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AS“IJA N This is a board game for 2-6 players.
J o - ) Help your client to find her other half!
By communicing with your client, understand her

STY/I E: reugirement and find a best match for her
_I | 1 Inspired by TV dating show and board game Paranormal

Detectives.

D)ATI N G | want to make a party game which focused more on
4 s interactivity between players.

NSPIRATION

Last summer, my parents pushed my sister to get
married, and | was together when my sister meet the
agent recommendation. | was interested on how
they find that guy so | asked my parents, and | heard
that they were looking for a person who has a master
degree. So | started with an idea of making a game to
reflect this phenomenon

KEYWORDS:

VERVIEW

In the game, one player will play the role of the client,
and the other players will play the role of the agency of a
blind date company. The agency will try to get the client's
needs from the client through a series of methods, and
cooperate to find the best match for the client. If the best
match is not found after S matches, the blind date

company will lose the client, which also means that the

player loses the game.




SOCIAL CLASS
Mickdle Class
FERSONAL CONDITION

28 yoarn old, 13cm, S1kg,
Adien, haw an a1, middls schoal
tenthar, Bachelr Dogres

PERSONAL FREFERENCE
Highe than 1730, o joast ‘_®
middle giss, bachelor degres,
yeungai han 33
LIFESTYLE

Lios mam, s 0 goito
canoes

EMOTIONAL NEEDS
Hopa the cifer ha can
spend snaisgh trme wih
M, wnd s werk is net oo
busy

BEST MATGH:KEVIN 4—@

SOCIAL CLASS

| FERSONAL CONDITION

| PERSOMAL PREFERENCE

LIFESTYLE

EMOTIONAL NEEDS

Client card*6

Match card*6

(1 Client Name: The name of the client, can be
told everyone directly.

(2 Reward Point: The initial reward points.

(3 Client needs: The clients needs for the males.
Cannot be told to others directly.

(@Client picture.: The picture of the client.
(5)Best Match: The best Match of the client. The
players win the game when they get the match

correctly.

(1) Match Name: The name of the Match.

(2) Match picuture: The picture of the Match.
(3) Match card quality: The qualities that the
Match has. The main part that the clients are
looking for.

Condition card*40 Reward card*12 Tarot card*22

Drawing board & pen

Reward tokens*30

i

Record card*10

(1) Reward Point; place to put the reward tokens.

(2) Match Record: place to record the matchs, 5 at most.

@

After 5 matchs, the players lose the game.

(3) Record Area: place for the user to record the

WRITE WITH ANY PART
OFYOUR BODY EXCEPT
YOUR HANDS.

information they get from the client.

(1) Graph: The graphy of 2
@—

the Condition Card

(2) Method of answer: The
client will answer the
question of other players (2)
by the method descibed

on the Condition Card

DRAW THE TOP

THREE CARD FROM
THE CONDITION CARD
DECK AND CHOOSE
ON OF THEM TO USE.

(1) Reward Point: how
many reward point this
card will take

(2) Reward Method: The
player can do what the
reward method says by
using the Reward Card



. Put the Hecord Board in front of the player

. Put the Heward Token next to the scoreboard

. Put the T=2rof on the outside

. Put the Drawing Board and pen on the outside
. Put the Match Cards in the center

. Put the Heward Cards in the center

. Shuffle the Condition Cards and place them in the center

. Shuffle the Client Cards and place them in the center

il

© 00 N o g b~ 0N -

. Choose a player to play the role of Client and draw a Client card

randomly

{il

10. The Client tells the other players the name and reward point of
the Client Card.

11. The other plays grab eward Tokens according to the reward
point of the Client Card.




AMEPLAY

For each turn:

The player can take one of two actions:

R
.

Client . P
.\\\ o
Client Client
Game Begins: A player plays the role of the client. 1. Draw a and use it 2. Make a match: In the , select a card that the
The client decides which player will act first, after that, act to ask questions to customers. player thinks is the best match and confirm with the Client:
in a clockwise order. If the match is successful, the players
If the match fails, the game continues, and the player gets
one
Players on their turn can also consume re Additional rules:
to exchange for at any time All players 5 matching chances.
of their own turn, but the After all players have used 15 , they cannot use , and they can only
exchanged can only be used after the next time matchmaking or use :
Player the player acts. All players can check and at an during the game.

Clients cannot give information by any method other than the method on the used by the player.



AME TEST & VALUATION

CARD DESIGN
During test the game with my sister DRAFT DESIGN FINAL DESIGN
and cousin, we found that the initial —
design of the game is too easy e L/f | =
since all requirement of the client is : ' et
scale-based. We won the round in T s
the first match before using 10 el . 1
Condition cards for all three rounds. 0(-/" I

And we didn't even need to use the

1

GSOCIAL CLASS

reward cards. So | decided to

PERSONAL CONDITION

change the information of both the

BERESOMAL PREFERENCE

client and the match to more

detailed description.

CARD MODEL e



ARD DISPLAY

CLIENT CARD& MATCH CARD

SOCIAL CLASS

PERSOMAL CONDITION

SOCIAL CLASS

PERSONAL COMDITION

PERSONAL PREFERENCE

LIFESTYLE

EMOTIONAL NEEDS

WRITE WITH ANY PART
OF YOUR BODY EXCEFT
YOUR HANDS.

PERS0MAL PREFERENCE

BEST MATCH:DANIEL

SOCIAL CLASS

PERSONAL COMDITION

TCH:MICHAEL

SOCIAL CLASS

PERSONAL CONDITION

LIFESTYLE

AEEEK
HE
HE

EMOTIONAL NEEDS

57
./‘99

ANSWER WITH THE
NAME OF A SONG

A4

PERSONAL CONDITION

FERSONAL PREFERENCE

LIFESTYLE LIFESTYLE

EMOTIONAL NEEDS

BEST MATCH:DANIEL BEST MATCH:DAVID

SOCIAL CLASS SOCIAL CLASS

SOCIAL CLASS

PERSONAL CONDITION PERSONAL CONDITION PERSONAL CONDITION

PERSOMAL PREFERENCE PERSONAL FREFERENCE

FERSON/AL FREFERENCE

LIFESTYLE LIFESTYLE LIFESTYLE

EMOTIONAL NESDS EMOTIONAL NEEDS EMOTIONAL MEEDS

4
A
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PERFORM FOR 10
SECONDS

ANSWER WITH
NUMBERS 1-10

SHOW 1-3 TAROT CARDS

PERSOMAL PREF!REI\CE

BEST MATCH:SHAWN

SOCIAL CLASS

PERSONAL COMDITION

LIFESTYLE

REFER TO A PERSON AT
THE SCENE

PERSONAL PREFERENCE

LIFESTYLE

|| EMOTIONAL NEEDS

BEST MATCH:KEVIN

SOCIAL CLASS

PERSONAL CONDITION

REWARD CARD

LIFESTYLE

CHOOSE A CONDITION
CARD TO AND USE IT
IMMEDIATELY (NOT
INCLUDED IN THE
CONDITION CARD
LIMIT)

EMOTIONAL NEEDS

TEAR NAPKINS INTO
PATTERNS




Dragon Treasure



Logan

The knight of Fiona. One of the strongest knights in the kingdom. Swear to
follow Fiona even she chooses to betray the elves. He is also the teacher of
Fiona who taught her how to use weapon. Obtain ancestor’ s guide and
looking for the power of ancient dragons. Using swords as his weapon. But he
doesn’ t have any talent at using magic even he is an elf.
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DEMON OF NATURE

UNITY3D PROJECT
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Overview

* A unity3D Role-play game demo.

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

Character
&
Background

* Sheiswarmhearted, 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.

/4



ame World

* Aworld 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 Game start here
is where the elf lives.

/4
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Game Scene

* The temple where Olivia take
the challenge.
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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

Enter the last reom and
apen the chest




® Game flow

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

T - through the platforms and
press the button

1. Use the wind
to reach the
high ground.

2. Use the wind on the _
pillar horizontally to nd
push the character : ’
across the gap.

3. Use the wind to push the 5 Use the wind to l
barrel down from the platform, .

then use the wind again to raise ralsgdt:i b?““a.nf

the barrel to another platform 3\1/0:0 It © fattinto

with the button — enirst gap. I
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® 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

IE ThirdPersonControllercs = _><  TriggerButton.cs

L ":Aﬁemb)yCSharp

(hasAnisator)
ananatol tFl
ator. SetFlo

otFloat (_anialDSpeed, _aninationB
IDNotionSpeed, input

Platform _rise8utton.cs PMatform resetButton.cs

« GgStarterAssets.ThirdPersonController

lend) |

r. SetFloat (_anialDNotionSpeed, inputMagnitude)

d h 1¥indAce T delt
eed
peed h al¥indD Ri ds
eed =

= “aUpdate()
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An audio visualizer

. Pause H Full Screen |Track: [New Adventure Theme v |

Volume: === 27
8 Show Gradient & Show Bars B Show Circles [ Show Noise [Invert Colors [[Show Emboss

A map that allow the
user to find coffee

[ Play || Pause || Clear Screen | - shop in an area.
Rectangles ® Arcs M Lines T ,& l
Click on the screen to "spraypaint” Arcs (you probably want the screensaver to be paused) . . b N g I. |
| [ - S
) RITZ Sports Zone =
| @ . | A phote o gut coffee! | ] P
|
. | | | .. \ 7 i @
. ay __a ® S
A screensaver that allow il (P A -

the user to customize the = Sty e
content.



Ul & UX DESIGN
WEBSITE el S

Yu-Gi-Oh!
card finder

b ]

Chuck Dashboard Workflow V2
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