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Concept 
TomoTomo is a semi-open-world 3D platformer built in Unity, set in a vibrant Y2K-inspired 
Japanese cityscape. The player controls Tomo, a small robot companion who must explore the city, 
master a set of traversal abilities, and recover Batteries scattered throughout each district to power 
the central Hub tower. 

The world is freely explorable rather than split into fully isolated linear levels: each district is directly 
accessible from the Hub and can be entered, left, and revisited at any time, with all unlocked abilities 
carrying over across the whole map. The level design is built around clean traversal, readable 
routes, and consistent level flow, so that this open structure never compromises clarity. 

Structure: Hub and Districts 
The world is organized around a central Hub from which four thematic districts radiate outward, forming a 
semi-open-world layout. Each district is designed around a specific gameplay pillar and was developed by a 
dedicated designer within the team, while sharing the same core mechanics, batteries, and NPC systems. 

 
Fig. 1: Hub and district distribution 

District Gameplay Focus Designer 

Hub (Florent) Central progression, access gating Florent 

Pipeline District Rail grinding  Marc 

Wallrun District Vertical traversal and wall-running Wilson 

Enemy District Combat encounters and enemy gating Lucas 

Sky District Height, platforming Aymeric 

Table 1: District ownership and gameplay pillars 
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Core Progression: Batteries 
Batteries are the core collectible driving progression, functionally similar to Power Stars in Mario 64. 
Every district (except the Hub) contains three types of Battery, each tied to a distinct player 
behavior: 

• Skill Battery : earned by reaching an area that requires a movement ability unlocked from the 
merchant (Wall Run, Rail, Dash, RAM-based boost regeneration). 

• Time Trial Battery : earned by passing through a sequence of holographic rings within a time 
limit, triggered by entering a circular start zone. 

• Exploration Battery : earned through a unique discovery-based challenge specific to each 
district, often guided by an NPC. 

Skill Gating 
Tomo does not start with full mobility. Movement abilities are unlocked progressively from a 
merchant, and each district is built around showcasing one ability through its dedicated Skill Battery. 
All unlocked abilities remain usable everywhere, opening shortcuts and alternate routes across 
the whole map once acquired, reinforcing the semi-open-world structure and encouraging replay. 

Time Trial Battery 
The player stands in a circular holographic zone on the ground. A countdown (3, 2, 1, Start) begins; 
leaving the zone before Start cancels the attempt. Once started, a sequence of rings appears, 
marking the route to follow. The Battery is awarded if the player passes through all rings within the 
time limit; otherwise the rings disappear and the trial resets. 

Exploration Battery: NPC-driven Design 
Each district solves the Exploration Battery differently, but all rely on environmental storytelling 
and NPC guidance rather than explicit UI markers. NPCs deliver hints, contextualize the objective, 
and reflect live progress back to the player (e.g. reporting how many buttons remain). 
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