

1. Genre:

Adventure-Puzzle: The core of EMOMO: Walking the Hallways is an adventure-puzzle game.
Players explore various levels, each filled with intricate puzzles and challenges that
require a mix of strategy, creativity, and skill to solve. The puzzles are deeply integrated
into the world’s design, often requiring players to interact with the environment, characters,
and objects in innovative ways.

Social Simulation: Layered within the adventure-puzzle framework is a social simulation
aspect. Players can interact with different EMOMOs and NPCs (non-playable characters)
throughout the game. These interactions influence the storyline, unlock new areas, and
provide players with valuable resources or clues needed to progress.
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2. Narrative and World-Building:

The Story: The game begins with players being invited to explore the mysterious
and ever-changing hallways of the EMOMO art gallery. These hallways are not just
Physical spaces but portals to different dimensions, each representing a unique
aspect of the EMOMO universe. As players journey through these dimensions, they
encounter various EMOMOs, each with their own backstories, personalities, and
abilities.

Dimensions: Each level or "hallway" represents a different dimension with its own
distinct theme, art style, and gameplay mechanics. For example:

The Hallway of Shadows: A darker, more enigmatic dimension filled with giant
black spikes with eyes that observe the player's every move. Here, players might
need to solve 1ight and shadow puzzles to navigate through the maze-like
environment.

The Hallway of Whimsy: A brightly colored, surreal world where black fluffy ball
characters bounce around, and the environment changes based on the player's
interactions. This dimension focuses on more playful, physics-based puzzles.

The Hallway of Memories: A nostalgic, dream-like dimension where players relive
memories or stories related to different EMOMOs, unraveling their pasts and
unlocking deeper narrative threads. This area may involve more emotionally
driven puzzles, such as matching objects to trigger specific memories.
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3. Core Gameplay Mechanics:

Character Switching: Players can switch between different EMOMOs they've collected, each
possessing unique abilities that are essential for solving puzzles and overcoming obstacles.

For instance:
An EMOMO with the ability to squeeze through tight spaces.

An EMOMO that can manipulate gravity to float or stick to walls.
An EMOMO that can 1light up dark areas or reveal hidden paths.

Environmental Interaction: Players must interact with the environment to progress. This
could involve moving objects, triggering mechanisms, or even altering the environment’s
properties (e.g., changing the flow of time or adjusting gravity) to solve puzzles.

Social Bonds: The relationships players build with the EMOMOs and other characters in the
game influence the narrative and gameplay. Positive interactions might unlock new
abilities, shortcuts, or alternate endings. Conversely, neglecting these bonds could make
certain challenges more difficult or close off certain story paths.
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4, Exploration and Discovery:

Non-Linear Progression: While the game has a central storyline, players have the freedom to
explore different hallways (levels) in a non-linear fashion. This allows for a more
personalized experience, where players can choose the order in which they tackle challenges
and uncover secrets.

Hidden Secrets: Each hallway is filled with hidden secrets, collectibles, and lore that deepen

the player’s understanding of the EMOMO universe. Discovering these secrets often requires
solving optional puzzles or revisiting previous areas with newly acquired abilities.
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5. Art Style and Atmosphere:

Visuals: The game’s art style would be a blend of surrealism and cartoonish whimsy,
reflecting the playful yet mysterious nature of the EMOMO universe. Each hallway would have
a distinct visual theme, using color, 1ight, and environmental design to evoke different
emotions and atmospheres.

Sound Design: The sound design would play a crucial role in immersing players in the game’s
world. Each hallway would have its own unique soundtrack, with ambient sounds and music that
reflect the environment’s mood. For example, the Hallway of Shadows might have a haunting,
echoing score, while the Hallway of Whimsy could feature more upbeat, playful tunes.
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6. Character Development:

EMOMOs as Playable Characters: Players can collect and unlock different EMOMOs as
they progress through the game. Each EMOMO is not just a character but a companion
with its own personality, backstory, and special abilities. These EMOMOs grow and
evolve based on the player's actions and decisions, making them more powerful or
unlocking new abilities.

Customization: Players can customize their EMOMOs with different outfits,
accessories, and even personality traits. This allows for a more personalized gaming
experience, where players can express their creativity and preferences through
their chosen characters.
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7. Multiplayer and Social Features:

Co-op Mode: The game could feature a cooperative multiplayer mode where players can team up
with friends to tackle puzzles together. In this mode, players might need to combine the
abilities of their respective EMOMOs to solve more complex challenges.

Community Challenges: Regularly updated community challenges could encourage players to
work together to achieve common goals, such as unlocking a new hallway or discovering a rare

EMOMO. These challenges could offer unique rewards, like exclusive customization items or
characters.
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8. BEndgame and Replayability: 8 REBRBSEH:
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pPlayers may want to explore different narrative paths and outcomes.
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unlock additional content, such as new hallways, more challenging
puzzles, or special events. This content could be regularly updated to
keep the game fresh and engaging.
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artist's copyright statement
copyright © 2023 by a huge fiery comet. all rights reserved.

the artist, a huge fiery comet, asserts full ownership and copyright of all 3d works associated with the character emomo and
the exhibition titled "emomo: dimensions unleashed". this includes, but is not limited to, all sculptures, models, digital
renderings, promotional materials, and derivative works.

unauthorized reproduction, distribution, or modification of any 3d works associated with emomo without the explicit written
consent of the artist is strictly prohibited. this includes, but is not limited to, copying, printing, scanning, uploading, or any
other form of reproduction, whether in part or in whole.

any unauthorized use or infringement upon the artist's copyright will result in legal action in accordance with applicable
copyright laws. the artist reserves the right to seek damages, injunctive relief, and any other remedies available under the
law for any violation of their intellectual property rights.

by entering into this exhibition, the viewer acknowledges and agrees to respect the artist's copyright and refrain from any
unauthorized use, reproduction, or distribution of the 3d works associated with emomo.

for inquiries regarding licensing, reproduction, or other usage rights of the artist's 3d works, please contact
howchung@qqg.com.

thank you for your understanding and cooperation in protecting the artist's creative rights and intellectual property.




