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This is a board game with
Roguelike elements. The map
is different every time you
play, so you have a different
experience every time you play.
The setup of the game is simple,
since no map layout is required.

|N DRAGESTERA It £ F P COMPONENT

1 Rulebook
S T 12 Map tiles
¥ ; ' 8 Role Cards & Initial Weapons
8 Designed Standards
4 Player mats
2 Shop tiles
30 Shop ltems

among explorers. There is a cave

ible dragon lives in the cave, which
is called the Dragestera. Kill the drac ble treasure. Driven by money, an

U 20 MiN/PLAYER

expedition team walked into the cave at“the fo ountains in the distance, preparing
for an expedition. There are many monsters in the cave, winding likelaimaze. During the fierce battle, the
expedition team gradually lost its direction when entering the cave, and could not find the exit of the cave.

You play as an adventure team, explore the cave, kill monsters, collect resources, improve your strength, find and kill
the dragon, and escape the cave with your loot.

4 PLAYERS

30 Teasure ltems

8 Statue BUFF ltems
36 Enemy Cards

24 Dragon Clues tile
6 Player Dice

1 Dragon Dice
Several Tokens




RULEBOOK

RULES AND GAMEPLAY

IN DRAGESTERA
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2 Dragon tle %
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7 Dices
24 Dragons clue ltems  Dragons clue tiles

THE STORY OF THE ANCIENT DRAGON HAS ALWAYS BEEN A
TOPIC OF INTEREST AMONG EXPLORERS. IT IS SAID THAT
THERE IS A CAVE AT THE FOOT OF THE SNOW-CAPPED
MOUNTAIN IN THE DISTANCE, WHICH CALLED DRAGESTERA,

AND A TERRIBLE DRAGON LIVES IN THE CAVE.

THE DRAGON IS ADDICTED TO WEALTH, AND THE TREASURE

IS PILED UP IN THE CAVE.

RuLEBOOK CONTENTS

FronT Back

Background Story -2 Sy a2
Game Componens - 6 Player Actions -6
Characters Overview -8 Ties Explain -8

nsinThe Cave 10 Special Thanks - 10

KILL THE DRAGON AND PEOPLE CAN GET INEXHAUST-
IBLE TREASURE.

WITH THE OBJECTIVE OF FINDING TREASURE, YOU
GUYS, THE EXPEDITION TEAM WALKED INTO THE CAVE
AT THE FOOT OF THE SNOW-CAPPED MOUNTAINS IN
THE DISTANCE, PREPARING FOR AN EXPEDITION.

CHARACTERS OVERVIEW

Berssrien Ranosr

ENEMIES OVERVIEW

Gosun Swaiki

Limwooe

Newurooe

SkeLETon

THERE ARE MANY MONSTERS IN THE CAVE,
WINDING LIKE A MAZE.

IN THE FIERCE BATTLE, THE EXPEDITION TEAM
GRADUALLY LOST ITS DIRECTION WHEN ENTERING
THE CAVE, AND COULD NOT FIND THE EXIT OF
THE CAVE.

WHEN YOU RECOVERED, YOU WERE ALREADY
STANDING IN THE MIDDLE OF A CROSSROAD
IN THE CAVE. YOU DON'T HAVE A WAY BACK.

RATHER THAN JUST WAITING TO DIE, YOU
SHOULD EXPLORE IN THE CAVE. ONCE THE
SLEEPING DRAGON IS FOUND AND KILLED,
THE TREASURES OF GOLD AND SILVER ARE
ENDLESS.

GOOD LUCK TO YOU AND PLEASE START
YOUR STORY.

ANCIENT DRAGONS
IN THE CAvE

8 W,
Do GaAME SETUP

1 Each player gets a player mat

2 Players can choose any character they like in the
character card and place itn the character column
3 Find the initial weapon corresponding to the
character in the intial weapon card, and place itin &
the weapon column.

4Place atarting room card in the center of the
table, with the room facing towards player1

5 Place the corresponding token selected by the
player at the starting point

6 Shuffle the other cards aside, and place them
neatly with the back side up

~Shuffie the monster cards, categorize them

according to the level indicated in the upper right
cormer, and stack them from top to bottom
according to the difficulty of 1-2-3

~Putthe blank DRAGON soleplate aside, and place

the fire dragon and water dragon
cards on the BOSS clue soleplate
7 You are now ready to play!

TURN OVER THE INSTRUCTIONS
TO SEE THE DOCUMENTATION

GAMEPLAY OVERVIEW

The story of the ancient dragon has always been
a topic ofinterest among explorers. Its said
that there is a cave at the foot of the
snow-capped mountain in the distance, and a
terible dragon lives in the cave. The dragonis
addicted to wealth, and the treasure is piled up
inthe cave. Kil the dragon and people can get
inexhaustible treasure. With the objective of
finding treasure, you guys, the expedition team
walked into the cave at the foot of the
snow-capped mountains in the distance,
preparing for an expedition.

There are many monsters in the cave, winding
like a maze. In the fierce battle, the expedition
team gradually lost ts direction when entering
the cave, and could not find the exit of the cave.
When you recovered, you were already standing
in the middle of a crossroad in the cave. You
dornit have a way back. Rather than just waiting
o die, you should explore in the cave. Once the
sleeping dragon is found and killed, the
treasures of gold and siver are endless. Good
luck to youand please start your story.

Find and kill the dragon while getting more coins
and equipment on the way to improve your
strength, and finally leave the cave.

The game s played over a series of tums, taken
one player at a time. Starting with the first player,
tums continue in clockwise order

A player can take up to several actions during their

tum, which is depends on the character
player chose and is signed on character card
with # mark

To take an action, players can operate token
to move, explore new room, interact with the
wishing pool, shop, statue, open the chest, or
fight with monster

- Moving one grid will consume 1 action

oint
- Exploring new caves will cost 1 action
oint
- Purchasing items in the shop, making a
wish n the wishing fountain, touching the
idols and other actions will consume 1 action

point
- Fighting with monsters wil cost 1 action
i

int
- Opening the treasure chest will consume
1 action point

For more detailed explanation and operation,
please see the action explain and cards
exexexplain next page:

ACTION EXPLAIN

When the character moves to the passage of the
cave room, the player can choose to explore a
new cave. This action will consume the player 1
point of action, draw a card on the top of the
room deck, and place it next to the passage
where the player i located in the same direction.
If the newly explored room card has no passage
on that side, rotate the card dlockwise until there
isa passage.

When the new room is unlocked, i there are
monsters or interactive cards i the room, the
player should find the standing cards of the
monsters or interactive cards in the accessory
pile and place them on the corresponding icons.
Monster stand cards need to be placed on the
grid marked with monster icons, and stand cards
such as shops and idols should be placed in the
middle of the corresponding grid.

Aftera room is unlocked, the player can choose
notto enter; but to leave this block to explore:
other caves

When two unlocked caves are close to each
other, and there is a door on onesside of the
connection place and no one on the other side,
the passage is one-way. The player can only go
from the direction with the door to the direction

without the door, and cannot move in the oppo-
site direction.

There are three different rooms, each with many
different actions.

There are no monsters in some rooms, but
interactive facilties. Interactive facilties here refer
to shops, wishing springs, statues and other
facilities. Players can consume 1 action point to
interact with these facities to produce different
effects.

The mysterious merchant opened a shop in the
cave. Spend gold coins o buy your favorite
equipment and props i other places.

After the player interacts with the store, open the
store floor and place it on the map card. Draw 4
cards from the top of the store item cards and
place them face up on the store floor. Each store
item card is marked with the price of the item,
and players can spend the gold coins collected
during the expedition to purchase items.

When the item is bought, immediately draw
another card from the top of the store's brand
pile and place itin the vacant position.

If the player is not interested in the items

| W———
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You cannot kite monsters while using ranged
weapons. Each monster can only attack once
from ranged weapons.

-pm

purchased in the store, he can also.
consume 1 action point to refresh the
store items, remove the four tem
cards and replace them with four new
cards.

There s amysterious pond in the cave. some-
body heard thatif you throw gold coins down,
magical things may happent

Players need to consume the number of gold
coins indicated on the card to interact with the
pool. After the interaction, roll a dice. I the color
of the dice s %%, twice the gold coins thrown
into the pool will be returned! Ifit were not for
the %%, nothing would happen.

There is a mysterious statue in this cave. It
vibrated slightl, asif expecting to resonate with
the player After touching the statue to resonate:
with i, the player will be blessed or cursed by the:
statue.

When the player interacts with the statue, it il
resonate with the statue. At ths time, the player
can draw a BUFF card from the top of the statue
effect card pile and place itin their own BUFF
column, The effect of statue resonance could be
postive, but it may also be negative:

There may be monsters in a new room. Players
can enter the room, fight monsters to obtain
their drops, and open the treasure chest n the

room
When the player enters a room with monsters,

they cannot leave the room before killing a the.
monsters in the room.

MaDE By

PECIAL
HANKS

Brad Li
Teddy Zhou
Shawn Yang

When the player moves to a distance where they
can attack the monster, they can choose to
attack the monster The player will enter the
battle with the monster, and compare the
player's attack power with the monster's amor
value.

Ifthe player” sattackpower < the monster” sarmor, the
monster s remsining amor vl = the original amr
el the player s attack powe and no camage wil be taken

Ifthe player” s attack power = monster’ s armor, the
monster s remsining ammor vlue = 0, but no addtonal
damage v be aken

Ifthe player” s attack power s greater than the
monster s armor, the mnstr” s emaining amor e vl
e et 0 2610 and i camsge fom the attack
powerthe criginal amor value il be dedcted

After the player has attacked, i the monster is
near the player, the monster will attack the player
once. The calculation method is the same as
above. If the monster is not near the player, the
monster will move to the players side, but wil
not counterattack. At this point, a battle round is
over

Each monster can only be taken one long-range
damage. When you try to attack the same
monster again later the monster will move to the:
player's side and counterattack.

Some weapons can produce criical strikes
When making a critical stike, you need to roll a
dice. If the € icon is thrown, the player's attack
will be calculated as the weapors cit attack.

Ina battle round, the player can and can only use
active skills or items once.

After a player's action s over if he i stillina
room with monsters and there s no obstacle in
the line of sight between the monster and the
player, the monsters in the room will move up to
6 blocksin the direction of the player Ifit moves
o the player’ side, the monster will attack the
player, and the player can also make a counterat-
tack. If there is an obstadle/occlusion between

the line of sight, the monster will move 3
blocks i the direction of the player.

After the player kills the monster, he can place
this monster card next to his character's floor to
indicate that he has obtained the gold coins
dropped by the monster

Thereis a treasure chest n each monster room.
After kiling allthe monsters in the room, the
player can open the treasure chest.

The player needs to move to the grid where the
treasure chest icon islocated, consume 1 action
power to draw an item card on the top of the
treasure chest item pile, and draw a clue card
from the dragon clue pocket and place it on the
dragon clue bottom plate.

When the player’ s blood volume becomes 0,
the player willdie. After death, the player wil
respawn at the starting point. At the same time,
al the props in the backpack wil be dropped,
and the BUFF will be cleared, but the gold coins,
weapons, and equipment on the body will ot
be dropped

After collecting 13 dragon clues, you found the
dragons cave. The next room to explore must be
the cave where the dragon sleeps

After 1 player enters the cave, al players will be
teleported into the dragonis cave and the final
battle will be triggered. Place the dragon’ s tum
board next to the map, and players will take
turns to execute the round with the dragon unti
the end of the game.

The player's damage to the dragon will be
recorded on the dragon's tum board, and finally
the corresponding gold coin reward will be
awarded according to the damage ratio on the
turn board. If the player dies in battle, the refresh
pointin the room will be resurrected after one
round. If al players die during this process, the
game fails and ends, and the gold coin reward
for kiling the dragon cannot be obtained.

After the dragon is killed or all players die, the
gameis overl

Atthis point, you can choose to end the game
and pack your items, or you can choose to rate
everyone's assets to determine the MVP

Each gold coin s 1 point, all unused props,
weapons, and equipment stars accumulate, and
each star is 3 points. Finally, all the scores are
added together, and the player with the highest
score is the MVP. Congratulation and let him/her
have a big meal!




INSPIRATION

| got the initial inspiration from
roguelike elements: roguelike
games have randomly generated
environments, turn-based
operations, character enhancement
and map exploration, which can
effectively attract players to the
game.

Roguelike in video games: dead
cells, vi’ro|i’ry knigh’rs.

When combining rogue elements
with board games, we get a more
free way of action: players can
explore freely, and also get high
replayability: because the next room
to be explored is unknown, and the
initial layout is more convenient.

ITERATE DESIGN

PROTOTYPING

Version 0.1

A preliminary paper-playing
prototype was formulated,
and the gameplay of
the exploration map was
determined: according
to the roguelike element
setting-the map is randomly
generated, and the number
of steps the player can
take per round is limited.
In this version, the battle
system between characters
and monsters is missing: the
battle process is boring and
there are fewer types of
maps.

Version 0.2

Increased the types of interactive rooms

and adjusted the monster’s attack Al
Added skills to characters

Version 0.3
Adjusted the
difficulty curve.
As the number
of rooms
explored by the
player increases,
the difficulty of
the monster will
also increase

Version 1.0
Draw image version

Version 1.1
Print

ART CONCEPT

Quiet mysterious cave, only slowly flowing lava inside, splashing a little lava, The silent mysterious cave, a beam of light shining in, seems to indicate that

quiet and dangerous. Some clues to life with the dragon are left in the distance  the expedition is about to find a way out, but the pale green level is quiet and
scary, and some bones that have not been corroded by the water are sunken
under the water, making people afraid to approach.



MAPS INTERACTIVE CAVE VARIETIES g AT Orce o he vl
@ - ARFEDN S LS Oracle is an ancient

There are no monsters in some rooms, but interactive facilities. Interactive [ ff#RATYE 8 Chinese script, usually

The caves that facilities here refer to shops, wishing springs, statues and other facilities. $528 9986 engraved on tortoise
can be explored Players can consume 1 action point to interact with these facilities to FEeT 22 @ ET shells or animal bones to
are divided info produce different effects. Y2¥4¥8e &0 record events. Different
monster caves and o §)10¢td4ty oracle bone inscriptions
interactive caves. Trevi Fountain = hp9oY L eyl have d.lf'feren’r meanings. |
There is a mysterious (IS fSEiug?E+ used different oracle bone

pond in the cave. Ewih %} j oy inscriptions on the wall to

Monster Cave somebody heard that Other tiles. tokens record the story of warriors
There may be if you throw gold coins I and dragons fighting in
monsters in a new down, magical things may caves in ancient times to
room. Players can happen! enhance the atmosphere of

the game.

enter the room, fight
monsters to obtain
their drops, and
open the treasure
chest in the room.

Statues

There is a mysterious * A symbol of luck. It may work when

statue in this cave. It making a wish in the Trevi Fountain.

vibrated slightly, as if

expecting to resonate Represents the symbol of life. It may
with the player. After play a special role at certain times.

touching the statue to
resonate with it the ?? The skull exudes ominous signs. Dice, critical
: S

player will be blessed or

cursed by the statue. # A symbol representing the distance

travelled.

Shop A symbol representing a critical
, The mysterious merchant -@- strike. May make the attack more
I I opened a shop in the powerful.
cave. Spend gold coins
| to buy your favorite A symbol representing a decrease in
. equipment and props in quantity.




CHARACTERS

The members of the expedition
entered the cave together with
different thoughts.

Berserker
The strongest man in town, heard that he was a

matador in the capital when he was young.

Blood Burst

Deducts 1 Health, and the attack in this turn will

be 100% critical.
Robust Physique

When armor is broken, the next attack take this

turn does not take damage.

w4
* Reference

Ranger

Actual job is a hunter, with a warm and
hospitable personality, and often shares his
prey on the mountain with the residents of
the town.

Regenerative
Attack range is increased by 1 round. enemies
cannot retaliate.

Attack probability does not deduct action.

Mage

Wearing a big robe .. lives alone in Mage
tower at the foot of the mountain, do not
like to socialize, people put a great effort to
convince him up for an adventure.

Spell Mastery
When holding a staff weapon, you deal 2x
weapon damage

Area of Effect
Deals a 3x3 range attack and 3x weapon
damage.

MONSTERS

Goblin

The aborigines of the caves,
living in the caves for a long
time make their appearance
look ugly. Maybe their
civilization will be able to
get out of the cave in a few
centuries.

Goblin Shaikh

The leader of the Goblin tribe,
maybe because of his strong
size, he stand out in the tribe.

Boar
The wild boar who strayed into
the cave, looks very grumpy.

Lithode
Crustaceans |iving in caves,
often disguised as rocks.

Nematode
Damp cave on the ground
drilled several long nematodes

Skeleton

The adventurer who lost his
way in the cave a long time
ago, obsession attached to
the bones became a skeleton
without wisdom.



COMBAT

When the player moves to a distance where
they can attack the monster, they can choose
to attack the monster. The player will enter
the battle with the monster, and compare
the player's attack power with the monster's
armor value.

KnNives

\'A

.

AR

- If the player’s attack power < the monster’s
armor, the monster’s remaining armor value
= the original armor value-the player’s attack
power, and no damage will be taken.

- If the player’s attack power = monster’s
armor, the monster’s remaining armor value
= 0, but no additional damage will be taken.

- If the player's attack power is greater than
the monster's armor, the monster’s remaining
armor value will be reset to zero, and
remaining damage from the attack power-
the original armor value will be deducted.

After the player has attacked, It's the
monster's turn to fight back. The monster will
now use its Al to determine and try to attack.

Enemy Al
Instant fight back

ATTACK if the monster is near the
player, the monster will attack
the player once. The calculation
method is the same as above.

MOVE If the monster is not near the
player, the monster will move
to the player's side, but will not
counterattack.

Turns over

MOVE After a player's action is
over, if he is still in a room
with monsters and there is no
obstacle in the line of sight
between the monster and the
p|c1yer, the monsters in the
room will move up to 6 blocks
in the direction of the player. If
there is an obstacle/occlusion
between the line of sight, the
monster will move 3 blocks in
the direction of the player.

ATTACK If it moves to the player's side,
the monster will attack the
player, and the player can also
make a counterattack.

Items, Weapons

Some weapons can produce critical strikes.
When making a critical strike, you need to roll a
dice. If the icon is . , the player's attack will be
calculated as the weapon's crit attack.

As the explorers opened

You Founp e the treasure chest, they also

WALTER DAGAN

il dragon..

100% critical
Do Nothing 4 damage in next
turn
7 Roll a dice and
@ Do Nothing | § 720 " %@
: Roll the dice
Do Nothing again and release
another skill

In addition to each normal
attack, the BOSS dragon
will also roll a dice and
release the skills according
to the number rolled.

You FOUND THE

FIELRE DAGAN

Dragon Tiles

Clues tile

Cary : found more clues about the

Clues

BOSS BATTLE

1 Every time you open a treasure
chest in a room, you will get a
dragon clue card. Place the dragon
clue card on the clue board.

2 When the number of dragon clues
reaches 12, count the number of
blue and red clue cards. If there is
more red, Fielre Dagan has been
found. If there is more blue, Walter
Dagan has been found. If there are
the same, you can appoint a certain
dragon to be found by yourself.

3 After turning over the dragon
card, when exploring the next new
room, place the BOSS room card
in the passage. When a player
enters the room, all players will be
teleported into the BOSS room for
the final battle.



GAMEPLAY EXAMPLE

1 Game Setup

2 Players tile Setup

4 Put out the monsters and
treasure chests in the cave

3 The first player moves to the
cave junction and explores a new
monster cave

5 The player chose not to enter,
but explored and entered another
room.

6 He killed the monsters in the room,
opened the treasure chest, and put
the items in the backpack

10 The game after a period of time

7 After a few rounds, the player 8 Another player explored a shop
explored a cave with the statue and cave and opened the shop panel to
trade with the merchant.

prepared to pray.

11 Opened 12 treasure chests, found 5 12 A player enters the BOSS room, all
blue clues and 7 red clues, and finally  players are teleported into the room
found the cave of the Fielre Dagan. together as triggered a BOSS battle

14 They killed the boss, game end.

9 As the number of exploration rooms
increases, so does the number of
dragon clues found.

'You FOUND THE
FIELRE DAGAcPiI

13 Fight the boss, Roll the dice
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TEMPJURY

- DRUG IN POLICE STATION

A LIRP GAME

T) is the first LIRP game | invented. the full name of LIRP
is live improvising role-playing game, which is a new game
category | changed based on LARP. | really love playing
LARP because | can feel the experience of different
characters in LARP games. However, | observed that LARP
has disadvantages such as large amount of text to read,
long silence, low player involvement and low experience, so |
designed LIRP, in which any theme and script can be adapted
into a script for a better game experience. The theme of T)
was chosen because it was inspired by the movie "Twelve
Angry Men", a movie about the mechanics of the jury.

The mechanics of a jury is a group of people sitting around
a room as an inquisi’rori0| team, discussing the case. They are
to convict a suspect or determine something in the course
of executing justice. The discussion ends only when everyone
agrees. Among these people there may be people who are
indirectly related to the suspect or the incident.

TEMP
JURY

THE
POLICE

WHAT IS LIVE IMPROVISING ROLE-PLAYING GAME (LIRP)

LIRP is a new game category | invented based on the improvement of LARP. one game style of
LARP, murder mystery, is popular all over the world. And in China, LARP games are called scripted
killings, the most popular way to meet offline for young people in cities today. LARP games have
some significant flaws, LIRP improves on them and enhances the sense of play for players.

WHAT IS THE DIFFERENCE BEETWEEN LARP AND LIRP

LARP ok D> T LIRP

LARP is Live Action Resd —> Discuss — Read — Dicus> END LIRP is a live improvised role-playing game
Role Playing, which Silence Silence that focuses more on improvisation than
generally has many Reod / DSGHSS Time Rectio LARP. There are many scripts throughout the
scenarios throughout v/ S AN ] game. In each act of the game, players need
the game where . to improvise and recreate scenes based on
players take on Text Reoding tovecte H Scenes the content of the script. The performance
different roles. The Seel  Seee 2 Seeed  Seeret scripts provide little and fragmented
disadvqn’rage of ] s B vedds (93 word 2087 o informa’rio‘n, so the performers c?n guide
LARP is the large others to interpret the content differently
amount of text to Gome. Experionce. level according to their own understanding. In this
read, the long silence / way, LIRP circumvents the flaws of a large
time, and the poor number of LARP games. Players need to read
game experience \_// ; less, and everyone perflorms and appreciates
for players with few Seenel  Seenel  Scened  Sceneh the content of o’r‘hers performances for a
scenes. better game experience.

teod. 7 DiseusSS  frecess

Inpestse —> Discuss — Inpestse. —Discuss —» END

[ 1 of L
v - (W} —

Read / Tmprovise / Discussion Time. Rottio

R TR Wy

Text Readig tovecfe 4 Seenes

Public fecsonad € Persona
Pt D lfomoson ¥ Memory

5D Words A~ 300 Warok 20 Words X4

Gome. Experienc? level

I A
i

Scene. | ) (o




HOW IT WORKS

0 Fomdostion

\

How LIRY Works?

1S /

52,‘\53;.\0(\ ——— Livwe- ivl‘m\"so-
o
o/
Ploﬂef - TJMC
sioy content

0 Pagaredion

/ O Silence

Design Process

Formal reference

Game "The Voice of Suspicion" - room security tapes showing
the format of the script
Movie "Twelve Angry Men" - the background of the jury plot

Prototype version 0.0 - Determine the performance play

'F:;or;z::lnp:n‘cl:rsion 0.1 - Improved presentation for easy ART PROTOTYPE & STYL E

. . . ALEATEA CHRISTIE GLERGLES SIMENDN ALFRED HITCHOICKE
Recording > Monitoring.

Modify the script.

Expose more hidden information of each person.
Increase the connection between characters. _ Errem— e
Increase logic. "

THE FIEST CESME FECTIDN LITDAATUEE FESTINAL THE THERD CRIME FICTION LIFCEATEEL FEXTINAL THE AFTH CRIME FECTION LITERATURT FESTIVAL

EARA HAFTS barswpm e e e

Add personal background information. i
Modify the way the game is played > the victim no longer exists I
among the players. ; .

KARA HAFTA |5mNBU|. L "'4'_' :

3. Poisive coERivar FEsTRoAL
*l =0 crﬁ %
.: g

Prototype Version 0.2 - improved scoring

Added a scoring sheet.
Changed each person's mini-task isto a list, and the one with the
most correct answers wins.

e e T N




GAM E MATERIALS About the script: fragmented

Flow of Live-Improvising  ambiguous information and
freely fabricated blank scenes

Other optional accessories

(dlc):
Preliminary additional .

evidence on site
- Map scene model
C ryl ic c h ara Cfe r I D bc d g e I hereby certify that, after the research, analysis and debate of a provisional panel of three police officers, we have unanimously

concluded that Noah Zhao, who was arrested by our office on the night of August 21,2021, _is/isnot  suspected of illegal

Individual Opinion Report
Other optional : 1 ChOOSG one ROOM 1viau pinlx P

accessories(dlc):

- Preliminary MONITOR The vague fragments of the script and
additional evidence : the behavior of undefined scenes can

Personal background
information (one for each of

possession of drugsand __is/is not  guilty. Accordingly, our office decides to _ grant/deny Noah Zhao's request for bail.
i on site
the 3 players) . LA i i - Map scene model generate freedom of imagination. % pugusto1, 2021
i i | B B . . . Reported by: _ Floyd Li/Yuk Sun / Kay Qian
: - Acrylic Signs h | | h | | Yuk Sun
3 ylic Slg 2 Recreate scene + The only rule that limits players is
£ IEEYE BEFORE THE SURVEILLANCE VIDEO...
B . . h Attachments.
£ m pr'ov'se 1. 01. fhey can no+ Conceal or Cha nge e i the R ool Pl R B Additional evidence analysis and opinions on the merits have been completed and can be found in the following table.
| s . . . . 24700 oty e formetyo it e epot e
5 i T information that exists on the script. e e St i e o no Analysi of vidence
ersonal opinion report (one g i 1 Identity of persons held in the interrogation room Noah Zhao / Neer Zhao / Others
f h pf h pl process ol puling e cuEllance, jou received 3 e HTie yolp errogauon! / L
or each of the 3 players, powde’ “keobtiec‘gs,;algpuﬁidapnd‘;‘gdl anﬁvaoixwégﬁy °Q§§’fswodu ‘Vo g[;eve 2 The identity of the person reporting the incident Noah Zhao / Neer Zhao / Others
(i 5“'XS%“L?”céiom’ﬂm"z"ﬁ“g“ f'(f)h[ehmrﬁ(@fﬁﬁ.g:‘%p‘;&f”m’\"e' 4 3 The registered identity of the owner of the blue car Noah Zhao / Neer Zhao / Others
person into the interrogation toom, and Sssighs you to conduct the " N
1_ h i' i' . 1_ 1_ Interrogation after the preliminary Verification report s issued The above analysis must be answered at the end of the four recordings
. . e 'Freedom o Cldd de CllIS (o] he
script with the blocked

peadieloadloyeniit il sun i s i Whether the identity of the twin driver of the blue car at the time of seizureis | Yes/No / Insufficient evidence

t the entrance to the alley of Zhongshan Back Street n

used to settle scores) ‘ , ED Perform the complete Through ambiguous surveillance sections,

4
.F d I h same ftem, and then drove away. Neer Zhao did not gat out of his car the in doubt
entire tme, and at 3:45 p.m-, Neer Zhao drove ths car to the parking ot of the
TEMP pCI I’fS per ormance an ConSfrUCf p 01-5 1- 01- Grand Hotel, parked, and left on foot. s The identity of the driver twins of the afternoon loading video captured by | Yes/No/ Insufficient evidence
URY d H .F h T I 1Lpm, he walked to the second floor private dining room of the Barpo ublic surveillance is not in doubt
J & Add details to th may deviate tfrom the original content, Bt TR e e e R s e A el __ publicsur i : S
FLOORPLAN etrdalls 1o e Tte Lo Aeneld: . Whether the identity of the twins who walked into the restaurant for dinner | Yes/No/ Insufficient evidence
H H 1 fire e was driving and e e A playing with his cell phone. e
. . After the drink Noah Zh d th his right hand is in doubt
THE — ‘ erformance at your eading or misleading other players. #21:05-21:44 i pl i p— : —
4 1 | M p y Whether the identities of the other people eating together are related to the Yes / No / Insufficient evidence
BOLICE ersona’ remery S S e 7
Front and back (4 scenes| d' H IGentited ovidence i the preiminary serication repore case
| h ( | own ISCI‘efIOI‘I 11 A\ CAMERA s Whether the driver's license of Neer Zhao found in the car is related to the Yes / No/ Insufficient evidence
perpay.er’ttfrel)ep"yers ssssassasassasansns _— . m—
In Tora . Au est 21 2021 9 Whether the cell phone found by the grandmother is related to the case Yes / No / Insufficient evidence
f B ‘ il g 4 Whether the identity of the owner of the phone number 15991928194 is Yes / No / Insufficient evidence
Police Qian behind the counter in Hall, covering his mouth dialing the phone. the Monitor is too 10
far away, the recordmg is not clear... At the same time, Chief Li in the lower left corner of Hall is known

11 | Whether the owner of the phone number 15991928194 is related to the case Yes / No / Insufficient evidence

= 2 - . Police Qian: Hey, | just I bad tob

E= / 3 O’rhers enjoy fhe behind! Il go t u M - o ., 21 12 Is the identity of the owner of the phone number 13928519281 known? Yes / No / Insufficient evidence
3 = 7/ .F d OK, ! _ i 13 | Whether the owner of the phone number 13928519281 is related to the case Yes / No / Insufficient evidence

-—A“ge’ﬂzll_ﬂ)ﬂ Z 2 B 7 \ 4 pe rrormance an C/tl:ef Ll}mméd v 2 W’m—m the The above analysis must be at the end of the twelve recordings
- el eva | ua fe i .I_ Chief Li put away his phone, stood up and walked towards Police Qian. 14 Does Chief Li have anything to hide? Yes / No / Insufficient evidence
i 15 Does Chief Sun have anything to hide? Yes / No / Insufficient evidence
ot 16 Does police officer Kay Qian have anything to hide? Yes / No / Insufficient evidence
" e 21:05-2:14 0812, caind 17 Does civilian police officer Zhang Yan have anything to hide? Yes / No / Insufficient evidence

= r Kay Qian [ b Other relevant evidence that will help the trial (fill in the key words)
(Nelumd(h\evsunaumhednovoﬂhe\mermplmnrnumandwalkadm Yousre n dutybeindth tatthe momentyousre
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Police zhang (mutering):

PERSONAL ID CARD. 18
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Jrs— : e : Floyd Li

Police zhang:
lic ian:

utiec MEmory , L2124 082

Chief Lt

There s Honor e
ot e recorded ey,
nothe o i

Public Monitor Plate (4 scenes per room,
three rooms in total)

g UBLIC MONITOR

Camera 02
21:05 - 21:14 08/21

Serigt confent Koy Gion contoct with a person who
have conmocsiton with cose , ey SSpTOUS

[ Deputy Police Chief | [ﬁ
Yuk Sun Instructions.

1. correct analysis +5 marks, analysis -5 marks, no marks deducted for choosing the option of insufficient evidence

Kooy Guion cotl4o his wife %o +old thet she
{-;1304» her dviver Tiens2, he is P eonfin

it

Plogpe’s improvise

& @

THE CASE SHOULD NOT BE CLOSED

You think there is doubt in the case, but you need 2. no points deducted for incorrect information in column 17, correct information content +5 points/word
more details to support it.

[ aszize [PERSONAL USE
4

Chief Sunt

Fotcagian
R irned around snd want o th ffe

In the example on the right, the player finds himself being asked to have an ambiguous phone conversation. The player was unsure of his motives at the time, but

Personal opinion report (one for each of the 3
based on what was in his personal background profile, the player understood that the release of the recording was detrimental to him.

Personal background players, used to settle scores)

information (one for each of
the 3 players)

Public Monitor Plate, Front and back (4 Personal Memory Plate, Front and
scenes per room, three rooms in total) back (4 scenes per player, three

layers in total
Therefore, the player tries to trouble the others' minds by shifting the focus of his performance from the call to other scenes that do not appear on the script. players )



Quantitative scoring: individual
opinion reports Game Flow

Floyd Li

IEETE BEFORE THE SURVEILLANCE VIDEO...

You are Floyd Li, the full chief of the police station in Barpo City.

I-PERSONAL ID CARD.-I

Floyd Li SiE

[N TIiE CASE SHOULD BE CLOSED ]
You believe that the evidence in this case is
overwhelming and the implications are
significant and that the case should be closed as
soon as possible.

Links between Public surveillance,
personal background, personal memory

Rate how well players know the details of the
background, process, and truth of the story.

0 Choese Yewr ‘rcgﬂwii&-\é , 0o thoft imteduce.

ALT:00 p.m. today. you received a tip from Neer ZHao, the brother of me star
CEO of fia city's 2hap L Group, that i rother Neah zm a3 far
mou fam den'in and was

amount of methamphetamine nidden in his car prepsring (o o drive
arunk After Teceiving the tip, you mmediately 16d police officer Aay Qian to
pranare for a search i the ¢ity and entrusted Chle st to pull 1o he'punlic
<urvm|h'vranhh1'd1ynmrl Barpo Grand H
zreg ocess ofsetting up the arrest, you T ot s text message from Neer
message was not signed and came from an unmarked

About "Drugs in the Police Station" game script

e T e e SR B P B AL e Reaber,

route of travel, logation of the drug stash, and the weight of the drugs. To
sage, went to thi

SECup 3 stop and

. Individual Opinion Report

In the process of setting up the arrest, you received a text message from Zhao Nuo Er, but
the text message was not signed and came from an unmarked number. To save your time,

entifying himself as Neer I hereby certify that, after the research, analysis and debate of a provisional panel of three police officers, we have unanimously C H A RAC T E R & P LOT R E LAT I O N s H I P M A P

vou believe the contents of the text message. rcly over the limit. You
e of white powdered concluded that Noah Zhao, who was arrested by our office on the night of August 21,2021, _is /isnot _ suspected of illegal
B s vesning approximately one kiogram in Retrunk. You and Qian Kai . . . R §
Alerd tha Arias far frrensics to weigh and possession of drugsand _is/isnot _ guilty. Accordingly, our office decides to _grant/deny Noah Zhao's request for bail.

I =1 |mm\-qu“wmmnf
aasassanssasnsns EER 111NG YOU WANT TO HIDE i August21,2021
e i Siorer Reported by: __Floyd Li/ Yuk Sun / Kay Qian
3 936 nhfmt bocar ot the
i n 40 i § gmian?oaé_and

SR paaiies
Armoisacainta Pl
ith t 3 ti Items, mel mine, . " N
‘S.,'.i’lﬂ‘.‘zw' s °"'|w s '," A F‘zggf'mff‘?ﬂ;éﬁg’&% Additional evidence analysis and opinions on the merits have been completed and can be found in the following table.
St
nlmsung NO Analysis of Evidence
ST o pond X Roundh > RowmA &
i 1 Identity of persons held in the room Noah Zhao / Neer Zhao / Others Row
about the cv1dcncc bonk R intcrrogation room, now also 2 The identity of the person reporting the incident Noah Zhao / Neer Zhao / Others ;
SRR s there may be a problem. 3 The registered identity of the owner of the blue car Noah Zhao / Neer Zhao / Others

The above analysis must be answered at the end of the four recordings
Whether the identity of the twin driver of the blue car at the time of seizureis | Yes/No/ Insufficient evidence

OK, OK, hurry up, the director is here no more Lha( Nooth 2hco
\*Ln«am@wmﬁ foom g Tervgetion Reoom === Tnlertion Room ="+ Tnfervgfition Room

4
in doubt
L _ 5 | Theidentity ofthe driver twins of the afteroon loading video captured by | Yes /No/Insuffcient evidence
public surveillance is not in doubt
Whether the identity of the twins who walked into the restaurant for dinner | Yes/No / Insufficient evidence
© ofgtice
isin doubt -

| n 1_h e bCl c kg roun d messa g e, fh e p I le r qu rns 1_h C|1' h e ; Whemerlhe|denlmesnflheolherp:a::leeaungtogetherare relatedtothe | Yes/No/Insufficient evidence

Whether the driver's license of Neer Zhao found in the car is related to the Yes / No / Insufficient evidence

BT
ssssssssnNEssnns

[ Fh G «‘ ofice — office \7& s orgied L2
o Yuk Sun—
Hal\A’/ Had\——/

received and believed a text message from an unknown . THal Hall
9 Whether the cell phone found by the is related to the case Yes / No / Insufficient evidence P ﬁ
source le -I-he scene O-F fhe a rres-l-l a nd e1--|-| ng o-l-hers know N Whelherthe\denmyuhheownekroflhe phone number 15991928194 is Yes / No / Insufficient evidence Kuu! Gion -

| Yom Zhowg

11 | Whether the owner of the phone number 15991928194 s related to the case | Yes /No / Insufficient evidence

Details corresponding to pub|ic surveillance, that the inf y Id be detri tal to th
. . . a e Intformartion cou e dadetrimenrtad (o] em.
pe rsonCII memories, bockg rou nd In'Formelon a nd 12 | Istheidentity of the owner of the phonenumber139‘28519281 known? Ves/No/lnsuﬁ!c\enlev!dence
13 Whether the owner of the phone number 13928519281 is related to the case Yes / No / Insufficient evidence
preliminary supplementary evidence book in the : The e et e o e e
15 Does Chief Sun have anything to hide? Yes / No / Insufficient evidence
16 Does police officer Kay Qian have anything to hide? Yes / No / Insufficient evidence

Timeline_

game script

17 Does civilian police officer Zhang Yan have anything to hide? Yes/ No/ Insufficient evidence

| Police Chicf I

21:05-21:14 0812 |

Q Other relevant evidence that wil help the trial (il in the key words)
oy )
,/-( 18
g &l -
You are standing in the corner of Hall, looking at your cell phone OV!\_('OY‘
- - screen. On the phone screen is the text message interface, a person . L 4o wortch Jn monf
[ MW Police Chief has been sending you text messages. Meanwhile, Police Qian in Hall Instructions. 4 Contwe & remalg A"
n ind on duty, and he i 1. correct analysis +5 marks, analysis -5 marks, no marks deducted for choosing the option of insufficient evidence n o oo t’]"w M@”Ur‘j ( 4 +Hine St'ogQ_
Flo d I i ':e':fl’,"“’a“:d”“y'"g“'"“ his phone during work hours! You decide to 2. no points deducted for incorrect information in column 17, correct information content +5 points/word & oM Nnow o) ﬂw wrill (e
) On the phone screen: 54 minutes ago: Noah Zhao will show up in his

rar at tha intarcggtion of Zhnngshan Road and Tongtu Road with 886

| t | S on Iy w h ent h e pe r'Fo rmance i s over t h at On the phone screen: 54 minutes ago: Zhao Nuo appeared in a car at the V;hcrc ¥ m;v ata s pirs ‘iﬁ;'ﬁﬁ;“ﬂ‘iﬂ . e ey
. . . intersection of Zhongshan Road and Tongtu Road a while later with 486 grams of al_'dTr‘n';;‘f:x'tzy‘“‘g;:';g“fe"'"i‘;“éﬁ AL PCl rt ] : Fl rS'I- 'FO ur roun d S: M a I(e p I Gye r 1‘0 h ave Ini 1'IC| I
Aottt ALl s, oD IS HlCaTar dvay andl sholid ot badhla
e player Is given a persondl memory Tile an g d of self-talk. You put away the phone and walked H
. . Li Bureau (whispered muttering): This text message is quite detailed, what time n. FARIPY, un d erstan d Ing O'F w h at h appens
k nows Wh at |"| e or s h e d |d Cl urin g fh e 'Fu ZZy and minutes, where to appear, the weight of drugs are all said clearly. So clear. This U e Dn AU D] e i e pliofsTorsnd
ef, ' not sesing o orie to do things, next ime | dare:

Zhao Nuo Er know is detailed. But he is already in the office, why still send me a text

pCI r‘|'S O'F fh e pe rFO rmance. message. Tell me directly can not.

Inow the trunk has more than 800 grams of drugs, howis

Part 2: Prompt the player to further analyze the Foren Rewd o, wrost plyers SHrt deceit, misgude o find /nde i,
Sfory content in depfh b S Aber € rmsfis.game UA, no more. check ponidov
Fillowt fsm s Getf{ament

[Sunisstill inside the trigl, the report has not yet come
w more than 800 grams. Stop talking, someone s

coming
Police Qian: Yes, Chie
You turned around and went into the office.

201

Part 3: Motivate players to find more free details
that may exist behind the story.




Optional accessories I: Scene Model Optional accessories 2: Additional description of case

3 3D printing & processing

b iyt e e pi

T
bR il

By having a scenario model,
players can have a more
realistic experience in the
discussion of the temporary trial
group. More helpful details are
also present in the model.

L —

Model making process:

1 Initially build the scene in Minecraft
The contents of this document will help to deduce more details, but not using this The Preliminary Case Verification Report is a document that appears in the plot

document will not affect the flow of the game, which is useful for players who @nd can add more details to the case process.

know less about the deduction.

Police Chief

Optional accessories 3:

Acrylic ID badge

The Acrylic ID badge make players
feel more immersive about their
identity.




Player Rating
& Reviews

L221:05 21.44 |

W Augese 21, 2021

RPLAN

| , Bang Zhen
d New players without any experience in LARP
games

[

| have hardly ever played LARP type games before
because they usually have a lot of reading text and
most of the entire game flow is in silence or spoken
by a few people. As far as I'm concerned, | think
this kind of content is very difficult for me to really
get hooked on.

Allen Wu

i i isiti Shenfan Chen
Script-killing veterans And after playing Interim Inquisition today, | have

to admit that Bowen has really done a great job of  Script-killing veteran
it's a completely different experience, happier and revamping LARP to make it more interesting. This
more experientiall new way of playing the game, LIRP, has got me
somewhat hooked! By having big showtimes, | think
everyone got in on the action, and those shows had
me cracking up! At the same time, the misdirection
and deception that everyone performed through
improvisation made me feel engrossed. It was so
much fun!

| really like this new way of playing and am looking
forward to more in the series.




All Basic Components
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., - ground, people have to build high towers
Ealzs;-f::i: B ; s i T e e and leave the ground. A child wa ndering
on the ground inadvertently finds a green

potted plant and gains access to purify the TAP TO START

Kay Qian land eroded by the harsh climate. The child

i 1 . entered the tower with the po’r’red p|om’r and

You are Yuk Sun, the deputy chief of the police station in Barpo City. You are Kay Qian, a ci r with the Barpo City Police Depart.
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http://bowen.wang/plantower
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Inspiration & Ideas for the theme

The birth of the game is related to a Gamejam last year. In the summer
of 2021, | joined a jam called "Game for Good" with the theme "Extreme
Climate" as an artist and animator, and this was my first real exposure to
the game industry and Gamejam. After that, | got hooked on game design
and started to keep moving on.

In that gamejam our team came up with the theme of building a tall tower
to defend against bad weather, but in the end we didn't adopt that idea. |
was very sorry about that, so | continued to develop the "tower" theme after
the game. | refining the worldview of the ideaq, learning and using unity 3D
to build this game with the core mechanic of pushing boxes.
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Game we made in Gamejam "Game for good" at August 2020.
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GAME STORY

In the game, a child inadvertently finds a potted plant in the ruins on the ground that has the ability to purify the surrounding area from climate erosion. The
child takes the potted plant into a tower built by the rich to escape the harsh climate on the ground and follows the potted plant's guidance to the top of the
tower.

After going through many obstacles, the child with the potted plant finally reached the top of the tower, but they found that all those humans here had
disappeared. After the whole tower was purified, the child finally understood that the source of the bad climate was because people had built too many buildings
without considering environmental pollution, and the pollution generated by the construction of the tower eventually came back to their own bodies.



PROTOTYPE TEST - TESTING PLAYABILITY
GAMEPLAY AND MECHANICS rger o — _—

32 Steps

| set the main gameplay of PLANTOWER to push the box, but different from the traditional box pushing gameplay, players need to push the bﬂ_a!' N ) o Sere 42
obstacles on the road so that the potted plant can pass, and then players need to push the potted plant to the finish point.

In the game | have set up a core mechanic for teleportation. Players can always teleport through the area around the potted plant shuttle, to bypass
obstacles to complete some of the original impossible to complete the action.

The obstacles in the scene are "obstacles that can't be pushed”, "obstacles that can be pushed" and "holes", players need to bypass the obstacles that
can't be pushed, remove the obstacles that can be pushed, and repair the holes with the plant energy collected by the potted plants in the scene.

Players need to fix the stairs upstairs and purify as many scenes as possible to get a higher score.

In the game, you can use WASD to move the character, drag the mouse to rotate the perspective, press space to use the teleportation skill, collect
more green energy to expand the purification range of the plant, and consume the green ability to fill the holes in the ground.
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ART STYLE OF SCENES AND MODELS (CUBIC PIXEL STYLE)

Screenshot of the game "cloud garden”, my initial art references for voxel art My Plantower scene screenshot

Game ART of PLANTOWER

| focused my art style on a similar three-dimensional pixel style (voxel models), similar to what is shown in Minecraft. Using this low-poly model and a 16 pixel per
block layout allowed me to create scenes without being too good at art.

In establishing the art style, | drew to some extent on the game Cloud Garden. This game has a very sophisticated low-poly pixel style and plant shapes.

The Child

The child in the game is the main character that drives the potted plant upwards
continuously. He comes from the ruins of the ground and grew up wandering, so he
has not experienced the life of the rich, but has really felt the effects of pollution.
Therefore, in his eyes, all the unpurified objects in the scene are covered with a layer
of gray that symbolizes pollution.

Player is pushing pot plant to purify environment

Purify

Before being purified, the grid of the scene are covered with a layer
of "dust”, when there are plants or potted plants Passing through
nearby, these grids will be purified.



The Potted Plant: Collect green energy to restore power

SC E N ES Crowded,,

Office

The game's potted plants are one of the

j ibing. Th # ' : -
objects | want to focus on dc.a?crlbmg e iy The whole game has four scenes: the supermarket on the ground level, the office on the second level, the library on l m \
potted plant has a great ability: the child p ) . . . g me "

T el the third level, and the roof on the fourth level. Different levels represent different scenes and also symbolize various
can ’re|eporf at will within the range of ; . Lo . . o . F I T a
his purification. By collecting green plant VU5 sources of pollution in life. When playing in these scenes, players can get a more vivid experience. : v R
energy from the scene, the potted plant's LO I
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purification range can be further enhanced.
The poHed plani' can repair the pai’h |oy
consuming energy to find a way to continue
upward.
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TELEPORT SKILL

Teleportation skill of the player is one of the most central mechanics of the game. When the player presses
the spacebar in the purification area, he will enter teleportation mode.

When the player selects a location with a hole in the teleportation interface, the pre-selected box will put
out a projection of the hole being patched up. At this point, selecting this location will consume a little green
energy to patch the hole.

This skill symbolizes the power of nature and the fact that plants can purify artificial pollution by consuming
their own energy.

Design Draft

BACKGROUND MUSIC & SOUND

The music and sound effects in the game were recorded by myself.

In more detail, at the beginning page and the first level, | used a canon clip in C major for the loop, while later on, | used a different pitch of canon. The higher
and higher soundtrack represents the wandering kid's rising levels in the tower and renders an uneasy emotion. This emotion culminates when the player reaches
the top of the tower and finds it empty. And when the game reaches the settlement page, the soundtrack returns to Canon in C major.

| played and recorded the background music repeatedly on my piano at home. Then | modified the different pitches for the tracks in Audition and adjusted the
reverb effect of the music to make it sound like it was in an empty room. | also created noise to simulate the effect of the wind blowing through the tower outside.
There is also an occasional metallic crashing sound used to simulate the sound of an object hanging outside the tower being blown up and hit by the wind.

In addition to the music, the game has sound effects. The potted plant is particularly large and heavy for a wandering child, and the sound effect of pushing
the plant is like the sound of a heavy object being pushed on the floor, in addition to which, after the potted plant has gained green energy, the sound effect of
pushing the plant will be different, and the sound effect will seem heavier as the plant gets heavier.

@ Adobe Audition - X
STIHF) GREEE) ZIUM) EIEEC) R(S) WEEER) ME(V) BEOW) FE)H)

Actually, The sound effect of heavy objects pushing the ground is
the sound of my apple pencil scratching across a rough surface,
and the sound effect of metal clashing is the sound of renovations
Edit music and sound effects in Audition knocking through my house.



PROCESS OF MAKING MODELS CHARACTER MODEL

@ Cinema 4D R23.110 (RC) - [shelf package large.obj
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MOdeling in blockbench Importing to unity and qdeSﬁng shaders Collage models, binding bones Drawing voxel models in Magicvoxel



| made animations for the character and plants. | used Cinema 4D to create the animations, then exported

them to unity and modified the state machine.
AN I MATIONS While editing the animations, | ran into a problem. When exporting the animations from C4D to unity, the

position of the animations were shifted and the snippets were inaccurate. To fix this, | added a sub-object
to the animated model in C4D and aligned it again after importing into unity.

45

A

Creating animations in C4D

¥ W~ Gizmos v <@

-

Some of character's in-game animation: walking, pushing
objects, using skills, and climbing ladders Applying character to game scenes

SEVERAL VERSIONS OF Ul

FINAL Ul

Ry Ny
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In the first version of the Ul, the game scene
does not move, so it is made into a long bar
on both sides of the scene.
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The second version of the Ul was moved to
both sides of the screen after the scene was

modified.
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The third version of the Ul rearranges items
on the screen, making the display much
more concise.
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LEVEL DESIGN

Dusty convenience store

The first level of the scene is a convenience store, players need to find
forgotten plants in two different corners of the supermarket to help
potted plants to restore green energy.

Crowded Office

The second level of the scene is the office, the scene is also scattered with
some green plants. Players need to first move away from the obstacles
on the road, collect these plants to help potted plants to restore enough
energy to repair the road leading up the stairs.

Abandoned Library

The scene on the third level is a library. Here, the plants
are not only on the floor, but also on the top of the
bookshelves. Players need to move the ladder, climb
from the ladder to the top of the bookshelf, and shuttle
between the bookshelves to collect energy.

Empty Rooftop

In the fourth scene, you ascended to the top of the tower, missing found
that there is no human at the top of the tower. There is only a long-
abandoned flower bed at the top of the tower, push the potted plant
on the flower bed, the potted plant will begin to grow, the game ends
here. The source of the bad climate is because humans built this tower,
creating too much pollution and industrial waste. Symbolizing the failure
of industrial civilization, civilization finally returned to nature.

MODEL LIST

Characters, pots, plants

Level 172

Level 3~4



Code for teleport Code for highlight purified area

Assets » Scripts > Game > PurifyTrigger.cs > ...

CODE SNIPPETS IN UNITY

Assets > Scripts > Game > Telepot.cs > .

This is my first time making a game in Unity 3D, so I'm learning from different tutorials then implementing and improving the game as | go. Completing
project not only enhanced my understanding of a video game production process, but also allowed me to start learning more about making games in unity.

Code for move and pushing pots

Assets » Scripts > Game » CharacterMovement.cs > %3 CharacterMovement > @ GoUp(Vector3 dir)
dir

GoDown(Vector3 dir)

rayStart = Vector3(transform.position.x, transform.position.y, transform.position.z) + dir * @.7f;
Ray ray = Ray(rayStart, 3.down);
RaycastHit hit;

if (physics.Raycast(ray, hit, 2f))
{
Debug.Log(hit.collider.transform.name);
if (hit.collider.gameObject.tag == "Floor™)
{
Debug. Log("floooooor") ;
Vector3 floor = hit.collider.transform.position;
Vector3 pos = vector3(floor.x, floor.y + @.5f, floor.z);

ladder.GetComponent<Ladder>().ChangeBackcolider();
transform.position = hit.collider.transform.position;
isOnLadder = H

isOnGround = H

Assets > Scripts > Game > Hole.cs > ...
blocking.enabled =
}

return

Start()
warning = GameObject.Find("WarningUI").GetComponent<CanvasGroup>();
Vvector3(transform.position.x, transform.position.y + 1, transform.position.z);

ect.FindGameObjectWithTag("Player").GetComponentInChildren<Animator>();
Find("GameManager™).GetComponent<HighlightEffect>();

Awake()

gameObject.GetComponent<Hole>().enabled = 8
gameObject .GetComponent<Mesh derer>().enabled =

Code for Purification

Here, | made a cross-shaped collision body
centered on a plant and used it to implement
the purification function. When colliding with it,
the grid and the objects on it will be purified.

Assets > Scripts > Game > C* PurifyTrigger.cs > ...

OnMouseDown ()

if (Telepot.telepot

{

int Gameobject.layer { get; set; }

The layer the game object is in.
if (gameObject.layer == LayerMask.NameToLayer(“Highlight"))

Debug.Log( " QQOOOOOY" + transform.position);

Transform player = GameObject.FindGameObjectWithTag("Player™).transform;
player.position = pos;

Telepot.Instance.SwitchOff();

returnj

Telepot.Instance.warningon =

onTriggerstay(Collider other)

if (mouseMode)

{

Ray ray = Camera.main.ScreenPointToRay(Input.mousePosition);

Hit hit;
Physics.Raycast(ray,

hit))

if (hit.collider.gameObject.tag == "Floor™)

{

tor3 pos =

vector3(hit.transform.position.x, hit.transform.position.y + 1, hit.transform.position.z);

arrow.position = pos;

if (hit.collider.gameObject.tag == "Hole")

Vector3 pos =
arrow.position =

arrow.position =

PotBornPlace
WP Main Camera
D Leaves
& Box (Can be pushed)
&0 Floor
&7 StaticObject
) GameComplete
) Camera
& Canvas
&) EventSystem

s Project
4+~ a L2

B GreenPlant
B Hole
B Ladder
[ # ICENEH
B NextLevelTrigger
B ObjectPool
B Purify Trigger
B SeedPot
B stair
B Telepot
B TelepotAnimationContro
Ul
B AreaPurifiedUl
B Assets/Scripts/Game/Telepot.cs

Vector3(hit.transform.position.x, hit.transform.position.y + @.5f, hit.transform.position.z);

pos;

Input.mousePosition;

O Inspector
. Telepot (Mono Script) Import Settings

i

—

Open

Effect None (Highlight Effect)

Q Default references will only be applied in edit mede.

mported Object

Telepot (Mono Script)

Assembly Information
Filename Assembly-CSharp.dll

using System;

using System.Collections;

using System.Collections.Generic;
using UnityEngine;

using HighlightPlus;

using UnityEngine.SceneManagement;
using UnityEngine.Ul;

using DG.Tweening;

public class Telepot : MonoBehaviour [/$@@TUé &0
Asset Labels

Execution Order...

onMouseDown ()

if (Telepot.telepot ;.. GameObject.layer { get; set; }

The layer the game object is in.
if (gameObject.layer == LayerMask.NameToLayer(“Highlight™))
{
Debug.Log( "9 @0 VOO + transform.position);
Transform player = Gameobject.FindGameoObjectwithTag("Player™).transform;
player.position = pos;
T yt.Instance.Switchoff();

Telepot.Instance.warningOn =

onTriggerStay(Collider other)

Assets > HighlightPlus > Scripts > € HighlightEffect.cs > ...

BuildMatrix(Camera cam, Vector3 scrMin, Vector3 scrMax, border, Matrix4axa quadMatrix) {

scrMin.x -= border;
scrMin.y -= border;
scrMax.x += border;
scrMax.y += border;

", 3 third = Vector3(scrMax.x, scrMin.y, scrMin.z);
scrMin = cam.ScreenToWorldPoint(scrMin);

scrMax = cam.ScreenToWorldPoint(scrMax);

third = cam.ScreenToWorldPoint(third);

width = vector3.pistance(scrMin, third);
height = vector3.Distance(scrMax, third);

quadMatrix = Matrix4x4.TRS((scrMin + scrMax) * ©.5f, cam.transform.rotation,

SmoothGlow( rtWidth, rtHeight) {
blurPasses = 4;

In this section, | used the highlight plus plugin from the unity store to show
the highlighting effect of the purified area. When | used the plugin, my

efficiency was improved.

Vector3(width, height, 1f));
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SHADING LIGHT

GAME PROJECT IN MINECRAFT
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Shading light is a game project that | lead my team made in 48 hours in the 2022 Global Gamejam. This
is a strategic platform game, you need to use the lights and shadows to lay a path for the black Shade.

We innovatively used Minecraft as the game engine, and created another 2D physics engine and great

visuals in the game to realize our game.

You can find the tour video and demo downloads at bowen.wang/shading-light

INTRODUCTION

The story takes place in a theater. In the theater, underneath the darkened stage, on the lit-up stage, the maiden and the shadow Silhouette dance on the stage.

To be more specific, the maiden guides Silhouette that tries to move slowly on the floor under the light. The maiden helps Silhouette as she paves its path and
avoids obstacles. The Silhouette steps on the shadow, step by step, from following the same path to walking bravely in the light, crossing the obstacles and

reaching the other side of the stage to find his own freedom.



http://bowen.wang/shading-light

GAMEPLAY & SCREENSHOTS

THE FIRST TWO HOURS OF JAM: GAME PROTOTYPE g T
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You are standing on the stage of the theater and the Silhouette tried to head to the other side of the stage, but - ° o mLUR g et
Shadow called Silhouette moves in your direction. there weren't many shade on the stage where he could i & j%i;gg/ - 46D (A
walk, so he was stuck on the edge. O R -
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- Version 1: Jump upwards! Version 2: Dual view, manual switching view Version 3: Single game, one moves,
EEEEE s — . the other follows
The idea is that two people use props on each other's In this version, we basically settled on the light
platforms in different directions to help each other move and shadow projection onto the platform for However, constantly switching views
forward together. This idea was removed because it was too play. It's cool to move in 3d space to have an is too complicated when operating.
common, but nevertheless, we kept the idea of the people effect on 2d spacel! So we improved on version 2: the
helping the another to move on the platform. player controls the person in 3d
space and the person on the plane
You place objects to cast shadows. You take Silhouette will always find a way to move
In the end, Silhouette marched bravely under the lights over the stairs, down the ladders, over the obstacles, and towards the player.
to his own end. The lights of the audience turn on and a Silhouette goes from following in the same footsteps to
great show came to an end. bravely moving forward, step by step, trying to reach the

end.



Scene
M I N EC RAFT ENG I N E’ M I N ECRAFT CORE After completing the modeling in blockbench, modify Minecraft's resource files to import models to the game. This step is done by writing the mods. After adding,

| place these models out in the game to complete the scene.

| have been playing Minecraft consistently and writing client-side
mods and server-side plugins for Minecraft for over 6 years, so | know
all the parts of Minecraft well. minecraft is written in java, so you can
customize Minecraft once you master Java. The game also has many
sophisticated APls, as Roblox does, so you can modify any entity's
model, camera, game action, mechanics, etc. to make a 3D game.

Server-side: use plugins (data Client-side: use mods + resource Stage lights Seats Layered curtains Objects

package) packs + shaders

Control the physics engine of Control entity models, scene

the shadow IToq):rhfindingg system models animtu’rion offects. item T.A. In the process of making a scene, we need a stage background that glows. As a background, a glowing LED screen can make people feel more

animation slwifching ' bar Ul llighf and visual eiifec’rs immersive. For this reason, | modified the shader that controls the client display section to create a soft glowing effect for the screen. Later on, we
’ Pa ri' also applied this glowing effect to the stage lights.

After placing a large number of models into the scene, we found
a problem that the client would lag because of too many models.
To solve this problem, we changed a model implementation idea to

MOdeIing ‘Fg°clt°b@ attach different tag data to the original Minecraft armor rack, and
| made as many different models as needed for the contest. minecraft uses json format model files, so we chose to use blockbench for modeling. T

Ar'"work Pq r'l' Minecraft-based client showcase - without art processing

y . \ then change the armor rack with different tags to different models.
— i K This way the performance problem of the client side is optimized. By
’ this method, we also implemented frame switching animation.

Modify glowing effects (before / after & lighting boxes)

Stage lights Seat Layered curtains Objects

Optimize Scenes (before/after assigning models to armor stands) Animation frames of the Silhouette (prototype / code / game effects)



Technical Solutions (Part 1)
In 48 hours, our code in Minecraft is built around two main aspects: one is the calculation of shadows cast by objects on the TeChnicaI SOIUfions (Par‘l‘ 2)

stage and the other is a new 2d simple physics engine and implement real-time automatic pathfinding.

Following Path-finding Algorithm

SI‘ICICIiI’Ig Area Calculation The auto pathfinding code was done by my friend Yankui and I. We applied a 2d grid following pathfinding algorithm introduced by

Yoann Pignole in his article, where the black shadow will always try to move towards the player's position in the game. It can distinguish

By specifying the position of the light source and the obstacle on the x and y axis (height axis), the code is able to calculate steps, ladders, will stop at the edge of the shadow, and dynamically follow the player.

the area and position of this obstacle on the stage floor and generate a black shaded area for Silhouette to walk on. In the
part we implement, different shapes of obstacles can generate different shadows, and a stage can have different locations of
lights, the player needs to place and move the square according to the location of these lights.

2 Diwtension

Code snippet for calculating
shading area

-
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Disturb
Prototyping of light sources and shadows
1 (3D space)
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Final effects (for different i S, i o Scene Protection
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objects) implemented in the EEeEa N
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final game - When the position

2Dimenslon

In Minecraft, without any modifications, the player has the

or shape of an object is Details of the algorithm Screenshot of the following highest authority (can destroy and place the scene at will). To

updated, the shadows on the implementation in the pathfinding solve this problem, | wrote a script to limit the player's behavior.
Prototyping of light sources and shadows ground change shape in real original article

time.

2 (2-D space) Reference: The Hobbyist Coder #3 : 2D platformers pathfinding - part

1/2, https://www.gamedeveloper.com/design/the-hobbyist-coder-3-2d-
platformers-pathfinding---part-1-2

In our initial version, we wanted to calculate the shadows of obstacles in 3D space using point light sources with unrestricted
orientation. But in the end we found that this would require too much code and would be difficult to complete in 48 hours.
Therefore, in the end, we only considered the shadows produced by the light sources on the obstacles in two-dimensional space.



LEVEL DESIGNS THE LAST 6 HOURS: TESTING, UPDATING AND UI

We have designed three different props in the game: square objects, stair-shaped objects, and shadow ladders. According to these three About 6 hours before the end of the game, we finished developing the first runnable core gameplay demo. While others tested it, | simply drew the UL
props, we designed three levels. All we needed was the item bar, action hints, and a screen in the scene. | used an empty theater scene as the game's start page, and wrote the hints on
the screen on the stage, and pressed start to start the game.

01 Go forward! 02 Climb! 03 Courageous Departure
In this level, player has to learn to place objects At this level, player has acquired a new "Shadow After reaching this level, players need to use the
to pave a smooth shaded path for Silhouette to ladder" prop, which can help Silhouette reach higher "stairs" and all the props obtained earlier to help
help him arrive at the right side of the stage. or lower planes. Player need to help Silhouette bypass Silhouette reach the end.

the vertical obstacle shadows.

Scene Level 3

Scene Level 1 Scene Level 2

Vﬂ
a bug occured in the first running demo l[tem Bar
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Level 1 Route Sample Level 2 Route Sample Level 3 Route Sample
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Bug fixed in second version Startpage LED Screen




JAM TIMELINE

01/21 16:00 The theme announced: duality, and we started brainstorming on the theme.

THE LAST 2 HOURS: VIDEO EDITING

With most of our game's progress completed two hours before the end of the tournament, | spent about an hour editing an
intro video for our game in Premiere Pro. You can find the game demo and this showcase video in my website. 01/21 18:00 We brainstormed two different directions of duality: light and shadow, and bravery and fear, and finally decided to do light and shadow.

IHE) |E|(E) BEEO AR oM ERAIREG) MEY) &s0MW) #FBEH)

01/21 20:00 The first version of the design document was completed.

HE:FF 0 = 01/21 23:00 Technical development meeting by | and Yankui finished, we adjusted the calculation of shadow area, determined the development route, and started
development.

ikt
01/22 01:00 The overall framework is built, everyone sleep.

555, «

01/22 10:00 Development continues, Lucy draws some 16-bit pixel mapping, | start modeling and writing shadow area calculations, Yankui starts writing pathfinding
algorithm.

SH5BHIS 5

01/22 17:00 | finish the shadow calculation part and modeling, start designing the level and placing the scene.

w33 A To festart
=~

T N GE82 01/22 21:00 Ynakui finished writing the pathfinding algorithm.

01/22 23:00 | integrate all the code into the game and do prototype testing. SO M E REG RETS
01/22 11:59 Prototype test passed, sleep. I N T H E JAM

519,

IM 8- shading_light 1 =
01/23 10:30 The first game test package is packaged (no Ul) and the rest of the team starts to try it out. This was my first time leading a team in a
Gamejam, so my time planning skills are still
01/23 12:00 Ul, stage screen production completed. insufficient. We didn't have enough time to finish

the music and sound effects section in this jam.

Il .
- - p— 01/23 13:00 Second game test package package completed (with Ul).
| [ ® | mueenn || W etiaonoroes e § [ ] -] What | imagined for background music was

— — a1 j— . [ - .
[ S | — . . . o | 01/23 14:30 | started editing the video. a round dance loop for each level, with a

i . e t————— s imama  ma

P i o P b i Bt Mot iy

progressive melody for each level, and a chorus

P m w 01/23 15:30 Video editing completed for upload. at the last level. The sound effects were some
decorative notes incorporated into the round
01/23 16:00 The game is finished. dance. we added this music clip to the game after

jam finished.



HEEEEEE
I T
i

-
e
pi

H waLm ‘tﬁ ﬂ Follows Yo ‘{
S had iﬂ Leod ({ w0 another sid2.
1 ” wpn
“s Lla t Prese " F " ip Mot
— gl -

1 1ED T

1 T T T
15 o T Y T

s aE __EE A T .. S | T e—— e ——" = ———
EEREE gy — = RN . ——— | —

ess fi To festart
4 .altzzla

- VIEW MORE PROJECTS AT BOWENWANG

Fress fi To Restart

wl | | |

Weliwe © @ rinid

Follows @ T
HClimb, Pa—— =
ond GoupJ —

B s
I
il



http://bowen.wang

