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A 3D action game

Intro
tells the story of Saga, as a villainous dragon

ional sense of the word, ﬁgbting against the
rulers of mankind.

2024.7



Preface

Due to various reasons, the final production of this project was not com-
pleted. However, due to various experiences of continuous experimentation,
I have made significant progress in terms of technology. For example, how
to use Al behavior trees to control the combat logic of mongters, how to
seamlessly switch between different scenes, how to use shaders to render
various materials, and so on. Of course, I have also invested a lot of effort in
level design, storytelling, and other agpects of construction. Therefore, this
work is more used as a technical showcase rather than a complete game
demo congtruction.

Reference

After playing games like Nier Automata, God of War, Final Fantasy 7 Remake,
and Marvel's Guardians of the Galaxy, I wanted to make an action game myself
and experience every aspect of the design.

Therefore, how to design the core sy§tem of the game - combat - becomes very
important. These games inspired me on how to design the connection between
actions. And it's not just about hitting cool skills, it also about having a lot of
other mechanics embedded in it. In addition, these games ingpired me to com-
bine narrative with scene exploration. Keeping the player fighting with the goal
of knowing where the tory is going,

Narrative

The war between humans and dragons lasted a thousand years. The humans control a
village that is easy to defend. One day Saga, the dragoness, suddenly discovers a cave
behind a waterfall that allows her to proceed direc”c[y into the viﬂage. By deétroying it
inside, you can open the mechanism and eventually open the way to the palace. But
does all the resistance make sense? The characer who is the bad guy &ill ends up
having his sins written down in hiétory. However, it's enough to make the two races

truly reconciled.

Gameplay

The core of the game lies in the fact that the piayer attaches himself to become dif-
ferent attributes by playing different combos. And in battle, attacking enemies with
different attributes will yield different benefits. At the same time, the game will add a
certain amount of puzzle elements in the boss battle.




Level Design Levell

Palace (Level3)

Village (Levell)

Home

The overall game flow is linear, with players controlling the protagonist Saga to

enter the village from a hidden cave in the same open world.
- Level 1: The player defeated the villagers all the way to the church, fought Level3

against the boss located in the church, and obtained the key to unlock the tower.

- Level 2:The player goes to the tower to close the castle’s shield, only to find a
hidden basement here. And the boss in the basement is the key to opening the
castle gate.

- Level 3:Players go through hardships and come to the cagtle to fight again the
Hero King, only to discover that the disaster of the dragons was a¢tually planned
by the Queen. In the end, the player controlled Saga to defeat the queen and win

peace between humans and dragons.



Combat System

Combo System

The game's combo system uses a combination of Iight and heavy attacks, and incorporates a
combo system. ‘When players press Iight attack and heavy attack in sequence, they will release
derivative skills according to the skill table.Skills will enchant players‘ swords with different

attributes to produce varying damage effecs on different enemies.

Player Input Code Translation

1] 2] [3] [4 e

Defence

Players can enter defense posture and receive
damage reduction by pressing the defense button. In
the first few frames when the defense posture is acti-

vated, it will enter an invincible §tate.

Shooting System

PI&YC[‘S can use mana to launch O
ﬁrebaus for Iong-range attacks

by activating shooting mode and <<<>>>

adjuﬁing their perspective.



Enemy Al

Relationship of Enemy Class

In terms of the control logic of the enemy script, I chose to use inheritance classes for code writing,
Firdtly, the Enemy class was defined to write the basic mongter behavior logic. Generally $peaking, mon-
§ters are divided into three stages: patroL chase, and battle. When monsters patrol rzmdomly at several
points, they will emit rays to scan obje&s in front of them. When they scan multiple times, the player
will enter the chase phase. When the distance is close enough, it will enter the combat phase. When the
player disappears from view for a long time, they will return to the patrol phase.

The [ogic of melee monsters is relative[y simp[e, Remote attack monsters are re[atively complex.
just inherit Enemy's 1ogic and define its attack They do not need to approach the p[ayer during
methods. Usuaﬂy, a melee monster will chase the chase phase, but they need to determine

their position to avoid getting close to the p[ayer

and avoid ob&tacles bloci(ing their path.
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The logic of BOSS also continues the logic of ordinary mongters of the same type. On top of that, specif-
ic BOSS battle start events need to be added for each monster to replace the patrol phase. And each boss
also has a corresponding death event, which is used to control the opening and closing of the door to ad-

after a p[ayer until one side dies.

vance the level process.

BOSS Battle

In BOSS battles, the main test is the player's abi[ity to observe the rela-
tionship between the field and BOSS characteristics.

|

In church battles, the boss's breakthrough skill is very powerful and can

shatter the wooden chair in front of him. But once exposed to light, it
will continue to burn and enter a §tate of blood loss. Players can use
ranged attack skills to shatter the glass windows of churches and lure
bosses into being illuminated by light.

—
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In basement battles, players can only deal damage to bosses by destroying
the mechanisms behind the walls. There will be four lights on the wall
that will light up in random colors after a period of time. Players need to
use ranged attacks to hit the corresponding color lights in order to open
the mechanism door, deﬁroy the mechanism, and defeat the boss.



Technical Art
Outlin Cartoon Shader

The art style of the game is influenced by games
such as Borderlands and Sabel, and using cartoon
&tyle coloring and post-processing strokes can
bring a cartoonish feel to the game graphics.

Firdtly, the lighting information in the scene is
collected and multiplied based on the normal
vectors of the object surface to obtain the light-
ing information. Then, the Step function is used
to clearly segment its color. In order to meet the
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production requirements, I also created a shader
version that can be additionally affected by light-
ing, as well as a version that can be colored in
three different colors on objects.

In the post-processing stage, each pixel of the
screen image is convolved for eclge dete@ion.

‘The main types of detection include three: color,

normal, and screen depth. Finaﬂy, I colored the
detected edges and added some noise to create a %

hand drawn effe. .

Water Shader

The water element special effects in the
"ass game mainly include water surface ef-
- fe@s and waterfalls. The pattern style is
) mainly drawn through Voronoi, and the
water variation effet is achieved by
changing the UV, normal, and particle

effects over time.

Fire Shader

I also designed two types of flame effects for

indoor and outdoor use in the game. The outdoor
effects are created using particle systems, while the
indoor effects are created using textures. By multi-

RO . plying different noises and associating UV with

time, dynamic flame effects can be presented.

Ice Shader

The special effects production of ice properties is
relatively simple, main[y involving the birth and
melting of ice. Most of the effects can be achieved

using particle systems.




Characer Art Pipeline

Al Generated Concept Art

Design Concept

‘The design ingpiration for this
character comes from the
teacher using Al to generate
words such as dragon, gitl,
warrior, etc. When creating
AL Lincorporated many game
elements and styles, including

Dark Souls, Hades, and more.

Low Poly Model

High Poly Model

In-game Rendering Test

Finally, place the model
in the game scene and
adjust its size, shape,
and material to ensure
that the style of the
model matches the
that of the game and
that the animation of
the model can be used.
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Narrattive

Fengyue House was the most renowned teahouse in Bian-
jing, the capital of the Northern Song Dynasty. The protag-
onist, Wu Wei, was a young servant at the teahouse, known
for performing traditional Chinese folk songs, often facing
reprimands from the manager, Sipo. One day, he stumbled

This project is in collaboration Target1: Through rhythm games, music Target2: Reflect ancient Chinese folk cus- upon an ancient Musical Umbrella from the era of Emperor
with Tencent, and aims to use track combination, let people feel the toms and culture in A Dream of Splendor Zhaozong of Tang, which granted him the ability to draw
the game medium as an exper- poetry through music in the experience. and related paintings through narrative melodies from all things in nature. He used this magical
iment to express the poetic and art in games. umbrella to draw musical inspiration from all things and

used music as a language to cheer up those who are frus-
trated in society.

meaning of Chinese classical
poetry. We believe that music
is a good medium to express
this abstract emotion and ex-
perience in the game. After
analysis, we have two clear
goals.

Player - "I'. He was originally an unknown young musician in
Fengyue House.

Hi-Fi Rush inspired Chants of Sennaar
us to integrate inspires us to deal The central NPC in Chapter 1 is a talented man who failed the im-|
sound design with with abstract sym- perial *xaminatl’on three times.

bols and try to col-
lect and combine

them as one of the
game mechamics.

background music
in the rhythm
game part.

Liu Yong

The woman in charge of the waiters in Fengyue House is rigid
| and inflexible, strict and fierce. |

Reference SiPo Character Design



All sub-games are completed,
collect all the music clips,
and pass the level after the correct combination.

STEPG

Pass the rhythm sub-game,
obtain the corresponding music clips,
and unlock new spaces.

STEPS

Find Interactive objects in scenes =

STEPA

Talk to NPC to get quests

(TS f

Enter the first scene

STEP2

Opening CG



ameplay design
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Game Art

Chinese ancient painting style

Line Sketch  Stippling Perspective  No Shadows




Game Art

after lighting processing
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Open after getting the Musical Umbrella

Open after getting the first Musical Fragment

Open after getting the second Musical Fragment

Open after getting the third Musical Fragment


































% @ Nutrivision

Oyster Omelet

Ingredients

XR Application Design

An innovative AR tool that helps you track your daily meals by
recognizing food items in real time, instantly displaying their

100« 20i = R ;
9 09 09 3 nutritional information, such as calories, macronutrients,

Nutrients h and portion sizes. This tool not only simplifies meal logging
but also empowers users to make healthier choices by provid-

ing actionable insights directly through their camera, making
“ : Fuel Your Detajls nutrition tracking seamless and engaging.
mm y &8

Protein Fat

Indivitial Project 2024.7-2024.10







@ Nutrivision

Design Opportunity Product Frame and Technical Support

#Real-Time Nutritional Guidance Image Classification Model Machine Learning

There is an opportunity to develop a tool that provides real-time
nutritional information and personalized recommendations
while users are shopping. By scanning food labels or recognizing
products through visual recognition, the app can immediately

Distinguish between images and
physical objects

assess if the product fits the user’s dietary needs, reducing the Data Set Train
stress and time spent deciphering labels. et Upeae On-Site Collection
= Ezed Dictaky Ions Web Crawler Manual Cleaning Data Split Validation Select Training Model
A key design opportunity lies in personalizing the experience Download Open Source Data
for users with specific health conditions. The tool could allow J
users to input their dietary restrictions, track their nutritional L Test
- goals, and generate dynamic recommendations tailored to their
A '\ unique needs, helping them maintain a healthier lifestyle with
N minimal effort.
#Cross-Platform Integration
The product could integrate across multiple platforms, including r
mobile apps and augmented reality (AR) glasses. This would pro- Transfer Learning Training
vide users with ibility in ing nutritional gui
whether they are browsing online grocery stores, navigating a
physical supermarket, Strolling around the commercial street, or ConvolutionalLayer ..  Pooling Layer . Fully connected layer ) )
using AR to overlay information directly on the products they see. IPve DS T S LG /e S CUip L ooy
Adjust Parameters
#Sustainability and Diversity eie ke e Summarize features and eter e Whaberii IR ouah Tty ke ot Al e
and other festures IElce Simenuett image contains features linear and nonlinear operations
computational complexity
In addition to dietary needs, this tool can provide insights into
diversity and sustainability. By understanding the origin and
transportation of the product, we can provide users with environ-
mentally conscious dietary plans and encourage them to try food
from different cultures. % MODEL PROPERTIES £3 INPUTS
Final Model Export into onex format
#Educational and Entertaining Features : b format  ONNX7 BE M i moddeot
1 3 B tensor lostan[baten_size, 3,220,224
prodcer  pytorch 1.1
This tool can serve as an educational platform to provide users en .
with knowledge and advice on healthy eating. By continuously at- ? f 7 eatMap B ourears
tracting users to explore and understand the ingredients in differ- @R _@ imports  sionnev1o modelOutput  name: modelOutput
ent foods through illustrated guides, freshness can always be ¢ v [ T —
maintained in daily biochemical experiences. == SR A I O e -




Model optimization

In the experiment, | used the
open-source dataset food101 to con-
struct the dataset. And use ResNet50 to
train the model. After 10 rounds of train-
ing, the results are shown in the figure.
The model has tended to fit, but its accu-
raey in the validation set is only around
46%, with recognition accuracy for mul-
tiple categories even less than 20%.

Then, | had decided to use pre trained
models for transfer learning. It could be
seen that the model achieved excellent
results in the training set this time, with
an accuracy rate of 99%; However, the
monetization in the validation set varies
greatly, with an accuracy rate of only
about 76%. However, there are still a
large number of classifications with an
accuracy of less than 50%. This indi-
cates that the model suffers from severe
overfitting during training.

After various means of parameter adjust-
ment, such as data augmentation and
regularization, learning rate optimiza-
tion, loss function improvement, and
other methods, the model results were
significantly improved compared to the
previous time. The accuracy of the model
ultimately reached 82%, and the heat
map of the model showed that its accu-
racy in identifying various types of food
exceeded 50%.

AR Application

Get images from the
user's camera

Feature Support P

% @ Nutrivision

Several paramaters refer o the number
ofImages, Image size (224 + 224 pixels),
and 3 channels (RGB). RGE needs to be
converred from [0,255] 1o L-11]

Preprocessing of Image Data :
Convert to float32 [batch_stize,
3, 224, 224] format

Unity AR Founation | <
AR Core/AR Kit

Image Classification Model

Find data form library

Respawn model form
the face of object

I Record the choice of user I 3

I Respawn GUI of AR Glass I

| import the data to the account |
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Application Frame

e

Scan Screen

#Button Navigation Bar: Switch ta other Pages.

#Real-time camera view: Users can scan foad using thair

Recognition Result Box: When food! is recognized, it

displays the food name and an image

#Nutritional Information: Shows the recognized foods.
nutritional content (calories, proteln, fats, vitamins, etc.)
##Add to Faverite Button: Allows Users to add the

reconnized food to their daily intake record

Splash Screen

##App Logo and Slogan
#Loaging animation and message

Home Screen

#Button Navigation Bar; Switch to other
Pages

#Scan Button: A prominent button that
users click 1o enter AR scanning mode of
Just use phone to scan image.

#Dally Summary: Displays today's intake  tomrerien

summary (total calories, protein, vitamins,
otc)

#History Button: Shows the user's food
intake for the past few days, and allow
user 1o manage future plans

AR Interaction

#Food identification: Anslyze the nutrition of food when it is identified, and
i the user's nutri dla

‘#Food image Ul: Aftar clicking, it displays specific information about the food,

including its main key elements. Provide food ingredients and chck if there are.

any advarso reactions to the foad tha user has caten today

#Tip: An app [P avatar and its evaluatian of the fond will appear next 1o it

#Mode switching: Us This

will provide users tions, with daily dietary

based on daily food intake, while shopping wil be tracked over the long term,
favorite foods they can neet

their nutritional requirements. If a certaln nutrltional food Is not Included in the
favarite list, continuously recommend previously unreleased foods to users

% @ Nutrivision

Favorite Screen

#image guide: Display all the foods
included in the application and show the:
user's leval of preforancs for the faod
#Search bar: Users can search for specific
fonds or search for refated faods based on
nutrition laels

#Food ingredient inter face: cisplays
various raw materials and processing
methads for food, as well as estimated
nutritonal content

#Cliek o the detalls page: Display
specific information about the food,
nutritional componerts, displayed fike a
Pokémon Pokédox

#Gharts: Displays daily nutrient intake
(©.g.. pie chart or bar graph)

#Detailed Information: Shows specific
ntake amounts for each nutrient

—
—
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The main visual identity is inspired by pill capsules
and is designed to convey that the app can help users
recover their health in the same way that medicine
does. The image of the two pills has a humorous ex-
pression, narrowing the distance with the user. At
the same time, the two pills pose in a "V" posture to
give positive feedback to the user.

Typography

Header

Headline Headline Subtitle 1
SemiBold SemiBold SemiBold
uspx 32px 25px
Body 1 Body 2 Body 3 Body 4 Body s
Regular Regular Light Regular Semigold
17px 12px 1apx 10px 10px

Colours

Theme
#CDE59A #BE4SFT
Favorite Scale
5 4
#BE45F7 #D3BEF4

Components

[NOTS
FECoMMENoED)

9

F 7

Protein

#BE4SFT

3
#EAAFFE

RECOMMENDED

)]
)

J
Fat

Element Type

0o
L - o o

2 1

#ECCDFB #FEEEFF
g | bare you would love this. <
STRONGLY
RECOMMENDED
STRONGLY
RECOMMENDED

Oyster Omelet

Ingredients
— 100 200 505
~ 3
k} Nutrients
Carbs Protein Fat Carbs

Nutrients
per 500 grams
2.59 1.0g 51.59
Protein Fat Carbs

Agrape s a fruit, botanically a berry, of the deciduous woody
vines of the flowering plant genus Vitis. Grapes are a non-
climacteric type of fruit, generally occurring in clusters.

Cu
Vit C

vit A
vit D
vit C
vit B12

% @ Nutrivision

Track Your Diet

Gt Started

Element Content

0.65mg
Shmg

50mg
100mg
17mg
955mg
10mg
15mg

1.8mg
1]
0.35mg
0.5y9
0.65mg
0.35mg
0.25,

15pg
0
Shmg
1]

-
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Personal Adjustment
-— S
. =
a
=
Fuel Your Details
.
—
. yoz
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( Splash Screen
Buy Healthy
In the loading screen, we show the user -
—

the visual style of the app and determine
the core of the user-friendly functional
flow. With slides on display, users can
see how the app can help them.



% @ Nutrivision

Add the identified foods to your favorite list

Check out the Food Illustration Book

aom 2 e
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o Hello Daniel,

< Find, track and eat healthy food. & G" I\,
= < No Results Found
® - . Today’s Progress iew more AN WE st
2 - Ky ProCiken &

wutri iy e oo ) e
Nutrients oa lories 205 6506 85% . . > -
Get specific s 1284 Fat Fro Carb SI |
1 259 109 | s15q
food nutrition 2.5¢ Loy 51.5¢
irfarmation Protein Fal Carbe - . a
p s JLDe. g 1 Keep the pacel You're doing great. Searthifon o @ Add To Favorites Get result
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s Turn on the camera mode to identify food
3
ElamartContant Daily Meal Planner i#
cu | 085w April 2024
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ot S 5 ConM Identified as not recommended foods Ul
View More Tue Wed Thur ot - 3
Search Recipes Profil: <
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¢  GEmEm < 3 _—
D a@e = © 3 3
Track Your Weekly Vien o T —
Progress
No Recipes Found Mo Foods Faurd Fe Rensu plans >
& TrmormeRiy >
e Lo >
@ e 2 @ e = Check out the ingredients for the dish 5 oo @ s Identified as recommended foods Ul

Dish and food interface switching Go to profile page to personalize your settings
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UNDERmEENTREOL

# Player will embark on a daring quest to shatter one nightmare after anoth-

er, all while desperately aiming to escape the nightmare world by using speed Indivitial Project
to shatter nightmares. Navigate challenging levels, defeat unique nightmares, 20237
and unleash special abilities. ..

# With stunning visuals and an immersive storyline, can you awaken from - 2023 9

this nightmarish ordeal?



INSPIRATION

Bipolar Disorder, also known as Man-
ic-Depressive Disorder, is a mental
health condition characterized by ex-
treme shifts in mood, energy, and activi-
ty levels.

The onset of bipolar disorder is be-
lieved to be influenced by multiple fac-
tors, including genetics, biochemical im-
balances, neurophysiology, and environ-
mental factors.

When I watch videos of people exhib-
iting signs of extreme behavior and irra-
tionality on various websites, I often
notice that the majority of comments
tend to mock and ridicule them. It got
me thinking that perhaps if people were
pPlaced in the shoes of individuals living
with bipolar disorder, they might gain a
better understanding of the origins of
this condition. This line of thinking in-
spired me to create a game centered
around a character who struggles with
maintaining full control over their ac-
tions and emotions.

Celeste is a 2D platform jumping game where players con-
The sign ot front is bustac trol characters to climb mountains and solve their psycho-

is this the Mountain trail? ’ logical prob[ems.

When the Darkness
- | comes J

an Experience hy Si7

When the Darkness comes is a wa[king simulator whose
glitchy and dark tale tries to illustrate the hardships of
depression and anxiety through avariety of imaginary

digita[ [andscapes.

%

When conceiving this game, Celeste served as a significant source of inspiration for me. It provided me
with valuable insights into the concept of constantly facing and overcoming inner challenges while pro-
gressing towards a goal, ultimately attaining a sense of harmony. In the game, players have the opportuni-
ty to delve into deep conversations, enabling them to gain insights about their characters and, in turn,
learn more about themselves. Another work that has an important image for me is When the Darkness
comes, it inspires me to use game mechanics to complete the task of bringing players into the character.



SYMPTOMS

Mania Depression

The above figure shows the study of genetic epidemiology on the probability of complicalions in'severe
depression (Kessler, R. C., Berglund, P., Demler, O, et al. (2003). The epidemiology of major depressive

disorder: results from the National Comorbidity Survey Replication (NCS-R). JAMA, 289(23), 3095-3105.

Brain Structure
Abnormalities:

# ey
X

Genetic Factors:
talking €xcessively
racing thoughts

hostility
less sleep
delusions

Enviromental Factors:

PATHOLOGHY




THERAPY

Drug therapy

Psychotherapy

Lifestyle
management

Support system

Commonly used drugs include lithium, antidepressants, antipsy-
chotics, and anticonvulsants. These drugs can help stabilize emo-
tions and alleviate symptoms of depression and manic episodes.

Cognitive behavioral therapy (CBT) and interpersonal therapy are
commonly used psychotherapy methods. They can help patients
understand their emotional fluctuations, learn coping skills, im-
prove interpersonal relationships, and provide strategies for coping
with stress and recurrence.

Lifestyle changes maintaining regular sleep, avoiding stress and
mental stress, establishing a stable schedule, and avoiding drug or
alcohol abuse. Regular exercise and a healthy diet also help main-
tain physical and mental health.

Seeking support from family, friends, or support groups can pro-
vide emotional support, understanding, and encouragement. Partic-
ipating in support groups or seeking psychosocial support services
can help patients share experiences, learn coping skills, and reduce
loneliness.

INTERVIEW

WHAT CAN THIS GAME DO

This game replays the life of a bipolar disorder patient in a dream
using flashback. I hope that after players experience this game,
they can truly understand their mental state and provide assis-
tance in their daily lives. For patients themselves, understanding
pathology is the first step towards resolving their own troubles
and moving towards normalcy. Through this game, they can have
the courage and self-control to face difficulties in the future.



GAMEPLRAY

Press "D" to speed up

Press "A" to slow down

n H L " H
N A
SPEED<5S 5<SPEED<7 7<SPEED

Jet will change body color due to different speed.

ITEMS

& | A | 2

After picking, Jet will not After picking, Jet will break After picking, Jet will quickly
be affected by collision de- through the maximum speed slow down in a short period
celeration for 10 seconds. limit in the x-axis within 10 of time.

seconds.

ENEMIES

-~z "N&

They can only be defeated by collid- They can only be defeated by col-
ing with normal monster NPCs liding with elite monster NPCs
when the speed is greater than 5, when the speed is more than 7, oth-
otherwise Jet will be killed. erwise Jet will be killed.

a When the speed is less than 5, Jet can pass
i+  successfully without harming friendly NPC.



LEVEL | EXAMINATION ROOM Level Building

The first jump and battle
against the nightmare.

. hit!
CHINTE R A1 R Trible hit!
CHINE TEETE CHTE CRINE

T AT IR I

The initial layer of the nightmare re-
volves around Jet, the protagonist, and
his childhood fear of exams.

In this level, players will gain a funda- 2
mental understanding of Jet's move- & ¢ Using gravity to defeat the enemy.
ment and interaction abilities.




LEVEL & COMPANY

Quantum leap.

As Jet grew up and entered the workforce, the pressure he faced con-
tinued to intensify, leading him to develop a habit of excessive drink-
ing. Alcohol became his coping mechanism at this stage.

Tileset

Find the hidden alcohol and
conquer enemies that were
previously unbeatable.

Level Building

Plot Murder: Destiny
of Death.

New Choice: Whether
to Continue Drinking.



LEVEL 3 HOME

-' ; z Watch your speed.
Ll _——-""-' _HM- P e = |

Combination uese of drugs.

After being dismissed from his job, Jet's mental health deteriorat-
ed further, exacerbating his struggles. He retreated to his home,
where he gradually succumbed to drug abuse. It is crucial to inter-
vene and regulate Jet's actions, as he is on a collision course with
the only person in his life who genuinely cares for him - his be-
loved grandmom.

Extreme Jump.

'.. = <
. ’ .‘A! ]
Y .
. - K 3 [TT
\‘. s

Level Building



FINAL LEVEL

In the final level, Jet will meet his biggest night-
mare - himself. This comes from a nightmare
generated within him, familiar with all of Jet's
weaknesses. Monsters that have appeared in all

previous levels will reappear, and the scene will
become even more chaotic. To escape the night-
mare, Jet must defeat it.

TEF
IF I'M ANGRY, I WOULD JUST VENT
IT.

Summoning monsters: Boss will summon a group
of monsters as support and collaborate with them
in combat. Players must first deal with the mon-
sters before they can approach the boss.

FawS[ e

Cure himself:The boss will restore a certain
amount of health for himself.

Level Building

Key position conversion: Players are unable to control
characters using A and D at the beginning, replaced by
two randomly provided key positions.

Flame Ejection: The boss will eject flames from their
mouth, and players need to avoid damage in a timely




INTRO

Group Project 2023.10
Personal Role: Producer

Director

Programmer

Game Designer
Background

In the small town of Artovia there was a painter
named Professor Elysium. His presence brought a lot
of vitality fo the town, he colored the town, decorat-
ed the town, and made this ordinary town full of vi-
tality. Elysium has a magic paint pot that he never
lets anyone touch because it is a bottomless paint
pot and is very dangerous if knocked over. After
hearing rumors of the magic pot, Sparkle, Elysium's
young apprentice, got curious and sneaked into the
studio to try and get the pot off an easel to see what
was going on. But, uh, he slipped and broke the
paint jar. The bottle burst, a catastrophic accident,
and the colorful paint gushed out, mixing in an end-
less black that flooded the town. Now the town is
dull and lifeless because its beauty and color have
disappeared and everything is drowned in black.
Players take on the role of Sparkle, @ magical paint-
brush that allows them to switch between two
worlds: the black and white dimension and the spec-
tral world of vibrant memories, rescuing Artovia from
being overwhelmed by black and white.

Target Audience

1. Fairy tale themed game lovers
2. 2d platform game enthusiasts

Platform PC
Genre 2D Cartoon/Platform




The inspiration for the game comes from Hue
and Biphase. In an illustrative world, players
change colors through buttons, resulting in
changes in terrain. Through this simplest core
mechanism, players can interact with various
mechanisms and ultimately reach the finish line.

IO oo

On my end, We used midjourney as my may
source of art design. After multiple tryout, | cre-
ated arts for the animation based on design of
game characters and game arts from other
members of t the team.

Hue Biphase

Game BG Concept Art Game Story Concept Art



GAME MECHANIC

Colored Bricks

Hidden under normal
conditions, displayed in
color mode.

Thorns

Box

Disappear when the button
is triggered.Characters will
die directly when they
come into contact with the
laser.

Can be pushed by the
character from both left
and right directions.

F—=

Cloud

In color mode, the cloud rises &

fo the designated location,
while in normal mode, the
cloud falls to the designated

location.
Button
Triggered when colliding with
a character or stone, cousing@
the corresponding thorns to
disappear.
Laser

Hidden under normal condi-

fions, displayed in color

mode.Laser can be obstruct-

ed by other objects or walls, = Q
and characters will die di-

rectly when they come into
contact with the laser.

Infroduction

This game reflects the theme of Gene AlIGame
am from multiple dimensions: complexity and sim-
plicity. As a level crossing game, the levels gradu-
ally guide players to explore the gameplay
mechanism from simple fo complex. In terms of
gameplay, we have innovated the switching
mode, a novel and complex core gameplay
mechanism, based on the simple traditional
board game gameplay. Players need fo cleverly
switch between simple contour modes and com-
plex spectral modes to complete the level.

Goal

In each level, players need to collect pigments,
color the doors that reach the finish line, and acti-
vate them to reach the next level

Keyboard Control
A: Move Left

D: Move Right
Space: Jumping

K: Switching modes



STORY&ART

Story of pre-game animation Al art Final Result

Professor Elysium, a renowned painter in the art-centric town of Artovia, possesses a
magical paint pot. This pot is used by Elysium to add color to paintings, embellish
sculptures, and even enhance the entire town. Elysium has always kept the paint can
off-limits, asserting that no one can afford to accidentally spill it.

However, one day, Elysium's youngest apprentice, Sparkle, steals the key to his office
and accidentally knocks over the paint jar. The spilled paint spreads throughout the
town, engulfing everything in an eternal darkness, resulting in a world devoid of color.
Meanwhile, a new world called Spectrumia, brimming with vibrant hues, emerges
near the paint jar.

Realizing the dire consequences of her actions, Sparkle seeks the aid of a valiant war-
rior fo venture into Spectrumia and save their world. Spectrumia is a realm filled with
color, while Artovia remains trapped in a black and white state. Objects possessing ;
color in Spectrumia have unique properties, while those in Artovia appear as lifeless gL
outlines. The key to progress lies in switching between these two worlds and discover-

ing a path towards a brighter future.

One day, Elysium’s youngest apprentice Sparkle
steals the key to his offfice and knocks over the paint

Story of after-game animation

The magical paint, in a mysterious manner, returned to the jar, restoring Artovia to its
former colorful glory. However, something seems off as the fown now exhibits pecu-
liarities like lavender colored apples, a wooden lake, and a transparent bridge. De-
spite these strange occumrences, Sparkle, the apprentice, remains unperturbed, find-
ing solace in the fact that everything now possesses color.

Contemplating the situation, one realizes that our perception of redlity is shaped by : o . Sparkle needs awarrior’s help to save the world
our sensory interpretations. With this in mind, who's to say if this seemingly divergent { . " With the youare able 1o see the world
world might actually be an improvement? . form,

or have their own

less ones are merely empry

shells




ART

Simple and personalized graphics: Hue's
game world is characterized by simple lines
and geometric shapes, presenting clear and
concise graphics. This style highlights the
importance of color, allowing players to
better focus on color changes and puzzle
solving in the environment.

Gradient and Transition: The color changes
in Hue games are often achieved through
gradients and transitions. When players Wiltrllﬂsllljzguv' ree e
change the color of the environment,

smooth and continuous transitions appear,
presenting a smooth visual effect to the
entire game world. The use of gradients and
transitions adds artistic layers and aesthet-
ics to the game.

Dreams and Illusions: The artistic style of
Hue games also carries a sense of fantasy
and illusion. By changing the color of the
environment, players can see hidden plat-
forms and paths, creating an incredible feel-
ing. This dreamy and hallucinatory element
adds a mysterious and fantastical atmo- Ok, we are naw inside Spectrumia.
sphere to the game.




UI DESIGN
Tutorial Text

Level 1:
Ok, we are now inside Spectrumia.

See that shining square over there?
That's the paint we're going fo collect.
It is also the key that opens the door to the next place.

Let's try the basic movement first.

Press A to move left,
Press D to move right.

Nice!
Let's try jumping.

Press Space

You've learned the most basic moves.
Let's jump to the next nearest ground first.

There's no way ahead?
Don't worry. Try pressing K.

See these two new blockse
Such colored objects only appear in Colored Mode.
Let's move on.

Don't forget to pick up the paint!
We can't get to the next level without it.

Being blocked?
Press K again to switch back to Colorless Mode.
These blocks will disappear.

Great!

You have mastered how to travel between two dimen-
sions.

Head to the door and enter the next level.

Level 2:
That's a long way from the door.
Try switching to Colored Mode.

There are a lot of those red blocks.
Got to find a way to get past them.

I'l give you a hint:

Take advantage of the ability to travel between two dimen-
sions.

Level 3:

Oops, the level is obviously a lot more complicated this fime

Notice that rolling stone in the back?

It will roll forward as soon as the red object disappears.
Make sure not to runinto it.

There's a thorn in the front as well.

Unfortunately, the switch to disarm it is also covered thorn.
We need to find a way to disarm it.

To sum up, avoid the stones and remove the thorn.

Level 4:

What is that?

A cloud? !

Clouds are also objects with colors.
| wonder what will happen in different modes.

Test it out and use it to get to the door.

Oh, don't forget to get the paint.

Level 5:
Seriously2
More colored objects 2!

This time with lethal lasers and... A box?
That looks really fricky.

We've got some good news though.

Through the cloud of the previous level | ‘ve gathered some informa-

tion:

Colored objects retain their shape and attributes in Colored Mode.
Colorless ones lose their attributes and even their existence when in

Colorless Mode.

With all you've been through,
I'm sure you can make it

In-game Effect

There's no way ahead?

Don't worry. Try pressing K.

Ok, we are now inside Spectrumia.




LEVEL DESIGN

Level3Map w
DESCRIPTION

. Player switches to colorless mode; All bars disappear
. Player get down to get the Paint

. Player switches to colored mode; All bars reappear
The stone press the spring and destroy the trap
Player walks to the edge of bar 3

. Player switches to colorless mode; All bars disappear
. Player falls

. Player switches to colored mode; All bars reappear

. Player falls onto bar 4

10. Player walks off bar 4

11. Player reaches the door and clears the level

First Draft of Level Design v

-LEGEND-
Stone " Paint || Door —  Critical Path
% Player &% sping (Dievelstans §  lunit

] Bar wan Trap @LMl Ends jump - 1 unit




LEVEL DESIGN

Level 1Map v

% Player

Stone

X Player
1 Bar

[ Doer

-LEGEND-
Paint ®Levelstants  —  critical Path
@ml Ends % 1 unit
jump - 1 unit
Level 4 Mop v

-LEGEND-
Paint [ Door — Critical Path
Gloud Oreverstans & punit
(oveienas  fomp-1unit

DESCRIPTION

1-2. Player jumps onto the second ground
3 Player switches to colored mode; All bars appear

4.5, Player jumps onto bar 1

67. Player jumps onto the last ground

8 Player picks up the Paint

9. Player awitches to colorless mode; All bars disappear
10. Player reaches the door and clear the level.

st Draft of Level Design v

¢ —_ D

DESCRIPTION

1. Player walks past bar 1

2. Player switches to colorless mode; All bars disappear

3. Player switches

4. Player lands on the right side of bar 2

5. Player jump towards the Paint.

6. Player switches to colorless mode; All bars disappear

7. Player lands next to bar 2 and takes the Paint.

Player jumps in the diraction of the right side of bar 2
i colored

9. Play
10. Player lands on the right
11-12. Player jumps towards the cloud.

o of bar 2

13.Cloud
14 Player walks off the cloud
15. Player reaches the door and cl

rs the level

.

First Draft of Lovel Design v

Player
Bar

Stone.

Player

Box

= Paint

e

= Paint
Cloud
—a Laser

-LEGEND-
() Level stans
@I.evel Ends 4

jump - 1 unit

Level 2 Map v

Level 5Map v

— Critical Path

1 unit

DESCRIPTION

1. Player jumps towards right side of bar 1

2. Player switches to colorless mode; Al bars disappear
3. Player lands on bar 1

4. Player jumps towards right side of bar 2

5. Player switches to colorless mode; All bars disappear
6. Player lands on bar 2 and picks up the Paint

7. Player jumps towards right side of bar 3

8. Player switches to colorless mode; All bars disappear
9. Player lands on bar 3

10. Player jumps towards right side of bar 4

11. Player switches to colorless mode; Al bars disappear
12. Player lands on bar 4

13. Player reaches the door and clears the level

First Draft of Level Design v
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DESCRIPTION

1.The stone falz off bar 1

3 Ployerjurmps onto bar 1

4.Playerspprosches box 1

5 cloudfalls

-LEGEND-

ﬂ Door

a0 stings

(©) Levet stans

(BlrovetEncs

— Critical Path
3 1 unit

jump - 1 unit

e 1 cloud
7. Playarjumps onts the eloud on the lft sida of bax |
a bars, bar

9.Playorjumps towards the Paint
10

e
11 Playor pcks.up the Pai
12 Player wlks towards the cloud
13, Ployorjumps towarls the cloud

16, Playor jumps onto tho ground

17. Ployer walks towerds box2

19, Biayer jumps anto box 2
20.piayor climbs up the slope
21, Playor roaciies the door and cloars the level

First Draft o Level Design v

)

st

e{

50
268

T
-LEGEND-

*  Paint |_| Door

8 sping (%) Level stans

s Trep. @LMIEMO

Level3Map ¥

== Critical Path
1 1 unit

jump - 1 unit

Level 6 Map v

-LEGEND-
= Paint [T poor
Cloud sty

—a Laser

A swich
®) Level starts

—O— Lock

@Level Ends.

—  Critical Path
1 1 unit
jump -1 unit

DESCRIPTION

1. layer switches to colorless mode; All bars disappear
2. Player get down to get the Paint

3. Player switches to colored mode; All bars reappear
4.The stone press the spring and destroy the trap

5. Player walks to the edge of bar 3

6. Player switches to coloriess made; All bars disappear
7. Player falls

8. Player switches to colored mode; All bars reappear
9. Player fals onto bar 4

10.Player walks off bar 4

1. Player reaches the door and clears the level

First Draft of Level Dosign v
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DESCRIPTION.
1

walks jurmps down bar 2 slt and land on the cloudt
3 Player jumpe offhe cloud
4. Pl

s
6. Player swithes o colored mode: Al bers and lases eappesr; Cloud ises
7.

15, Player jurmps on the clouet on the ight of the box.
u

15, Player switches o colorless mode; All bars and asers disagpeer, Cloud drops
16, Playor jumps outof bar 2% lot
27. Player picks up the peint

1619, hayer jumps back o the cloud

20, Player ronchos the door and clears the evel

Fist Draft




PROGRAMMING

Player Controller
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Level Design
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Game Background
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character name;: Fein/Load

We created a large number of conceptual design drawings using Al
in the early stage, and extracted some elements from the surface to
be incorporated into our subsequent game background.




Tilemap

the goal

The door at the ¢ nd of
the level, through which
you can enter the next
level.

e

The cover consists of two main
characters in the game and the
game background, with a Ul
design that fits the story
background of the abandoned
cyberpunk. The entire cover

/ Fish-Dang Bot:
i RollingLaud

design aims to convey the fun
of this game.



Level Design

color plate

Binal ekkect

In the first level, we used the previously generated Al concept map to create a
main color scheme for the game background. In terms of level design, we have
introduced all the basic mechanisms related to this game in this level. The core
mechanism of the game is for players to roll up the dung ball as a medium to
reach areas that were previously inaccessible. On the way forward, players will
encounter many obstacles such as high platforms, electric currents, and stone
gates, and can reach the finish line through interaction with dung balls.At the
same time, through Fein’s lines in this level, players can also better understand

this interesting character.




Level Design

In the second level, we will link each
small puzzle from the previous level
to create more creative puzzles. For
example, in the first puzzle, players
cannot help but control the dung
ball to avoid being electrocuted, and

also use it to complete the
movement from low to high.

final effect




Artistic Expression

After multiple attempts, we have decided to use 2D cartoon characters to convey
an entertaining and novel atmosphere to players. And in order to shape an
entertainment society with the same background, we set the background style of
the game to cyberpunk. The entire game's visuals contain a large area of cool and
warm colors simultaneously, creating a strong sense of contrast.

Referrance: WALL-E

Character Expression

The character’s image is set as a small robot in the cyberpunk world. Living in a
world where dramas are dilapidated and extravagant, it is also a hardworking
person who works for meaningless things every day. But in an accidental
encounter, it regained the essence of life - simple happiness. From then on, it
fantasized about being a free dung beetle, and even though the world was not
perfect, it could still find happiness in it.

Future Move to left or right
High-tech Player Control Push Ball
Nail
Callepse Lift Ball Life Control
. . me Backgroun | Level Design Flash
Random planets in the universe Game Background SN - e
Space Control Stone Gate
Size Control Water
Dung Pit
Fool EXpan g _< Interaction with Ball L
Enthusiastic
. Spirit
Bosiive Main Character N
Character Design  Sessmd hamnd  Sound Design Background Music Punk
Sacabambaspis janvieri
Electronic
FEBEE Appearance
Epic
Ability
Dung Beetle TR
Limited expanding Cooperating Character
Ability Dialog Al Voice
Unlimited expanding Dung Ball

Emotion Self-awareness



THE \N/\Y OF HE/\RT

zozﬁ

202312

Group Project

role: Content Design
Sound Design
UE Level Art



The population troubled by anxiety

The distances between people nowadays are ever increasing,
with everyone becoming like an isolated island. Everyone is
anxious, afraid of not obtaining, afraid of losing, afraid of
loneliness, and afraid of being hurt. Anxiety is a normal psy-
chological emotion, but its repeated occurrence can harm peo-
ple's mental and physical health, causing them to waste time
in constant internal strife.

Persona

Name: Xiao Hua

Age: 22

Occupation: [lustrator

Education: Bachelor's

Characteristics: Creative, Free-spirited

Name: Xiao Ming

Age: 26

Occupation: IT Engineer
Education: Master's
Characteristics: Precise, Logical

Personal Quote:

"My brush is like a magic wand, turning a blank canvas into
a vibrant world. Every stroke is an adventure, every color a
new melody. Even the simplest sketches are imbued with
my passion and dreams. The world is my canvas, and I aim
to fill it with the vivid hues of imagination."

Personal Quote:

"To others, I may seem to be in my own world, but in
reality, I'm piecing together a complex puzzle piece by
piece. Being alone doesn't mean loneliness; it often
means delving into the depths of a problem to seek its
root. For me, every precise and accurate line of code
represents a challenge conquered, a truth revealed."

"Everyone has their own way of interacting with the world.
For some, it's a quiet, reflective journey. For others, it's a
bold, colorful expression."



1 Room

3 Forest

Accompanied by audio guidance,
users move step by step from the
room to the outdoor space and fi-
nally to the boundless universe.
And in the end, the universe col-
lapsed into mirror space, and the
player returned to the room.




Reference

. Provide more feedback in
It can really divert form, making the product
attention. more interactive.

/| \
KB o |

Despite having a better audio
and visual experience on VR
and PC devices, we still hope
to achieve similar results on
mobile devices through opti-

The VR device is too
heavy and tiring to
wear.

mization.
) : In the future, more scenarios B : Sy
lSUEESIVERTEEEIS N can be provided, such as des- e
fects. erts, rainforests, etc. Enable

users to experience it repeat-
edly without feeling bored.




Mindfulness is the awareness that emerges through purpose-
fully focusing one's attention on the present moment, while
non-judgmentally acknowledging each experience as it unfolds.
Mindfulness therapy is a method that uses mindfulness train-
ing to achieve this state of awareness, thereby alleviating stress
and eliminating intense emotions.

The Effectiveness and Principles of Mindfulness Therapy

"Research on the Impact of a Chinese Online Mindfulness-Based
Stress Reduction Course on the Mindfulness Levels and Mood States
of the General Population":

Online mindfulness stress reduction videos can stabilize viewers' mood
states.

"Progress in Clinical Application Research of Mindfulness-Based
Stress Reduction”:

Mindfulness meditation is applied not only to patients with illnesses
but also to healthy individuals, reducing stress and anxiety among the
healthy population, diminishing negative emotions, and thereby im-
proving the quality of life.

Effects of Mindfulness-Based Stress Reduction (MBSR) on Emotion
Regulation in Social Anxiety Disorder:

Mindfulness meditation may alter emotional responses by modifying
cognitive-emotional processes.

Reference







