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Memory Odyssey
Brief Introduction

Video(Quick Look around 3mins)

Video(Whole Process around 20mins) 

Puzzle Muti-artstyles EmotionTag: 

An adventure to immerse in your lost memory and  complete the information of your life.

https://youtu.be/yBFNp4kTemA

https://youtu.be/fRinl960KGs?si=jXg6jdJvC1G9z3Ni
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Game Producer :   Jian Junren (Devil_ovo)
Art & Code :   Jian Junren (Devil_ovo)
Render Pipeline :   Built-in

Memory Odyssey

Society BackgroundOverview Referrence & Inspiration

Hospice becomes a realistic and significant problem. Because 
of high pressure from work,  young generation have no time to 
spend with their olds, which introduces the game character - a 
lonely old man staying in a nursing home.

Memory Odyssey is an adventure with different games and a focus on solving 
puzzle and exploration for the answer of who you are.

Player discovers more informations and clues through playing different games 
of a playstation in the sickroom.

Made with:

·  Introduction · Art Style

· Art Style

· Story Structure

·  Aging problem in China 

·  Lack of Terminal care

·  How to play

·  Story Outline

With more aging population in China, by 2035, an estimated 400 
million people in China will be aged 60 and over, representing 
30% of the population.

dark and low saturation 
scene, which is suitable to 
represent death.

Story plots

Story process

Game mechanic(To the 
moon)

Full of npcs town where 
player could recceive 
mission to push forward the 
progress of the story 

Data is from https://www.statista.com/ by C.Textor.

Actually you are an old man suffering from senile dementia and today it is 
coming on you. You only see a game machine in front of you. Through playing 
different game cassettes, you go through your memory. 
Game Cassettes are actually made up of three parts, which indicates the old, 
middle age and childhood respectively. Player has to figure out the puzzles to 
explore more areas and get clues. 
Everytime player finds the clue it would be marked in your room. At the end 
of the game, you finally realize it is not a game but the memory palace of your 
own. Then you remind of who you are and leave the "room".
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Scene00(Sickroom): Indicate the real world. Switch 
camera position to interact with different objects. It is 
also the only way to go to other scenes in game station.

Scene01(Olzheimer): Indicate the memory in old. It is a 
traditional 2D-rolling game.

Scene02(Misstery Village): Indicate the memory of middle 
age. Finish tasks of npcs, remind who they are and earn 
money.

Scene03(Cky Piea): Consume materials bought in 
scene02, build the memory of the childhood.

Levels Outline & Play Loop

Critical Objects Design(plan & fact)

Critical Items LogicLevels Progress

Game Mechanics

Levels arrangement & sketch
 Old age Sickroom(real world)

 Playstation( enter different scenes )

 More Three-dimensional

 More Three-dimensional

Blackboard( show progress of game)

 Atmosphere: dying, dark 

 Atmosphere: busy, occupied 

 Atmosphere: dreamatic, peaceful 

 Artstyle: 2D, lowSaturation 

 Artstyle: pixel 3D, Colorful 

 Artstyle: Toon 3D, Colorful 

 Middle age

 Childhood

 Level Sketch ver1.0

 Level Sketch ver2.0

 Scenery sketch

Level plan sketch

Critical Objects (Initial Plan) Critical Objects (Fact)

Memory  Odyssey  2 / 8



Level Design
Sickroom (real world)

Olzheimer(old age)
·Overview

·Overview

·Game Event

·Game Event Details

Firstly, player has to eat pills to recover 
from the dying state, which also affects the 
scene of sickroom in the real world.

At first, the player's view is dark. After eating 
the pills , it will return to normal.

Everytime player get a new information, it 
would be shown on the blackboard.

Player could interact with highlight objects 
to get more infomations.

When player collect all memory piece, player 
will find a key behind album.

Player could go to different memory region 
through play station on the table.

Finally, player opens the door and go to the 
heaven. The game is finsihed.

 a simple 2d rolling game. Play with "WASD".

"W" & "S" to switch the position of view. 
Interactive with objects by mouse 
clicking.

Camera Position (In game)

(After getting the dive gear in the 
Misstery Village)  Player could become fish 
and dive into water and get the lamp.

A craw will pass by player, which indicates 
the death of god.

At the end of the game, player encounters 
a grave, and needs to put down the lamp 
to see the name on it.

A giant spider who loves to eat memory of 
people will block the way. After breaking its 
two legs, it will flee away.

After that, player reachs the end of his life. 
And kongming lanterns are lightened. 

Playing method:

Playing method:

I

IV

II

V

III

VI

Camera positions layout
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Misstery Valley(middle age)

Cky piea(childhood)Level Design
·Overview

·Special Location on scene

·Game Event Details

Playing method:  "WASD" Move,  Trade, Talk to npc,  
                     Finish tasks

1 2 3

4 5 6

Lots of missions are needed to finish to recover 
the memory, which indicates the busy and 
simple middle age.

The coins earned in this level can be used to 
buy materials which construct the memory in 
the next scene. Also player can check it in the 
pig pocket.

Way to other scene

Main way for player

River side Fog area(locked)other scene(forest)

Player

Coin

Bridge oppositeOutdoors Market Born point
The beginning of the game. A place for player to trade. A mistery girl is waiting for 

player.

A path to other scene.
Bird's-eye view

Orthographic view of the whole scene

Only after player lighten the 
lamp, the fog would fade.

A boy wants to go the 
opposite to catch butterfly.

Player can get a dive gear.

Player find a weird dive gear at 
the corner of the house. After 
picking it up, player can dive in 
the old age.

A t  t h e  b r i d g e ,  p l a y e r  w i l l 
encounter a shadow(broken 
memory). After finishing the 
task ,it would recover. 

Player will meet a young boy 
right by the river. He will tell 
player how to repair the bridge 
to go to new area.

Merchant is selling items such 
as  candy,  painttubes and 
woodboard which can be used 
in Cky Piea.

1

2

3

4
5

6

1

2

35

6

7

8

4

·Overview

·Build Object Details

Playing method:  Comsume items from middle age to 
          build facilities through UI

Ballons

Lots of colorful 
ballons， which 

are children most 
favourite things.

A castle made up 
of colorful building 

blocks

A small red dirty  
bicycle. It seems to 
have gone through 

many situations.

Colorful painting on 
the fence, including 

the height scales 
carved on it.

A giant rocker, 
maybe could take 
me to the space !

 A bench for drawing 
and painting, child 

loves it well.

A swing for two 
children. Always 

used in the leisure 
time.

Variety of plants. It 
must be comfortable 

to sleep on it!

2 1 1

Bicycle
1 0 2

Colorful fence
2 1 1

Rocket
3 1 2

Work bench
2 0 1

Building Block
0 1 2

Grass & Flowers
2 1 0

Swing
1 0 3

1 2

3

5 6

7 8

4

Vending machine view

Preview of the building Object

Building Process (Smoke VFX)



Character Design

Enemy design(Spider)

Character design(Player)

Character design(NPCs)

Sunny Ashy

Nina Ella

Merchant  
 Wang Cloe

Merchant  
 Hoang Old John

A young boy who 
loves catching insects 
especially butterfly.

Hidden ID: nephew Hidden ID: wife

Hidden ID: sister Hidden ID: aunt

Hidden ID: colleague Hidden ID: brother

Hidden ID: friend Hidden ID: uncle 

A cool girl who seldom 
talks to other people. 

An honest merchant 
sells different kinds of 
merchandise. 

An honest merchant sells 
merchandise and also 
provide important infos. 

A mysterious girl who 
you always find familiar 
with. But you forget who 
she is.

A old woman who always 
cherishes hope towards 
life.

A brave man who likes to 
adventure.

An old man who is 
extremely addicted to 
fishing.

·Character background design

·Daily routine design

·How to realize 

·How to realize 

·Script Spider(Tell legs to attack) 

·Spider ·Spider (Rig & IK) ·Spider (Weight of Rig) ·Animator Logic

·Script Leg(attack core codes) 

·PlayerMovement

·PlayerInput

·Dialogue design

·Old age(Sequence Animation)

·Middle age(Sequence Animation)

Data Storage(In ScriptableObject)

Navigation mesh

Data Storage
View of Inspector 

Main Function

FillDialogueStack

DialogueFunction

Routine design on plan Routine sheet

UpdateData(for moving)

UpdateData(for idling)

Main Function

Animation Control Function

Stop What to do Function ArriveDestination Function
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Visual Effect Design
One-bit artstyle Gaussian-blur

Real time reflection water(Planar Reflection)

need one C# script  and two shaders need one C# script  and one shader

need one C# script  and one shader

Mutiply

Mutiply

12 times Gaussian-blur normal

Blur shader critical codes Blur C# critical codesEffect ComparisonEffect Comparison

Transform Matrix(C#)

Complete Effect Display

Normal Water Display Vertex Part

Vertex Part

Fragment Part

Fragment Part

Reflection Display

Capture RT(C#) Dither shader critical codes

Threshold shader critical codes

Memory  Odyssey  6 / 8



Programming Logic

Art Assets WorkFlow 

Workflow Design ·Coding Files Overview ·Communication between Scripts 

·Overview Coding :  Object-oriented programming

Basic elements:  Mgrs, Datas(ScriptableObjects), 
       Objects, Eventhandler,UI(Panels)

Import Blender Modelling

Individually

·Example 2: Floating Ballons(vertex color and vertex animation)

·Example 1: 3D Pixel Model(One Texture One Material for different objects)

·Example 1: Buy item event

Effect Display in game

Combine Objects Texture(In Ps) Knife tool (Blender) Model (Blender) Prefab (Unity)

Vertex Color in Blender

Ballons Floating shaderLab

Step1-2: MusicMgr (EventListener)

Step1-3: PoolMgr (EventListener)

Step1-1:  TradeUI (BtnListener +CallEvent)

Step1-1

Step1-2

Step2-1 Step3-1

Step3-2Step1-3

Step2-1:  DataMgr ( EventListener+CallEvent) Step3-1:  Inventory UI (EventListener)

Step3-2:  Slot UI 
DataList(Inspector)
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Summary
Plan VS Reality
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Future & Hope
·Story Board

·Indie game in future

 When I have spare time in the future, I would like to write a complete story 
about this character, including born, where he grows, who he meets. 

 Then make it a story board first and give it to my classmates or friends to 
criticize. Anyway, I need to create a complete and touching script.

Maybe some days in the future, after I have a complete and touching story as 
well as a vivid character, I would make it as a indie game projects after work or 
study. 
I would explore more possible playmodes in games insides the game. I also 
tend to invite some of liked-minded fellows to join me.

·Reasons

Before July, I was still working on my graduation design at college. There were around 3-4 
hours per day for me to develop my this project.

As my first indie game(demo), I misjudged the workload I would take.  So you may find 
there are lots of initial design I removed from my plan.(e.g. page 2 Critical Objects Table) 

School Work

WorkLoad Misjudgement

·Difference
As we can see from the differences between the two tables below , I spent more 5 weeks 
on Project_1 development and the progress in fact did not seem as organized as my 
planning.
Most of the time especially in the second half of the development period, I worked on 
different aspect of development at the same time.

Other Problems in projects

·Rendering error

·Performance optimization

·Incomplete Story

·Coding Management

Because I did not give myself deep insight into the built-in render pipeline, 
there are some rendering error in  my project and I have no idea to deal with 
it.(e.g. shadow of 2D Sprite, 2D Sprite Postprocessing)

In this project, I did not use the LOD system. In scene2(misstery village), 
because of the extra camera for water planar reflection, the number of batches 
and drawcalls just almost triple.

My whole point of my game is to narrate a story of an old man. But due to 
the limited time, I only made a small part of it. And this makes the game less 
attractive and fun.(e.g. page 2 Critical Objects Table)

I did not plan a basic structure of my codes, which causes extra repeated 
codes insides my project. Some could be avoided by inheritance or 
encapsulation.

Receive no shadow

Off

Off

OnOn

Rendering order error

What I learn from this project
·Workflow Improvement ·Shader Development
I develop and improve my own 
workflow about art assets and 
codings. 
Also I realized the importance to 
build a coding structure in advance.

I have learnt how to use shader 
to create interesting visual effects 
through OnRenderImage. 
Such as  planar water reflection and 
one-bit art effect. 

Feedback from others

Name: Ma Sile
Occupation: Game Designer
Feedback: 

Anyway, as a demo, it is 
acceptable.

Though the pace of game is a 
kind of slow-type, I still think 
it could be an interesting and 
excellent game after adding a 
complete and touching story. 

Name:  Chen Tianlang
Occupation: Game Programmer
Feedback: 

I also suggest that the difference 
between the playing modes of 
four scenes could distinguish 
from each other more.

I really love the different artstyles 
insides the game.
However, I think guide in game 
are weak. 

Feedback keyword diagram

·Schedule(15 weeks)

·In Fact(20 weeks)



Brief Introduction :Brief Introduction :

Video(Quick Look around 2 mins) :Video(Quick Look around 2 mins) :

Video(Whole process around 9 mins) :Video(Whole process around 9 mins) :

Game Downloaded in itch.io (around 160MB):Game Downloaded in itch.io (around 160MB):

Tag: Tag: 

https://youtu.be/26c-BbQJDxM?si=DXXlugFYUTLxTj82

https://devil-ovo.itch.io/nightmare

Published on 14/10/2023 by Devil_ovo

https://youtu.be/5oUK04O1B1k?si=8AZ1rPY7hw2BuNw5

You enter the nightmare and you have to face your heart demon. 
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OverviewOverview

ReferrenceReferrence

InspirationInspiration

Jian Junren (Devil_ovo)

You enter the nightmare and you have to face your heart 
demon. You have to conquer the enemy to leave this bad 
dream.

Actually, the surrounding around you in dream is the 
reflection of the obstacles and depression in reality. 

You are just a girl who dislikes physics, sports and teachers. 
And what you are the most afraid of is the beetle near your 
house.

You have this dream after a big fight with your mother about 
the proposal that you wanted to learn piano at weekends. You 
fell in love with piano at the first sight, and it was your 
dream to become a pianoist to perform at the ceremony of 
the school. 

I got this idea from my experience of my childhood as well as one 
of my friends. I still remember that I was  extremely relunctant 
to go to school because of the strict teachers and exams. 

And my friend, she hated the sport and physics lessons. Also like 
most of the girls, she was afraid of insects, especially beetles.  

And children have lots of dreams when they sleep. So I developed 
an idea to use a nightmare to express the experience I and my 
friend as well as other children shared together in our childhood. 

Jian Junren (Devil_ovo)
HDRP

Producer :Producer :
Art & Code :Art & Code :
Render Pipeline :Render Pipeline :

Basic Information Basic Information 

Art style Art style 

Story outline Story outline 

Introduction Introduction 

Story Outline Story Outline 

Control Control 

What Remains of Edith Finch What Remains of Edith Finch GrisGris

Little Nightmares II Little Nightmares II 

Pre-phase Research Pre-phase Research 
Research on Research on ControlControl  

The first battle scene of boss 
in Control, it is constructed by 
huge pillars, which is oppressive.

The empty space and the array of 
items could bring tense and solemn 
atmosphere in the classroom.

Scene Analysis :Scene Analysis :

Actually, many vfxs could be made 
up of various effects.

There are many music in Control helping the scene become more 
atmospheric and attractive.

VFX Analysis :VFX Analysis :

Music & Ambient Analysis :Music & Ambient Analysis :

Hit  AnalysisHit  Analysis

Shield  AnalysisShield  Analysis

Ashtray MazeAshtray Maze

BGM: Take ControlBGM: Take Control

Style: Rock ExcitingStyle: Rock Exciting

Swift PlatformSwift Platform

BGM: Red Glow Tunnel RushBGM: Red Glow Tunnel Rush

Style: Disco  Old_SchoolStyle: Disco  Old_School

AhtiAhti

BGM: Red Glow Tunnel RushBGM: Red Glow Tunnel Rush

Style: Elegant SolemnStyle: Elegant Solemn

Shield VfxShield VfxDecalDecal
SmokeSmoke ShieldShieldTextureTexture

Flash AnalysisFlash Analysis

Throw AnalysisThrow Analysis
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I also design the MainMenu Scene and EndGameScene to 
make the whole story complete.

There are lots of objects in game that players seldom 
notice. But they still could help build atmospheric scene.

I made countless VFX in this game, which are around 16 
Prefabs and 26 variants. More information is in the rest 
of the pages.

I prepare background music for 
all scenes, each of which is 
different from each other.

Aspect of VFX design :Aspect of VFX design :

Aspect of Music or SoundEffect design :Aspect of Music or SoundEffect design :

Aspect of other level design :Aspect of other level design :

Aspect of objects detailed design :Aspect of objects detailed design :

Music DataMusic Data

Weird painting on wallWeird painting on wall

MainMenuMainMenu ThankSceneThankScene

A dancing girl sculptureA dancing girl sculpture A student bearA student bear

MainMenuMainMenu

DepressedDepressed MysteriousMysterious

A bit tenseA bit tenseweird & tenseweird & tense

fast pacefast pace peacefulpeaceful

relaxingrelaxing
excitingexciting

ChangingRoomChangingRoom

CorridorCorridorClassroomClassroom

MainHall(Battle)MainHall(Battle) MainHall(End)MainHall(End)

ThanksSceneThanksScene

Music Style for each sceneMusic Style for each scene

Notice: all paintings on wall in game are drawn by my girl friend Joiz.Notice: all paintings on wall in game are drawn by my girl friend Joiz.

Notice:  It is highly recommended to watch the whole process video or play the game.Notice:  It is highly recommended to watch the whole process video or play the game.

Ambition   Ambition   

What I do in this game What I do in this game 

Introduction Introduction 
Among the referrence of games, My most favourite one is 
Control. Not only because it has a special taste of architecture 
space, but also its combat, visual effects, scenery, music and 
other things all combine together closely, which creates a 
fantastic artwork as well as a scene telling a story. 

Ambition of this project Ambition of this project 
I want to make a game which could inspire players to imagine 
what happened to the girl and immerse themselves in the 
scenery I created. 

After researching and analysing other games, I suppose the 
key point is the details. So you would find I focus on making 
different kinds of details to help players soak themselves in 
this atmospheric game.That's why I make so much efforts on 
these apsects in order to build a convincing scene.

The iteration between the initial thought and final design took 
me quite a long time. In fact, I made several projects of the 
level design.(recommended to broswe my webiste)

Aspect of main level design :Aspect of main level design :

in Blenderin Blender in Blenderin Blender in Blenderin Blender

Initial ConceptInitial Concept After AdjustmentAfter Adjustment Final ResultFinal Result

Game MechanicsGame Mechanics
The game playing loop is simple. Player enters 
a new scene to defeat the enermy and purify 
it. After that, you got the ability of it and 
becomes stronger. The game ends after you 
defeat the boss. 

Play LoopPlay Loop

Game ProgressGame Progress

Game Begin Game Begin 

New New 
LevelLevel

Learn Learn 
New SkillNew Skill

DefeatDefeat
EnermyEnermy

PurifyPurify
EnermyEnermy

Game EndGame End

Enermy is Boss?Enermy is Boss?

CorridorCorridor

ClassroomClassroom

Changing roomChanging room

MainhallMainhall

EnermyEnermy

MagnetMagnet BearBear BossBoss
(stage1)(stage1)

BossBoss
(stage2)(stage2)

BaseballBaseball
MachineMachine

BossBoss

Game Loop DiagramGame Loop Diagram

Game Progress DiagramGame Progress Diagram

Difficulty CurveDifficulty Curve

MagnetMagnet

BearBear

BeetleBeetle

Baseball machineBaseball machine

Break BlackboardBreak Blackboard

PianoPiano

Mindmap of my thoughtMindmap of my thought

HardHard

Very EasyVery Easy

EasyEasy

MediumMedium
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The whole level is divided into two parts : tutorial part where player 
learn how to use skill and boss battle part.

The final level design is made up of four parts, which are changing room, 
corridor, classroom and Huge Hall(including piano). All scenes are in the 
architecture style of Brutalism expressing a kind of feeling of surrealism 
which is reasonable for a nightmare.

Changing room is full of lockers containing sports 
equippments. There is also a magnet which blocks your way.

MainHall is like a giant sewer. It is full of different pipes 
as well. The atmosphere here is dark and scary. 

But when the lights are on, it also seems like a mainHall for 
sacred or important events.

A corridor is occupied with different pipes emitting steam. 
What' worse, there is a dangerous baseball machine at the exit.

Classroom is controlled by a huge bear. The brain machine  
seems like that it wants to eat the conciousness I left. 

The size of space of the main hall is the biggest and the floor level is 
the lowest.

The appearance of the mainhall could be changed after some 
events such as defeating the boss.

Level designLevel design

Different Stages of Scene :Different Stages of Scene :

Final Plan & StyleFinal Plan & Style

Changing roomChanging room

CorridorCorridor

ClassroomClassroom

MainHallMainHall

Level Final Design SketchLevel Final Design Sketch

Piano Piano 

Enermy Enermy 

Born PointBorn Point

FansFans

BossBoss

BossBoss

Main Hall Main Hall 
Classroom Classroom 

CorridorCorridor

DoorDoor EnermyEnermy

EnermyEnermy

EnermyEnermy
DoorDoor

ObstacleObstacle Born PointBorn Point

Forward DirectionForward Direction

Forward DirectionForward Direction

Forward DirectionForward Direction

PianoPiano

Hidden roomHidden room

Huge fansHuge fans

Forward DirectionForward Direction

ch
an

gi
ng

 ro
om

ch
an

gi
ng

 ro
om

BeginBegin Boss Stage TwoBoss Stage Two

Defeat BossDefeat Boss Arrive PianoArrive Piano
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Player DesignPlayer Design
Player Ability DesignPlayer Ability Design

Player Animator State Machine DesignPlayer Animator State Machine Design

FlashingFlashing

FloatingFloating

ShieldingShielding

Throwing ObjectsThrowing Objects

Player Energy Limit : 20
Player Energy Recovery Speed : 1/s
When Energy Exhausts, Skills are Locked Until 
Energy Arrive Ratio : 35%

Use to avoid 
injury,

pass through 
obstacles

Steal Enemy's Ability

Use to attack enemy, 
Reverse bullet, 

Break wall

Use to attack enemy

Use to avoid injuryUse to avoid injury

FlashingFlashing ShieldingShielding

FloatingFloating ThrowingThrowing

PurifyingPurifying Strong HitStrong Hit

3 5

0 3

50

Energy Cost :Energy Cost : Energy Cost :Energy Cost :

Energy Cost :Energy Cost : Energy Cost :Energy Cost :

Atk : 3Atk : 3

Atk : 6Atk : 6

Energy Cost :Energy Cost :Energy Cost :Energy Cost :

Player sometimes may have multiple actions, such as 
throwing objects when she is floating. So I use a avatar 
mask to accomplish it.

Player flashes forwards to avoid injury.

Player floats in the air to avoid injury and pass through obstacles.

Player forms a shield to avoid injury.

Player throws a piece of wall crack to attack enemy.Basic LayerBasic Layer Avatar MaskAvatar Mask

Upper part Body LayerUpper part Body Layer

Trail_Distortion_Shader + 1 TrailRender + SmokeVFX(in page 7 Other Design)

SmokeTrail_Shader + 2 TrailRender + SmokeVFX(in page 7 Other Design)

Shield_VFX + Decal + SmokeVFX(in page 7 Other Design)

Decal + SmokeTrail_Shader + TrailRender + SmokeVFX(in page 7)

How to achieve : How to achieve : 

How to achieve : How to achieve : 

How to achieve : How to achieve : 

How to achieve : How to achieve : 

Trail_Distortion ShaderGraphTrail_Distortion ShaderGraph

SmokeTrail ShaderGraphSmokeTrail ShaderGraph

Floating ExampleFloating Example

Shielding ExampleShielding ExampleFlashing ExampleFlashing Example

Loop Smoke Texture(Krita)Loop Smoke Texture(Krita)2 Trails2 Trails

Unshield Rock fall ExampleUnshield Rock fall Example  Rock fall Core Code Rock fall Core Code

 Binder Binder

 Shield_VFX  Graph Shield_VFX  Graph

 Caculate Target Caculate Target Throw Object Example Throw Object Example

 Throw Obj Core Code Throw Obj Core Code
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Enemy DesignEnemy Design
PurifyingPurifying

MagnetMagnet

BearBear

Baseball_MachineBaseball_Machine
Strong HitStrong Hit

Introduction : A magnet wants to protect itself, attracting lots of 
iron stones.
Ability : Form a shield to avoid being attacked.

Introduction : A giant bear who looks like my teacher loves throwing 
chalk eraser to students.
Ability : Throw Chalk Eraser, Rebound Bullets

Introduction : A baseball machine which loses its control. It could be 
painful to get hurt from it.
Ability : Fire a baseball

Player purifies a object and gain its ability.

DistortionWave_Shader + ShockWave_VFX

Shield_VFX(page 4 player shield) + Dissolve_Shader(in Bear)

DistortionWave_Shader + ShockWave_VFX + 
Dissolve_Shader(Dead) + DeadSpark_VFX

BulletSpark_VFX + Dissolve_Shader(in Bear)

DistortionWave_Shader + Decal + ShockWave_VFX + RockCrack_
VFX + PointLight + SmokeVFX(in page 7 Other Design)

How to achieve : How to achieve : 

How to achieve : How to achieve : 

How to achieve : How to achieve : 

How to achieve : How to achieve : 

How to achieve : How to achieve : 

Purifying ExamplePurifying Example

Magnet IconMagnet Icon

Baseball Machine IconBaseball Machine Icon

Bear IconBear Icon

Magnet In GameMagnet In Game

Baseball Machine In GameBaseball Machine In Game

Bear In GameBear In Game Bear DeadEffecrt In GameBear DeadEffecrt In Game

Core CodeCore Code

Rebound CodeRebound Code

Rebound LogicRebound Logic

Bear ScriptBear Script

Player ScriptPlayer Script

ThrowObj ScriptThrowObj Script Fly to Fly to 
PlayerPlayer

EventhandlerEventhandler

EventhandlerEventhandler Bear ScriptBear ScriptDistance < n?Distance < n?

ReverseTarget   FunctionReverseTarget   Function

Send ThrowObj TransformSend ThrowObj Transform

Throw Obj ScriptThrow Obj Script

DeadEffect CodeDeadEffect Code

Baseball Machine Core CodeBaseball Machine Core Code

Bullet Core CodeBullet Core Code

BulletSpark_VFX  GraphBulletSpark_VFX  Graph

Wave MaskWave Mask

Core CodeCore Code

ShockWave_VFX  GraphShockWave_VFX  Graph

Dissolve_Shader(Dead)Dissolve_Shader(Dead)

DeadSpark_VFX  GraphDeadSpark_VFX  Graph

DistortionWave_Shader  GraphDistortionWave_Shader  Graph

Strong Hit ExampleStrong Hit Example

RockCrack_ VFX  GraphRockCrack_ VFX  Graph

StrongHit Core CodeStrongHit Core Code
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Boss DesignBoss Design
Boss Ability DesignBoss Ability Design

HitGroundHitGround

Meele AttackMeele Attack

Throw TrunksThrow Trunks

LaserLaser Fan AttackFan Attack

Recovery WallRecovery Wall

Beetle AnimatorBeetle Animator

Fan Attack_VFX  GraphFan Attack_VFX  Graph

Meele Attack_VFX  GraphMeele Attack_VFX  Graph

Beetle Hp : 70
Stage 2 Begin Hp : 75%

A powerful laser beam, only can be avoided by shield.

Beetle throws three trunks to the player, causing area of attack effect.

Beetle hides behind the wall to recover, which is made of various items.
Player has to destroy energy tanks to stop that.

Fly close to the player and 
attack.

Hit ground with great 
force. Make a cube 
wave to injure player.

Control one of the 
fans, let it overload 
to generate sparks.

Laser_VFX + Lightning_VFX + SmokeVFX(in page 7)

ParticlesTrail_VFX + DistortionWave_Shader(in page 5)

Lightning_VFX + ObjectMoveWithTarget_VFX(in page 7)MeeleAttack_VFX
Decal
RockCrack_VFX (in page 5)
SmokeVFX(in page 7)

ShockWave_VFX(in page 5)
SmokeVFX(in page 7)

FanSpark_VFX
SmokeVFX(in page 7)

How to achieve : How to achieve : 

How to achieve : How to achieve : 

How to achieve : How to achieve : 
How to achieve : How to achieve : 

How to achieve : How to achieve : 

How to achieve : How to achieve : 

Meele Attack ExampleMeele Attack Example

HitGround ExampleHitGround Example

HitGroundHitGround

Floating, Floating, 
FlashingFlashing

StrongHit, StrongHit, 
FlashingFlashing

FloatingFloating

ShieldingShielding

FlashingFlashing

ThrowingThrowing

AbilityAbility AtkAtk ConditionCondition Player StrategyPlayer Strategy

44

44

1/s1/s

33

1.5/s1.5/s

--

--

--

Only stage 2Only stage 2

Only stage 2Only stage 2

Only stage 2Only stage 2

Hp <= 66%Hp <= 66%

MeeleAtkMeeleAtk

LaserLaser

FanAtkFanAtk

RecoveryRecovery

ThrowTrunksThrowTrunks

CubeMgrCubeMgr

Fan Attack ExampleFan Attack Example

Laser Attack ExampleLaser Attack Example Caculation Part of  Laser_VFX  GraphCaculation Part of  Laser_VFX  Graph

Main Part of  Laser_VFX  GraphMain Part of  Laser_VFX  Graph

Wake Flame Part of  Laser_VFX  GraphWake Flame Part of  Laser_VFX  Graph

Throw Trunks ExampleThrow Trunks Example Key Part of Particles Trail_VFX  GraphKey Part of Particles Trail_VFX  Graph

Recovery Wall ExampleRecovery Wall Example Lightning_VFXLightning_VFX

CubeRowCubeRow
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OriginOrigin
CaculateCaculate

CombineCombine
ScaleScale

 Transform Transform
CaculateCaculate

Pass DataPass Data

TargetTarget
Initial FlameInitial Flame

Fly ParticlesFly Particles

Main PartMain Part

Wake FlameWake Flame

LaserLaser
Laser LengthLaser Length

Laser EndPosLaser EndPos

Mindmap of  Laser_VFXMindmap of  Laser_VFX

Fan Attack Core CodeFan Attack Core Code



Other DesignOther Design

UI DesignUI Design

Object Crack Design (Blackboard)Object Crack Design (Blackboard)

VFX ManagemantVFX Managemant

Smoke_VFX(flipBook)Smoke_VFX(flipBook)

ObjectMoveWithTarget_VFXObjectMoveWithTarget_VFX Injury Detected System DesignInjury Detected System Design

Smoke_NoForce _ExampleSmoke_NoForce _Example Smoke_VFX GraphSmoke_VFX Graph

VFX_Data StructureVFX_Data Structure

Smoke_HaveForce _ExampleSmoke_HaveForce _Example

Blackboard Crack ExampleBlackboard Crack Example Blackboard Crack ModelBlackboard Crack Model Blackboard ScriptsBlackboard Scripts

Here uses the flipbook to make smoke animation. Smoke 
could be added force to look more realistic.

Because there are countless VFX used in the project, I 
use ScriptableObjects to store the prefabs' data, also 
use a PoolMgr to manage their generation to decrease 
the expense. 

It is important for an atmospheric scene that it could be interactive 
with player. Items in the scene will move with the change of player 
location.

The scene will become more interesting and intereative if the player 
could break the wall. So I make a destroyable blackboard in game(can 
recover after few seconds).

Because VFX_Graph could not judge the injury, I build an independent 
injury detected system.

I also design the whole UI to suit the style of my theme - 
nightmare. It seems like chalk painting drawn by a little girl.

ObjectMoveWithTarget_VFX  GraphObjectMoveWithTarget_VFX  Graph Example In Game Example In Game Example In Game Example In Game

 Far Far  Far Far Near Near  Near Near

PoolMgr Core CodePoolMgr Core Code

Setting PanelSetting PanelControl PanelControl Panel

Handbook PanelHandbook Panel
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BeetleBeetle

HitGroundHitGround Collider DetectedCollider Detected

Trigger DetectedTrigger Detected

Distance CaculateDistance Caculate

Physics.OverlapSpherePhysics.OverlapSphere

Player.isShield JudgePlayer.isShield Judge

Melee AtkMelee Atk

Laser AtkLaser Atk

Throw TrunkThrow Trunk

Fan AtkFan Atk

Injury Detected WayInjury Detected Way

Example: Fan TriggerExample: Fan Trigger

Example: Fan ScriptExample: Fan Script
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SummarySummary
Plan VS RealityPlan VS Reality

FeedbackFeedback

What I learn from this projectWhat I learn from this project

Problems in GameProblems in Game

Conclusion & Future hopeConclusion & Future hope

Schedule : 14 weeksSchedule : 14 weeks

Difference :Difference :
Feedback from my friends :Feedback from my friends :

VFX Graph & Lighting in HDRP :VFX Graph & Lighting in HDRP : Workflow Improvement :Workflow Improvement :

Nonstandard Modeling:Nonstandard Modeling:

Some bugs on Movement :Some bugs on Movement :

Reason :Reason :

In Fact : 12 weeksIn Fact : 12 weeks

The project_2 is over 2 weeks ahead of my schedule, 
which is really surprising. It is mainly because I spend 
less time in codes development. However, it took me 
more time in VFX design and shader development.

I published this game on my itch.io page and other social medias, so this time 
I not only received feedback from my friends, but also received some feedbacks 
from the game lover  from all over the world. My modeling is not very standard. There are lots of faces 

overlapping with each other, which causes extra cost in 
the game engine. I spent plenty of time deleting the 
unnecessary faces of my models.

There are still some small bugs in game. For example, if 
you flash too often, you would fly to the sky. This is 
because of the rigidbody. 

The project_2 mainly requires knowledge 
of animation, rigging and Vfx_Graph. 
After finishing this project, I know how 
to make animation in Blender with rigging 
and import it into Unity seamlessly.

I am quite satisfied with this project, because it is 
really a game that could be played and reach my initial 
expectation. Compared with the time I started to make my 
first project, I feel I had made a great progress .

I am also inspired by the feedback of game lovers from all 
over the world, which makes me happy create games.

In the future, I would definitely continue this game's 
development in my spare time. Because it still has a lot 
to dig out. For example, the destroyable wall(also could 
recover) has great potential possibility for level design, 
and it is also reasonable under the theme of nightmare. 

The project_2 helps me get in touch 
with VFX_Graph and lighting of HDRP. 
I learn a lot about light baking, 
probes and Vfx_graph working with 
shader graph.  

As my second project, I know how to use MVC structure 
to construct my codes, which makes my codes neat and 
tidy. 
Because it was my time to get in touch with VFX_
Graph in Unity, it took me more time to understand its 
mechanic as well as HDRP's. 

Feedback from youtube :Feedback from youtube :

Feedback from bilibili :Feedback from bilibili :

Feedback from itch.io :Feedback from itch.io :

Liu Jinghong (Joiz)

Game Artist

The scene is comfortable and 
stylish. The mechanic of the boss 
is various and interesting. I am 
really impressed by the scene 
classroom. The interactive objects 
which could go up when player 
gets close to it is amazing. Also 
I think the idea of using bear 
to refer teacher and students is 
brilliant. I love this game.

Name : Name : 
Occupation : Occupation : 
Feedback : Feedback : 

Carpe

Game Designer

Although there are some small bugs 
in game, it is no denying that I 
have fun with this demo. 
I love action design of the boss 
which is powerful and frigthening.
I also like the scene design and 
the light effects he creates, 
accompanied by music, which brings 
the scene alive and atmospheric.

Name : Name : 
Occupation : Occupation : 
Feedback : Feedback : 

Beetle RiggingBeetle Rigging

Animation in BlenderAnimation in Blender

Keyframe in BlenderKeyframe in BlenderLightProbes GroupLightProbes Group Reflection ProbeReflection Probe

Blender StatisticsBlender Statistics Blender Statistics (Optimized)Blender Statistics (Optimized)

Unity Inspector StatisticsUnity Inspector Statistics Unity Inspector Statistics (Optimized)Unity Inspector Statistics (Optimized)

Unity Game StatisticsUnity Game Statistics Unity Game StatisticsUnity Game Statistics



DayDream
Platformer Atmospheric Adventure

Available at:   https://devil-ovo.itch.io/daydream
Developed by Devil_ovo

Made by 

Promotional Video(1min) at:   https://youtu.be/2cjdl7iNVL0
Whole Process Video(4min) at:   https://youtu.be/FAlJ6GXz9LU

DayDream 0/5
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Overview Inspiration

Referrence

Game Mechanics

Jian Junren (Devil_ovo)
Jian Junren (Devil_ovo)

URP
2023/11/01 - 2023/11/18

During the class, you feel tired and bored. You sit in your 
seat in a trance. 

You are a kid who disl ikes study and have great 
imagination.

You made a yawn and fell asleep immediately. In your 
daydream, everything in your notebook comes to life.

DayDream is a traditonal platformer game. What player 
can do is to move, jump and avoid the adversary. 

Though the game mechanics is simple and traditional, I 
still want to make some innovations on this game.
Finally, I decide to enhance the game by storytelling. I 
focus on 2DArt(especially animation design) and turn 
this game into 3D to give surprise to the players.

I believe that most of people felt dizzy and bored when they 
were in primary school. I often killed my time in class by doing 
sketch on my textbook.

Control: 
AD-Move  Space-Jump
Loop: 
The game loop is simple. Player 
try their best to arrive the 
destination to finish the level. 
Of course, if they want, they 
could collect all the crowns.

The difficulty curve could be different if player choose different 
ways(include special item and hidden path) to finish the level.

Sometime when I stare at my textbook for a long time, I felt all 
the alphabet came to life with my wild imagination. Sometimes 
a letter H can be considered as a ladder or a train track.

I also get inspired by the movie Taare Zameen Par below 
which reminded me of the experience in my childhood. 

Producer :

2DArt & Code :

Render Pipeline :

Pedestrain Word Game

Taare Zameen Par Superliminal

Duration :

Basic Information 

Introduction 

Ambition Story 

Game Control & Loop 

Difficulty Curve 

Game Progress 

Art Style 

Story Outline 

Player go 
forward

Collect
Items

Finish
Level

Unlock
New Level

Begin
Game

Comma Jump Puzzle Pig Puzzle Snake Time Puzzle

Hidden Box(Flying)

Integrated LevelOcotpus Level

Ink Box Jump
Puzzle

Finish LevelWake up

Bees Jump Puzzle Hidden 
Crown

Hidden 
Crown

Hidden 
Crown

Hidden PathMain Path

BeginGame Comma Puzzle Pig Puzzle Snake Puzzle Intregrated Level Octopus



Level mindmap

Enemy & Items distribution map

Level Unit Level Unit Hidden Space Unit
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 Sketches
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 Level Design
Whole Level Design(in Unity)  

Enemy  

Platform  

Special Item  

Level Design  

Jump Puzzle Design(in Unity)  

Time Puzzle Design(in Unity)  

Bee

background ground moving cloud

hidden cube(ink) water(dead)

Comma

Pig

hidden cube

fire(dead)

crown

Begin point

Time puzzle

Main path Hidden path

Jump puzzle Hidden area

End point

health bag invincible fly

Snake Octopus

Comma Puzzle

Octopus Puzzle

Snake Puzzle
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Enemy Design
Bee Danger: 

Danger: 

Danger: 

Danger: 

Danger: 

Comma 

Pig 

Snake 

Octopus

A dumb enemy that only patrol between two locations.

A kind of enemy that only appears and attack when 
player comes close. After attacking, it would die.

A kind of enemy that only appears and attack when player comes 
close. After its appearance, It would chase player to the end of 
the time.

A kind of enemy that only appears and emits fire when player 
comes close. It is invincible.

A kind of enemy that only appears and emits dangerous ink 
bubbles when player comes close. 
Ps: Bubble could make the hidden block become visible.
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 Visual Effect Design Feedback

What I learn from it

Shortages & Future

Moving Texts(TextMeshPro) 

2D Animation(Adobe Animate)

Blinking Effect(Post-processing) 

2D --> 3D Scene(RenderTexture)

Core Code :Core Code :

Method:

Vignette Effect Blur Effect

Extra Camera ----> RenderTexture

RenderTexture ----> MainTexture

3DBook ----> 2DScene

Huang Yuxuan (Joiz)

Technical Artist

The topic of the game is fantastic! 
And the 2D Art is qute which is 
suitable for the daydream. I'm also 
interested in the text visual effects 
that bring life to the scene. What 
impressed me most is the last 
scene that players realizes that 
they actually play the game on the 
notebook. This plot design is my 
favorite.

From this project, I learn how to use shape interpolation(in Adobe 
Animate) to create sequence animation.

DayDream as the topic still has lots of possibility for me to discover 
and develop, such as from the real world elements, which include 
children use thier shadow of hands to imitate animals that could be 
a boss.This can bring possibility on mechanics and make interaction 
between the real world(3D) and the dream world(2D). I'm sure that it 
could provide players with the brand-new experience and raise their 

imagination. 
I also want to create cool effects such 
as a vortex made up of words.

Name : 
Occupation : 
Feedback : 



 GameJams ! ! ! GameJams ! ! !

April 29th – May 2nd

September 30th – October 2ndJuly 8th – July 10th

Ludum Dare 53

Ludum Dare 54GMTK 2023

Jian Junren

Wang Peiran

Wang PeiranWang Peiran
(Devil_ovo)

(sansen54)

(sansen54)(sansen54)
PlanningPlanning PlanningPlanningPlanningPlanning

Monster DesignMonster Design
Skill DesignSkill Design

ProgrammerProgrammer Art DesignArt Design
Animation DesignAnimation Design Lever DesignLever Design

Level Design
Art Design

Help player go 
through enemy 

and obstacle

Gain more point 
for achievement

https://sansen54.itch.io/heres-ur-package

https://devil-ovo.itch.io/animal-merchanthttps://sansen54.itch.io/if-you-are-ui

Date :Date :

Date :Date :Date :Date :

Event :Event :

Event :Event :Event :Event :

Team Members :Team Members :

Team Members :Team Members :Team Members :Team Members :

Available to Play (Web):Available to Play (Web):

Available to Play (Web):Available to Play (Web):Available to Play (Web):Available to Play (Web):

Basic Information Basic Information 

Basic Information Basic Information 

Mechanics Design Mechanics Design 

a wooden box with nothing in it, it’s a bit sturdy.

when on fire or broken, it will explode and destroy boxes nearby.

very fragile, 1 damage can destroy it, 
take care of it.

you need to deliver it in 
time.

use it to heal yourself

GameJam 1 / 3GameJam 1 / 3 GameJam 2 / 3GameJam 2 / 3

Basic InformationBasic Information

Here's ur PackageHere's ur Package

Animal MerchantAnimal Merchant

Platformer
In this game, you will not play the role of "Player", instead, you 
will control the "UI" of the "Game", and your aim is to help the 
"Player" to beat the enemies and get higher goal. 

Tag : Tag : 
Intro : Intro : 

OverviewOverview
Puzzle  Strategy
In this game, you are an animal merchant selling animals. You 
have to pay attention to the number of animals which keep 
reproducing to make sure your raft will not sink. 

Tag : Tag : 
Intro : Intro : 

OverView OverView 

———————————  Feedback  —————————— ———————————  Feedback  —————————— 

Jian Junren
(Devil_ovo)

Programmer

If you are UIIf you are UI

Manupulation

Cargo

Different

Attribute

Point

Jian Junren
(Devil_ovo)

Planning
Programmer

FeedBACK From Others FeedBACK From Others 

use it to trap enemies

 it will burn on fire, and ignite boxes nearbymade of rock, indestructible.

it can help you jump much higher or 
rebound bullets from enemies.

Platformer
In this game, your only goal is to deliver packages to the guests, 
though there are many difficulties you need to face on the roads.

Tag : Tag : 
Intro : Intro : 

OverView OverView 

Mechanics DesignMechanics Design

Feedback From OthersFeedback From Others

No

No

Yes

Yes

You could highlight the skill to tell "player" to use it. Also you could 
refresh the CD of skill.
When "player" is close to death you could add HP to him. And you 
can add point secretly, too.
Each enemy has the corresponding skill to cope with.

Player(UI) could 
see the input of 
Player(Game), and 
his suspicion level.
If suspicion level is 
too high, game is 
over. So try to be 
careful to cheat.

Player(UI) could see 
what player(Game) 
is thinking  when 
you do something. 
For example, if you 
give correct tips, 
player(Game) will 
be thankful.

What you can do? —— Press Button Of UIWhat you can do? —— Press Button Of UI

ManupulationManupulation Food Chain DesignFood Chain Design

How to get feedback from "Player"How to get feedback from "Player"

Control
UI

Help Player

Game
Over

Player
Dead?

Player
Suspect?

Mechanics Design Mechanics Design 
No

No
Yes

Animals will breed when there’re two, but a single mushroom can also 
breed.
They will breed only on their own raft, won’t breed on others’ raft.
Bear and Wolf will die in Mushroom raft because of poisoning.
Animals and mushroom will reproduce every 15 seconds, while chicken 
breed every 20 seconds.
You can try to take one’s natural enemies to their raft to reduce the 
number.

Tranfer Animals Control Numbers

Mission Failed

Raft sink?

Number
Enough?

WASD MoveWASD Move

C To Put DownC To Put DownC To Pick upC To Pick up

GameJam 3 / 3GameJam 3 / 3
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