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Design Intent 
The Wallrun District is built around vertical traversal as the core gameplay pillar. The goal was to 
design a layout where wall-running surfaces, floating platforms interlock to create a continuous flow 
state, while keeping a clear, readable golden path. 

A secondary objective was to introduce light environmental storytelling through a Shinto-inspired 
torii and shrine, set against the modern high-rise backdrop, creating a tradition-versus-modernity 
contrast that anchors the district's identity within the wider Y2K Japanese aesthetic of TomoTomo. 

Exploration Battery: Button Sequence 
To obtain the Exploration Battery, the player must activate roughly nine buttons scattered across 
the district. Each activated button stays permanently pressed. Once all buttons are triggered, a 
secured garage door opens, revealing the hidden Battery. 

Otemo, an NPC stationed near the torii and shrine, introduces this objective and provides a clearly 
visible example button nearby to anchor the player's understanding. Speaking to Otemo again while 
the challenge is in progress reports the number of buttons remaining, keeping the player oriented 
without relying on UI elements. 

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. 

Skill Battery 
At the center of the district, after completing a succession of wall-run sequences, the player reaches 
the Skill Battery. This battery rewards mastery of the wall-running mechanic introduced throughout 
the level: rather than being placed at a single isolated point, it sits on top of a platform.  
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Design Rationale 
• Wallrun surfaces are distributed to chain naturally into floating platforms, avoiding dead ends 

and maintaining momentum. 
• The torii and shrine landmark doubles as a navigational anchor and a tonal beat within an 

otherwise dense, modern skyline. 
• NPC-driven progress feedback (Otemo) replaces traditional UI counters, reinforcing 

TomoTomo's environmental, character-driven approach to guidance. 
• Affording the objective through the button placing a clearly visible button right next to Otemo 

gives the player an immediate, readable example of what they're looking for before sending 
them off to find the rest. Rather than explaining the puzzle through dialogue alone, the first 
button acts as a physical demonstration: the player sees it, understands its function by proximity 
to the NPC, and can then recognize the same shape elsewhere in the district without further 
instruction. 
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