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D E M O N  O F  N A T U R E

U N I T Y 3 D  P R O J E C T



Overview 

• A unity3D Role-play game demo. 

• As the daughter of the chief int 
the tribe, challenge the temple 
to become the next chief.



Character 
&

Background

• Olivia:

• The main character of the game. She is the son of the chief of a tribe. She just 
turned 18 and is about to take up the challenge to be the next chief. She is the tall 
and strong. The deep dark of her eyes and hair is just like the bonfire burning in 
the night. Her smile is warm and makes people around her get peace of mind.

• She never rejects to help. As the daughter of the chief, she always provides help 
when any member in the tribe need, because her father- the chief of the tribe, told 
her that the tribe is a whole family. And being the chief of the tribe is the same as 
being the father of this family.

• She is warmhearted, which means she can be easily used by others. But she is also 
determined and brave and is willing to take up all the challenges coming to her.

• As part of the challenge of becoming the chief, she needs to go to the temple in 
the forest to receive power from their ancestors. 



Game World
• A world occupied by the elf – follower of the angels. 

Humans normally live in the remote regions such as 
forests.

• Humans are offsprings of dragons. In the Ancient War 
between dragons and demons, the angels betrayed the 
dragons which caused the extinction of dragons. After 
the War, the humans were expelled to the forest and 
the elfs occupied the center of the world and built a city 
in the sky.

• The forest is where the tribes and temples are. The city 
is where the elf lives. 

Game start here



Game Scene
• The temple where Olivia take 

the challenge.



Gameplay 

The player can use the power of wind to raise 
objects or herself. All the puzzles in the game 
require the player to use this power.

There are three types of buttons that 
can be triggered by the player or other 
objects such as barrels:

1. Open the gate

2.  Reset the room

3. Raise platforms



Game flow

• Solve the puzzles



Game flow

1. Use the wind 
to reach the 
high ground.

2. Use the wind on the 
pillar horizontally to 
push the character 
across the gap.

3. Use the wind to push the 
barrel down from the platform, 
then use the wind again to raise 
the barrel to another platform 
with the button 

4. Use the wind to raise two 
barrels with different duration 
to raise the platforms to 
different height, then jump 
through the platforms and 
press the button

5. Use the wind to 
raise the ball and 
avoid it to fall into 
the first gap. 



Game logic

• PlayerController:       
All controls of the 
player

• TriggerManager: 
Manage the events 
after triggering the 
buttons

• WindManager: 
Manger the behavior
of the wind after the 
player create one














