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Memory Odyssey

Game Producer: Jian Junren (Devil _ovo)

Art & Code : Jian Junren (Devil_ovo)
Render Pipeline: Built-in

Overview

. Introduction

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

- How to play

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

- Story Outline

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".

—

Made with: @ 7‘ ﬂ @

Referrence & Inspiration

Society Background

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

- Aging problem in China

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.

- Lack of Terminal care

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.

- Art Style

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

- Art Style

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

- Story Structure
Story plots

F

Story process

Game mechanic(To the
moon)

7
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Game Mechanics

Critical Objects Design(plan & fact)

Critical Objects (Initial Plan)

Critical Objects (Fact)

- . . . .
Levels Outllne & Play Loop Name ScenelD Type Attribute How to use | Story behind Name ScenelD Type Attribute How to use | Story behind
i e scene appearance to cure heart . e scene appearance to cure heart
pill % Critical change g disease pill w Cratical change / disease
p— ‘ross foggy area symhol of light, §, 5 cross foggy area symbol of light,
lamp 01 Critical unlock new area cross lamp 01 Critical unlock new area 3
H . i i in_scene02 remove the dark in scene02 remove the dark
SCGnGOO(SICkrOO;T\). |nd|ca::e t}t‘\s crje;l WortldbSWTChl . — [mimmwmm ~heslehiis 02 Critical siilodk fiew Bned Gk i Sgesaanatl ul\mv::li.(l\kzﬂw a rheetchair s e rent NET . , le“ysjj.:mi“w a
camera pOS|t|On O Interact wi Imerent o JeC s.Itis Interactive with Object — scene appearance g scene appearance .
. . Eiisshipa ke glasses 02 Critical T / glasses help to read = 02 LCritieal ; 14 help—t
also the only way to go to other scenes in game station. change “hang.
enter, breath mask 02 Critical unlock new area |can dive in scene0l on a surgery breath mask 02 Critical unlock new area |can dive in scene0l on a surgery
Scene01 (OIZhEImer): Ind|Cate the memory in Old lt ISa photo 02 Critical unlock new area 2 phato of the love photo © “rtroat tmHoch—TTeT T photoof—the—tore
trad|t|ona| 2D‘r0”|ng game- Olzheimer( ID: 01_old age) Mi“'e"’vf'a’::y‘(c"g;:i':“""“59’ Cky Piea ID: 03_childhood) flower seed 02 Collection construct consume in scene03 tavorite flower flower—sead 02 Collaction opstruct in sconel: favorite flower
2D-rolling game Data Connected Hatotilalie Data Connected consume material to rebuild your
survive and find the key item collect and buy key item mermory -
N tree seed 01 Collection construct consume in scenc04 tree in hometown tr seed 01 Lollantion construet sans in—seanall traa—inhamat
SCGHGOZ(MISSteI’y Vlllage)' Indicate the memory of middle rope 02 Collection construct consume in scene05 | build some toys Candy 02 Collection construct consume in scene03 h”“"ﬂ:ﬁr; l‘:g; fro
age' FInISh taSkS Of anS, remlnd Who they are and €arn branch 02 Collection construct consume in scene0f 1!!]:'“1']:::: ﬂof ’:)i’:]kii;f Wooden board 02 Collection construct consume in scene03 | abandoned woodboard
money. . & < really love it when 4 = 4 A i really love it when|
ballon 02 Collection construct consume in scene07 be was 5 fehild PaintTub 02 Collection construct consume in scene03 b wae s shald
. . . All memor n . N o : . an item to play n . o . . i an item t lay
Scene03(Cky P|ea): Consume materla|S bought N b LT [one(tedg paper ring 03 Critical finish game get tips in scene0l Hgiise PR o LCoitiaal Ik bt g a1 Al 1 ;:m;’ piay
. . T, o ' key of the door in g g % key of the door in
scene02, build the memory of the childhood. key a Critice) Findsh gano / the reul world key o) e ti] finish goue i the real world

Levels arrangement & sketch

Levels Progress

Critical Items Logic

Old age 2

: Sickroom(real world)
Olzheimer (ID: 01) H

- @ get“ begin area '

Playstation
(Sickroom)
Scene Eat
back to normal Pills(Olzheimer

Y ]
Defeat o underwater | 1
Spider(Olzheim e area [ Atmosphere: dying, dark

Level ilfe_t; ye

Olzheimer(ID: 01)

drown(Olzheim i

Playstation(Sic '

kroom)

Missery Valley (ID: 02)
Dive
gear

@

paint
tube

wood
board

.

Artstyle: 2D, lowSaturation

Missery Valley (ID: 02)

begin area

More Three-fimensional

mist area
more area

Cky Piea (ID: 03)

Finish Playstation( enter different scenes) Level plan sketch

tasks(Village)

Get Dive
Gear(Village)

Playstation(Sic
kroom!|

\ 4
Middle age

Remind of
NPC(Village)

=
AISSHER Y

Earn
money(Village)

i : VALL Ei K
ﬂr;r:éuegrm Playstation painted fence 2 3
(Sickroom) &

water(Olzheim
o)

Lighten light
on
tombs(Olzheim

ballon
decoration
m

Sickroom Scene(ID: 00)

sickroom

Atmosphere: busy, occupied

Playstation
(Sickroom)
Build childhood
item(Cky piea)

emind all memory
in old age

Album(Sickroo
m)

Find a
key(Sickroom)

vending
machine

Artstyle: pixel 3D, Colorful

Kongming
latern
rise(Qlzheimer)

Fog has been
removed

More Three-Himensional

emind all memory
in old age

emind all memory’
in middle age

Scenery sketch

Blackboard( show progress of game)

Cky Piea(|D: 03)

\

=
5]

Find the key _|
behind the photo

Exit room &
Game End
(Sickroom)

Atmosphere: dreamatic, peaceful

get Artstyle: Toon 3D, Colorful
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Level DQSign Olzheimer(old age)

- Overview

Sickroom (real world)

- Overview
Playing method:
"W" & "S" to switch the position of view.
Interactive with objects by mouse
cIiclking.

R R

|
§ ] E_J ar

S~

- Game Event

- Game Event Details

y « [l

: Firstly, player has to eat pills to recover A craw will pass by player, which indicates A giant spider who loves to eat memory of
— i from the dying state, which also affects the the death of god. people will block the way. After breaking its
, g o 1 " scene of sickroom in the real world. two legs, it will flee away.
g i

| S
A

At first, the player's view is dark. After eating Player could interact with highlight objects Player could go to different memory region
the piIIs , it will return to normal. to get more infomations. through play station on the table.

&

b 4
\
B ‘ (After getting the dive gear in the At the end of the game, player encounters After that, player reachs the end of his life.

Everytime player get a new information, it When player collect all memory piece, player Finally, player opens the door and go to the  Misstery Village) Player could become fish a grave, and needs to put down the lamp And kongming lanterns are lightened.
would be shown on the blackboard. will find a key behind album. heaven. The game is finsihed. and dive into water and get the |amp to see the name on it. » Memory Odyssey 3/8




Cky pieal(childhood)

Level Design

Misstery Valley(middle age)

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

Coin

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

Player

Orthographic view of the whole scene

TUN) | -
———

- Special Location on scene - Overview T
. . . B b
Playing method: Comsume items from middle age to
@ Born point e Outdoors Market 0 Bridge opposite ) build facilities through ul
Main way for player
- Build Object Details
1 Ballons 2 Rocket =
291 41 4 391429 , .
o other Scene(forest) e River side o Fog area(|0cked) / 4 & / £ & e hinet T can consine g candies, pﬂl\ﬂ,Tuhﬂ%ﬁmnﬂﬂmrﬂA
Way to other scene Vending machine view
Bird's-eye view
- Game Event Details
3 Building Block 4 Work bench
R e 0oP1 424 A 4
- - Pre:/uiew of the building Object
190424 £33 4

- e G e e - B
—— s A e G 2 s . gy,

8 Grass & Flowers
291 451 ¢ 291404

/

Player find a weird dive gear at At the bridge, player will Player will meet a young boy Merchant is selling items such
the corner of the house. After encounter a shadow(broken right by the river. He will tell as candy, painttubes and
picking it up, player can dive in ~ memory). After finishing the  player how to repair the bridge  woodboard which can be used
the old age. task ,it would recover. to go to new area. in Cky Piea.

f
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Character Design

Character design(Player)

Playerinput

- Old age(Sequence Animation)

TTTY®
TY??P®

Mlddle age(Sequence Animation)

Enemy design(Spider)

TYY

- Spider

if(distance <= atkRange)

{
if(!isAtking)
{
isAtking =
anim.SetTrigger
LegBeginToAtk();

ishppear =
anim.SetBool("i

- Spider (Rig & IK)

rn = G ct.FindWithTag("Player”). transform;

targetPos = IK.po:

(co: r2D other)
1f(other.gameObject . CompareTag("Player”))
FuentHar callTransitionEvent("scene
¢ if(other.gameObject.CompareTag(
Lf (isAtk)

{

if(isAlive)

- Spider (Weight of Rig) * Animator Logic

PlayerInput()

inputy) * moveSpeed;

deltaTime);

IEnumerator AtkPlayer()

isAtk = ;
startPos = Ik.position;
targetPos = Ik.position +

playerLastPos
Ik.transform.
yield returr

Ik.transform.DOMove (playerLastPos

Ha callPlayerSoundEvent (E_SoundName.SpiderAttack);

yield return r WaitF (

Ik.transform.DO startPos,

yield return

isAtk = f

Character design(NPCs)

Character background design

%D Sunny @ . Ashy

Hidden ID: nephew Hidden ID: wife
Merchant

% m %D Cloe

Hidden ID: colleague Hidden ID: brother

[] Nina [ EE

Hidden ID: sister Hidden ID: aunt

Merchant

. Hoang
Hidden ID: friend

[]old John
Hidden ID: uncle

Dialogue design

Name DialoguePack Index

Dialogue_content

Nina 1-1

DialoguePack_Index Dialogue_content

Eldest brothor. Let's catch the buttorfly.

But for

21 1 heard that there are lots of huttorflies across the river.
the thick fog, it is inaccossible nov.

Sunny 1 wonder when e con

dispol Uiat fog. Maybe a light?

Wait? You lighten the Light? You did it!
Now we just need som woodboards to repair the bridge.

How to realize
View of Inspector

Data Storage

Ot Soon we are able (o g Lo butterfly valley Lo catch theat

Today 15 n good day! llave you sen sx? Sha ting for you.
Merchant Wang 71 Or do you want 10 buy or ~ell somcthing?
Ok, see y
= Fiching i> banclical T
Old:John el TR

DialogueFunction

IEnumerator Dialog!

isTalking
1#(¢saloguestack. TryPop(

. ult, npe.face, npe.n)
dialogueText;

hasToPause;

88 |isTalking)

FillDialoguestack();
isTalking

ek . Pusl As;umm,-m]w,

Daily routine desig

Navigation mesh

durationTime;
Vector3 targetPos;
E_NPCState stateAtStop;
interactable;

d UpdateNPCData(int index)

isMoving = true;
interactable = H
nowNPCData = data.schedulelList[ind
targetPo nowNPCData. targetP

th path ew N h();
nav.ResetPath();
nav.CalculatePath(targetPos,path);
nav.SetPath(path);
anim.SetBool("is
anim.SetBool(

}
U

nav.ResetPath();
nav.CalculatePath(targetPos, path);
nav.SetPath(path);

Bool("

Routine design on plan

Routine sheet

= Duration/Fach Sate Vovcmen tPos
s = or
Nima
= i Yes
0 E] Teriaon Standine Yox
1 20 Lot ght Standing Yes
Suniny
15 Ex) LefiRieht Standing Jes
s 2 Lot Standing Yor

Merchunt g

01d John

Mam Function
1 UpdateNPCNextDestination()

if(time >= nowNPCData.durationTime)
{
scheduleDatalndex++;
if(scheduleDataIndex > data.schedulelist.Count - 1)
scheduleDataIndex = 8;
UpdateNPCData(scheduleDataIndex);
time = @;

| SwitchAnimDirection()

anim.SetFloat("Dir
anim.SetFloat("DirY

.Normalize(nav.steeringTarget -
.Normalize(nav.steeringTarget -

.transform.position).x);
.transform.position).z);

ArriveDestination Function

esination()

IEnumerator Wandering(

originalPos + v; istance(ihis. transform.position, targetPos) <= stopDistance)

(timeSpan); ving ‘
interactable = nowNPCData.interactable;
anim, setBool( )3

nav opped = t

if(isTalking)

re

(timeSpan);

TEnumerator LookAround( direction)

time += Time.deltaTime;

isPlayingAnim
i 1o

Anim || nowNPCData ==

|| isMoving)

yield return r

anim.Setfloat(directiol

y return timeSpan);
layingAnim = f
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Visual Effect Design

One-bit artstyle Gaussian-blur
need one C# script and two shaders need one C# script and one shader

Effect Comparison Capture RT(C#) Dither shader critical codes Effect Comparison Blur shader critical codes Blur C# critical codes

ight
ight[in

Real time reflection water(Planar Reflection)

Transform Matrix(C#) Vertex Part

vert

need one C# script and one shader

Complete Effect Display

eenPos
flectlevel

rldNormal = UnityOk

W * unity_WorldT rmParams.w;
worldNormal, worldTangent) * tangentSign

worldTangent.x, wor a 1.x, o.worldPos H

worldTangent.y, i .y, worldNormal.y, o.worldPos.y);
worldTangent.z, worldBin 5 r1dP



Workflow Design Programming Logic

- Coding Files Overview - Communication between Scripts

Basic elements: Mgrs, Datas(ScriptableObjects),
Art Assets WorkFlow Objects, Eventhandler,Ul(Panels)

Coding : Object-oriented programming

Data
(Scriptable Objects)
e

 Overview

2D Texture [====Deduce=~=# Primary Model [=== =P Paint Textures FCombine Objects & Texture Baked=#» Reduce nums of materials ——Impor 7
f Manager
Combine Objects & Texture Baked Game Engine s
I Evi Call .
(Dzﬂls) oAk B ol Evert 8\:{::;;
Objects in scene  [M—lmport— Prefabs [%-become—] Final Model [ == —add scripts/shader === Add Animation [ -rigging & recording— =] Intermediate Model
- Example 1: Buy item event
InventoryBagData_SO PlayerAccomplishData SO
+ inventoryList t bool isEatPill
+ GetInventoryltemInfoFromIndex il
[ ]
Step1-1 Step2-1 Step3-1
TradeUl et odeastarc) ; Inyentoryl/1
Call cvents y Dispatehevent | Call event EventHandler(static) Disparch event Ventory
bmSure.OnClick = F————=——-=——— = — data 1l 3 ’ ) - RefreshPlayerBag()
Import Blender | [—— Modelling : OnSelllemSuccessfuly(
j l J - ]‘u > P Individuall Dispargh event
LJJL ULJ Y — - ¥ ) l'ind ajnd call
!‘ [ pam— Step1-2
Eﬂ i » Step1-3 Step3-2
\ . S ORI v tHandler (static) it PoclMer SlotUl
| [ 2. seeneSoundList,_SC &l D - o
- R sau : BOULH i SAlaiSonnd Ffee + Refreshlnfol)
Combine Objects Texture(In Ps) Knife tool (Blender) Model (Blender) Prefab (Unity) Plag ' '
[ ]
- Example 2: Floating Ballons(vertex color and vertex animation) ScencSoundList S0 SoundDetailsList S0
. . . + sceneSoundLi + soundDetailsList
Effect Display in game Ballons Floating shaderLab T s

Step2-1: DataMgr ( EventListener+CallEvent) nventory Ul (EventListener)

OnBagItemChangeEvent()

Step3-1: |

Step1-1: TradeUl (BtnListener +CallEvent)

{
OnBuyTtemSuccessfully( nfo info, money, i RefreshInventory();

i=90; i< ba a.i st. H
Parse(inputField.text) * info.pricelosell, . e (inputField. text)); = 2.1 ISBLaERAL A SLIVERtORYEL S COUL B &)

el1Thing) ;
i RefreshInventory()
if(bagbata.inventoryList[i].index == info.index)
Parse(inputField.text) * info.pri v, Lnt.Parse(in )i { for (int i = @; i < slotUis.Count; i++)
bagData.inventoryList[i].num += num; {

slotUis[i].Init(inventoryData.inventorylList[i]);

LY _
ex Color in Blender

universalData.money -= money;

rt

Step1-2: MusicMgr (EventListener) DatalList(Inspector) R LR e ek
2 F;l _’. 1 i
i OnPlayerSoundEvent(E_SoundName soundName) - Bubl void Init(Invent T
: if(bagData.inventorylist[i].index == -1)
~ soundDetails = soundDetailsData.GetSoundDetails(soundName); = ooy - { if(itemInfo == r 1 || itemInfo.index == -1)
z bagData.inventorylList[i] = info; ¥ i :

bagData.inventorylist[i].num = num; » .
imgIcon.sprite =

-,
imgIcon.colo Color(e, @, 0, 0);
txtNum.text 5

universalData.money -= money;

. ler.CallBagItemChangeEvent();
s soundDetails) r.CallBagItemChangeEvent();

obj = GetPoolObject(); i nizatie N _' - _—__— info = itemInfo;
obj.GetComponent<Sound> () .SetSound(soundDetails); un?ve"salData.ur_ndy = bagData.GetIr_\vantur»_\/ltemlnFoFrc?mIndex imgIcon.sprite = itemInfo.icon;
obj.SetActive( )3 universalData.paintTube = bagData.GetInventoryItemInfoFromIi 5

= rue);

2 : . . . universalData.woodBoard = bagData.GetInventoryItemInfoFromIndex(8).num; txtNum.text = itemInfo.num.ToString();
StartCoroutine(DisableSound(obj, soundDetails.soundClip.length));
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Summary
Plan VS Reality

- Difference

As we can see from the differences between the two tables below, | 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, | worked on
different aspect of development at the same time.

* Reasons

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

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

» Schedule(15 weeks)

Feedback from others

« In Fact(20 weeks)

Feedback keyword diagram

Name: Ma Sile

Occupation: Game Designer
Feedback:

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

Anyway, as a demo, it is
acceptable.

e
Name: Chen Tianlang
Occupation: Game Programmer
Feedback:

| really love the different artstyles
insides the game.

However, | think guide in game
are weak.

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

What I learn from this project

- Workflow Improvement

| develop and improve my own
workflow about art assets and
codings.

Also | realized the importance to
build a coding structure in advance.

- Shader Development

| have learnt how to use shader
to create interesting visual effects
through OnRenderimage.

Such as planar water reflection and
one-bit art effect.

Other Problems in projects

- Incomplete Story
My whole point of my game is to narrate a story of an old man. But due to

the limited time, | only made a small part of it. And this makes the game less
attractive and fun.(e.g. page 2 Critical Objects Table)

- Coding Management
| 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.

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

Receive no shadow
- Performance optimization
In this project, | 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.

Future & Hope

- Story Board

When | have spare time in the future, | 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, | need to create a complete and touching script.

* Indie game in future

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

®  Memory Odyssey 8/8



Tag:

Brigf Introduction :
You enter the nightmare and you have to face your heart demon.

Video(Quick lsook around 2 mins) :
https:/youtu.be/50UK0401B1k?si=8AZ 1 rPY7hw2BuNw5

Vidgo(Wholg procegss around 9 mins) :
https://youtu.be/26c—BbQJDxM?si=DXXTugFYUTLxTj82

Gamg Pownloaded in itech.io (around 160MB):
https://devil—ovo.itch.io/nightmare

PubTlished on 14/10/2023 by Devil_ovo
Nightmare 0/ 8



LITTLE

NIGHIMAPES

Swift Platform Ahti
*= BGM: Red Glow Tunnel Rush|

Style: Elegant Solemn




Nightmarevyv

New G

Continug

Weird painting on wall A dancing girl sculpture

Baseball machine

Break Blackboard

@ : Music D(a)xpiggE

Music Data List

Element 0
Music Key Main Menu_BGM
Clip & Mainmenu
Volume 0.8
Element 1
Music Key Thank Scene_BGM
Clip [T
Volume 0.8
Element 2
Mu e Magnet_ BGM --..
Clip n (0]
Volume
Element 3
Mu (e Base Ball_Machine_BGM
Clip 74 Baseball_Machine @ @ Boss

Volume

Final Result

Element 4
Music Key Bear_BGM ®
Clip £ Bear
Volume Q7
Element 5
Mu ey Beetle_ BGM
Clip

Volume

in Blender in Blender



©— Piano

Boss Stage Two

Defeat Boss Arrive Piano




Floating

Basic Layer

Jumping

Any State - Purifyitem

Dashing

StrongHit Movement

Upper part Body Layer

Exit

Shielding

Any State

BeforeThrow

BeginThrow

Layers Parameters

a
Inputy
Jump
OnFloor
Dash
StrongHit
Extractltem
BeginThrow
isFloating

isShielding

is

Purify

Humanoid

Flashing Example

Floating Example

W9 Trail_Smoke
& Trail_Smoke
) Trail_Dark
@ Trail_Light

2 Trails

Trail_Distortion ShaderGraph

SmokeTrail ShaderGraph

Unshield Rock fall Examplef

Throw Object Example

Rock fall Core Code

down * dropSpeed *

~3 CaculateTargetPosition() Caculate Targe 1

en.height / 2);

return hitInfo.point;

i

return

or ThrowItem() mrow Obj Core Code

f (!isThrowing && !isShielding)

sThrowing = ue;
andler.CallPlayerExtractObj( , null);

ler.CallSoundTrack(E_SoundEffect. Throw_Player);
anim.SetTrigger(

yiel

throwItem.SetTarget(C

isextract = f
isThrowing =
throwItem =

v'. Nightmare 4 / 8



{

Purifying Example

-
o

Core Code

TEnumerator Purtfycoroutina()
1sGenerat ingyex)
i sGenerat LngVFX =

Instance.Getobj("shockuave”, target.position);

. CallSoundTrack(E_Soundeffect. Underpurdfy);

(0.5F);

Strong Hit Example

DistortionWave_Shader Graph

ShockW?ve_VFX Graph

+ Output Particle Unlit Quad

o Focalfoint ¢

Face Camara Pocition
® Magrification

¢ IEnumerator StrongHit() StrongHitCore COde
if(!DataMgr.Instance.isOutEnergy)
{

DataMgr.Instance.EnergyCost(strongHitCost);

anim.SetTrigger("StrongHit");

EventHandler.CallSoundTrack(E_SoundEffect.StrongHit);
oat offset;
for (int i =@; i ¢ 3; i++)
{
offset = Random.Range(-0.2f, 0.1f);
GenerateViusalEffect("Smoke_Forward", .transform.position +
.transform.forward * (smokeForwardoffset + offset),
.transform.rotation);
+
GenerateViusalEffect("Smoke_@1", .transform.position);
yield return new WaitForSeconds(@.7f);

GenerateviusalEffect("Rock Crack 1", .transform.position +
.transform.forward * particalSystemOffset,
.transform.rotation);

GenerateViusalEffect("Point_Light", .transform.position +
.transform.forward * pointLightOffset.x +
Vector3.up * pointLightOffset.y);

GenerateViusalEffect("ShockWave", rightHand.position +
.transform.forward * shockWaveOffset);

for (int i'='@; i < 25 i+¥)
{
tmp = Random.Range(1, 4);
GenerateViusalEffect(“Decal Crack_e" + tmp.ToString(),
.transform.position + .transform.forward *
(decaloffset + tmp * ©.1f));

Magnet In Game

Baseball Machine In Game

hepEshEsl Baseball Machine Core Code

if (player == )
return;
if(canFire)
transform.rotation =
Quaternion.LookRotation(new Vector3(player.transform.position.x - transform.position.x
, @, player.transform.position.z - transform.position.z));

r(Collider other)

Bullet Core Code

if (other.gameObject.CompareTag("shield"))
{

Eve ndler.CallSoundTrack(E_SoundEffect.Baseball HitShield);
isHitThing =

rb.useGravity = 5
rb.velocity = Vector3.zero;

PoolMgr.Instance.GetObj("Spark e1",
StartCoroutine("DestroyMePlz", @);

.transform.position);

IEnumerator OpenAndCloseShield() C
ore Code

if(!lisPlayerEnterShield & !isShield && !isDead)
{

EventHandler.CallSoundTrack(E_SoundEffect.Shield_Magnet);

isShield = true;

vfx.gameObject.SetActive( )55

vfx.Play();

coll.SetActive(true);

yield return WaitForSeconds(15f);
coll.SetActive(f )5
vfx.gameObject.SetActive(false);
yield return aitForSeconds(2f);
isShield =

Spawn

BuIIetSp?rk_VFX Graph

%
i
Par pare 4 Initialize Particle

bacoroea

1
# Update P

=t

¢ Output Particle Quad

Datau
Dataay

aes

PBR

Setting Dissolve_Shader(Dead)

Vertex

sk

Defaul
Tangant

v

Fragment

Bear Script

onplayerextractoby( isextract, playerThrowob)

f (iséxtract)
+playerThrow0bj - playerThrowObjs

onPlayerThrowobiDestroy()
.playerThrowObj H
DecidewhatToDo()

reverseTime += Time.deltaTime;
skillTime += T deltaTime;
if (playerThrowob] |- & reverseTime >- reversecotime)
{
if (Vectors.Distance
(this.transform.position, playerThrowobi.position) <= 8f)
{
ver er.CallReverseplayerThrowobj( transform. position);
startcoroutine("K 1b37)
reverseTine - ;
return;

}

if (skillTime >= betweenskillcDtime)
{
startCoroutine(” Throw0bj");
skillTime = ;

Throw Obj Script

OnReversePlayerThrowobij(Vector3 bearPos)

if (Ve Distance(bearPos,

{

.transform.position) <= &f)

setTarget(playerctrl. transform. position);
isReverse = true;
Destroy( -gameObject, 15f);

tor DeadEffect ()

T -
dler.callSoundTrack(E_Soundeffect.Dissolve_Enermy);
F(VFx 1= )

VFx. gamebiject  SetActive(Lrue);

.deltaTine / dissolveTine;
t("_DissolvcAmount”, t)

olMgr. Instance.GeneratetiealthObi
(healthObjshum, ~transtorn.position + Vector3.up * healthObjsGenerateYOftset);

Destroy( gameObject, 1f);

; D?ﬁ Nightmare 5/ 8




Laser Attack Example

Beetle Animator

Fan Attack Example

Main Part of Laser_VFX Graph

HitGround Example

CubeRow

Meele Attack| VFX Graph

Meele Attack Example

Key Part of Particles Trail_

o +




Smoke_NoForce _Example

VFX_Data Structure

[Crea < fileName = "VisualEffectsData SO",
menuName = "VisualEffectsData SO/ VisualEffectsData_S0")]

VvisualEffectsData_SO : ScriptableObject
¢ List<visualEffectsDetails> visualEffectsDetailsList;
¢ VisualEffectsDetails GetVisualEffectsDetailsFromName(st g name)

return visualEffectsDetailslist.Find(i => i.name == name);

Smoke..VFX Graph

Conitant -

% Qutput Particle Quad

oo
Filbbook Snd

v
Toxture 20
Additive

Over Uife

e
Multiply (Vectard)
o Floaiig Stmigih ¢ @'——___
- 2
e
s =

® Movespeed ¢ ©

a7

Visual Effects Detals List
Total Time (Per-Pa Raricon Nunibe:

Add (float)

Multiply (float) &

* RolateSpeed ¢ @

PoolMgr Core Code

GameObject GetObj(string name)

if (poolDic.ContainsKey(name) && poolDic[name].poolList.Count > @)
return poolDic[name].GetObj();

else

{
GameObject obj = .Instantiate(ResourceMgr.Instance.LoadObj(name));

obj.name = name;
return obj;

C GameObject GetObj(string name, Vector3 pos)

GameObject GetObj(string name, Vector3 pos, Quaternion rotation)|..

Current

Example In Game ObjectMoveWithTarget_VFX Graph

T4

Initialize Particle

Rotation Offset (Set /

Get Attribute: ant
Current

xyz
Larp (Vector3)

BN N

Blackboard Crack Example

(Collider ather) Example: Fan Script
»

if (isAtk && other.gameObject.CompareTag(”Player

PlayerCtrl player = other.GetComponentcPlayerCtris();

i+ (player 1=

{
Jatavgr. Instance.PlayerLifeLost(atkpersecond * Time.deltaTime);
player.PlayerGetHurt();

Example: Fan Trigger

TxplodeMyself ()

Blackboard Crack Model | - Blackboard Scripts

t in transfora)

T.GetConpanent
)

(Randos.Range(minkarce, maxForce),
1odekadius)

nge(minforce, maxrorce)

aBreak :
EFact.BlackBoardareak);

Control Panel Setting Panel

isMute
Whole
BGM

SoundFX




re with author, and i a / ; z TG s
216744 total vertices, 566835 total indice 8 ] giale totaliindices

Play Focused + Mute Audio Stats Gizmos ¥ Play Focused ~ Mute Audio Stats Gizmos ¥

Statistics Statistics
Audio (suspended): Audio (suspended):

DSP load: 0.1% DSP load: %
Stream load: 0.0% Stream load: 0.0

Graphics: - FPS (Playmode Of Graphics: - FPS (Playmode Of
CPU: main 31.2ms render thread 10.6ms CPU: main 17.0ms render thread 7.8ms
Batches: 1444 Saved by batching: 0 Batches: 1146 Saved by batching: 0
Tris: 863.9k Verts: 1.4M Tris: 355.0k  Verts: 621.6k
Screen: 1920x1080 - 23.7 MB Screen: 1 %1080 - 23.7 MB
SetPass calls: 288 Shadow casters: 1026 SetPass calls: 322 Shadow casters: 779
Visible skinned meshes: 0 Visible skinned meshes: 0
Animation components playing: Animation components playing: 0
Animator components playing: 0 Animator components playin

Ihis painting style is so

en Beetle Rigging

Animation in Blender
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Platformer

Atmospheric

Adventure

Developed

le at:
ideo(imin) at: hittps://youtu.be,

Whole Process Video[4min) at: https://voutu.b
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httr

by Devil _ovo
ys://devil-ove.itch.io/daydr
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Basic iInformation

Producer : Jian Junren (Devil.ovo)
2DArt & Code : Jian Junren (Devil ovo)
Render Pipeline: URP

2023/11/01 — 2023/11/18

Duration :

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

-Ambition
Though the game mechanics is simple and traditional, |
still want to make some innovations on this game.

Finally, | decide to enhance the game by storytelling. |
focus on 2DArt(especially animation design) and turn
this game into 3D to give surprise to the players.

-Story Outline

You are a kid who dislikes study and have great
imagination.

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

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

A\

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

Sometime when | stare at my textbook for a long time, | 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.

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

tAAre
e zameeN | - 1
EPAr4 o "

')
s trceanik e

SUPERLILINAL
T a1 L]

‘.

Word Game

Pedestrain

. Game Control & Loop

Gontrol:

AD—Move Space—Jump Playergoy —— _ _______ p Collect
L_oop: forward l' ltems
The game loop is simple. Player [
try their best to arrive the
destination to finish the level.
. Unlock Finish
Of course, if they want, they | yow Level | evel
could collect all the crowns.
-Game Progress
Bees Jump Puzzld laden Hidden Box(Flying) idden
row row
¥ ¥
1 1
Begin
1 Comma Jump Puzzief—™ Pig Puzzle Snake Time Puzzle
Game l
Wake up Finish Level Ocotpus Level Integrated Level i
' i
1
i
Ink Box Jump :
Puzzle :
i
_____________________________________________ 1
- Difficulty Curve

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

A . . © .
Main Path ' Hidden Path

BeginGame GComma Puzzle

'P'\q 'PIUEZIQ

Snake Puzzle

Intregrated Level Octopus
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Level mindmap

Level Unit

Leweﬁ Unit

Hidden Space Unit

Enemy & [tems distribution map
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-Jump Puzzle Design(in Unity)

Cormma Puzzlel

-Whole Level Design(in Unity)

Enemy
Bee Comma
Pig Snake Octopus
Platform
background ground moving cloud
hidden cube hidden cubel(ink) water(dead)
fire(dead)

Special item

crown health bag invincible fly

Level Design

Begin point End point
Time puzzle Jump puzzle Hidden area * ?EM@ ?@ZE&,@ @%gﬂgﬂgﬂﬂ wnﬁﬁy?
Main path Hidden path

? DayDream 3/5



- Pig Danger: W W W -Octopus Danger: W W W

A Kind of enemy that only appears and attack when player comes A Kind of enemy that only appears and emits dangerous ink
close. After its appearance, It would chase player to the end of bubbles when player comes close
the time. Ps: Bubble could make the hidden block become visible.

. .‘ .‘ .. .O
) 9 9); J o) 9)
.‘ D ) '” ' )
% ¥ B

omma  Danger: W W
A Kind of enemy that only appears and attack when
player comes close. After attacking, it would die.

-Snake Danger: W W

A kind of enemy that only appears and emits fire when player

3§
).
JJ

DO ARG K K

S
3]
D)),

bR PN E R X

JoF 3 PO NEH KX

%
%
.
P
s
s
%
!
%

""'@?@g@ SO U R XK X
0 P OV TO A K K X
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linking Effect{Post-processing)

Vignette Effect Blur Effect

Core Code :

e IEnumerator BlinkAndDark()

{
float t = @;
while (t <= 1)
{

_depthOfField.gaussianEnd.Override(t * 3);
t -= Time.deltaTime;
yield return null;

_vignette.intensity.Override(t);
t += Time.deltaTime;
yield return null;

s

t=1;

while (t >= @)

{

t - o;
_depthOfField.gaussianEnd.Override(@);
while (t <= 1)

_depthOfField.gaussianEnd.Override(t * 3);
t += Time.deltaTime;
yield return null;

_vignette.intensity.Override(t);
t -= Time.deltaTime;

yield return null;
_depthOfField.gaussianEnd.Override(3);

D Scene(RenderTexture)

3DBook ————> 2DScene  Method:
= Extra Camera ————>> RenderTexture
RenderTexture ————>> MainTexture

= RenderTexture
[ BookRenderTexture
[%5 BookRenderTexture_1

: ‘:,‘omewmk BookRenderTexture

11

Epghish Homewsel

MovingFonts : MonoBehaviour

ic Vector2 speed;
Vector2 strength;
TMP_Text textMesh;
lesh mesh;
te Vector3[] vertices;

.GetComponent<TMP_Text>();

textMesh.ForceMeshUpdate();
mesh = textMesh.mesh;
vertices = mesh.vertices;

for (int i = @; i < vertices.Length; i++)

{
Vector3 offset = Moving(Time.time + i);
vertices[i] = vertices[i] + offset;

}

mesh.vertices = vertices;
textMesh.canvasRenderer.SetMesh(mesh);

Vector2 Moving(f t time)

return new Vector2(Mathf.Sin(time * speed.x) * strength.x, Mathf.Cos(time * speed.y) * strength.y);

Name: Huang Yuxuan (Joiz)

Occupation: Technical Artist
Feedback :

| 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.

| learn from it

- 2D Animation{Adobe Animate)
From this project, | learn how to use shape interpolation(in Adobe

Animate) to create sequence animation.

H m 1

#
-

&1 Octopus_ldle
] Octopus_Attack
Q X20ctopus_eyes
l{] X20ctopus_body
& X idle

Q ¥_referrence

FEEHEEHH

& X_referrence_1

4 Y

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

B

‘\maﬁ‘\naﬂom
| also want to create cool effects such
as a vortex made up of words.

?% DayDream 5/5



GameJams ! ! !

- Basic Information - Basic Information
Date: July 8th - July 10th Date : September 30th - October 2nd
Event : GMTK 2023 Event: Ludum Dare 54
-BRASIC INFORMATION Ludum Dare 53 JAM .9_ Team Members - Team Members :
Date : April 29th — May 2nd Jian Junren Wang Peiran J(ign J_Iunre? V\zang Pe;zf;n
. (Devil_ovo) (sansen54) evil_ovo sansen
Event: Ludum Dare 53 Planning Planning Planning Planning
Team Members : Monster Design Programmer Art Pesign
~ - Programmer Skill Design i
Jian Junren Wang Peiran g fnimation Pesign lsgver Design
(Devil_ovo) (sansen54) . . Available to Play (Web): .
LEVEL DESIGN Aval.lable to Play (Web) . . : 3 / ) 4 Animal Merchant
PROGRANMER ART DESIGN https://sansen54.itch.io/if-you-are-ui https://devil-ovo.itch.io/animal-merchant
Available to Play (Web): ' - Overview - OverVigw
https://sansen54.itch.io/heres-ur-package Heress ur PaCkage Tag: Platformer Tag: Puzzle Strategy

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

Intro : In this game, your only goal is to deliver packages to the guests Ncahemies :
! ' Design!
though there are many difficulties you need to face on the roads. J

Intro : 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.

Mechanics Pesign

. AT T TRRT TOTe AT TOVe Jam. Control - What you can do? —— Press Button Of Ul v b
MECHAHICS DESIGH bod 'more Jdam [ iove JJam Jam ig wi Ul > ; ) ) Tranfer Animals » Control Numbers @

DIFFERENT| o oo enerny . V| [RIE] weve e
ATTRIBUTE AN _IOVe Jd v : | Goal: 27 © e :

w = You could highlight the skill to tell "player” to use it. Also you could _ Mission Failed

momy  |fGain more point il Jasee Help Player. || refreshithe Cgskiln. Jam is yummy! Please give me a jdid|I .need.more-dam. I love.Jam....Jamts=Tummyl.. Rl oS v e —aTam: :
for achievement 3 (5] + @ pur poun When "player" is close to death you could add HP to him. And you * Food Chain Design
= o K5 delveritin can add point secretly, too.
Made ol gk Indesmcible. time. Each enemy has the corresponding skill to cope with.

RO P v O =
@ P&
-0 O~ LR/
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.

+ use it to heal yourself

How to get feedback from "Player"

Player(Ul) could e e Player(Ul) could see
*| see the input of what player(Game)
Player(Game), and is thinking when

|his suspicion level. you do something.

{ i it can help you jump much higher or
. T won ; rebound bullets from enemies.
a wooden box with nothing in it, it's a bit sturdy. T T - o 3

'I very fragile, 1 damage can destroy it,
-k take care of it.

If suspicion level is For example, if you
= |too high, gameis give correct tips,

y over. So try to be player(Game) will
“ careful to cheat. ' be thankful.

b e,

L A e o oy — RS
ot e e st 3 iam. 1 e Jam Jaﬂm back(From ®¢hers a iam. 1 need more J Feedback
e full of e tal puzzles, aftel e furth welopment
SR 94
TeamCarrot e i 2 Sailing Rocks  submitted days ago g s
= L T ot so much time to understand how 1o play, good game. Iiteresting game,  people fall down watet needs a lose meu
Amazing artwork! Even if not selfmadeit s impressive. Nice idea but | found the game a little bit B ity i s i s G vy i sl Nivesseen it s i ? ks T i i o o o o iy e i goame e £ e
complicated and confusing. Managed some levels but I still wasn't ll sure about what | was doing. Still | 3 - ~
: Bt enoyed it R suorived
%, 1 .
P LosenArc Submitted 97 days ago IR Input 1o Action 2 Tha e Sirple birt riakes Sense | Tl 1o the water at some poitand i 5 o way 1o get out ( Other
“ "rl Creative game! o ® LilSova Subm s ag N
o ke how the player talks to you and gets suspicious! My team had the sare idea s you, Hotigh our game requires you to help the "player by taking charge of T —
. v all of the games'systems instead of cheating in favour of the "player
1was a bit confused with the skills but | still had fun! Youive created a very fun spin of the same general idea, it's very neat, thou a little overwhelming at the fasier o make ta bite “ 4
b start with all the buttons
3 g puzzle game! | found many easter eqgs in it It's a clever idea to give different baxes diffarant attribute
= i e ST GAMEIAM 1 ¢ 3 GameJam 2/3 m3/3
. ! Fleads upDispay m m m v amgja
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