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Interpretation * Procedural Design * Scenery & 3D Modeling
- 3D Animation * Post-Production / Visual Effects -+ Music

Practices (Electmnic Sgnthesis & Traditional Orchestra)
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CHROMIA DIVISION

Interactive Installation | Color Vision Awareness | Inclusive Design

Project Info

Duration
4 Months | Individual Project
Skills & Tools

Blender, TouchDesigner, VCV Rack, Interactive Installation, Holographic Simulation

Chroma Division is an interactive installation designed to break c ti
barriers caused by color vision differences and enha ‘m ce nf

color-blind individuals. By integrating fShfhﬂFﬂ t ed 3D animation,
interactive programming, and holographic ,f::r vides a non-labeled,
nal stigma and promotes

immersive experience that addresses em
inclusivity and understanding of color vision diversity.

Objective

Video Link
https://youtu.be/A8JL70gYC-Y




FIELD RESERRCH

A one-week field research of the hospital’s color visual testing environment and patient feedback

33%
uficercdil

Finding 1: The Clinical Testing Process Lacks Contextual a &l‘eéanal Guidance «  py%,
The current diagnostic procedure lacks essential informat uﬁy nal (lear
support: patients struggle to accept the results durin ctﬂ and have @
limited clarity regarding their own symptnma é 13%
9 UNKAOWIN -
ml c Diagnosis

Finding 2: The Social ‘
In open exammatmn settin ch as school-wide health screenings, patients whose color vision

deﬂmenm I annmunced are highly exposed to peers’ attention, commentary, and ridicule. This...
invol re nnt only undermines self-esteem and confidence but also exacerbates feellngs nf -1'

ta |IE ation and labeling.

? Znh color disabilities have a vague concept Conclusion )
erstanding of color naming Current color vision testing often lac

d |
Testing environments are often open or ?sultlng room, we randomly interviewed several patients with red- support, with public diagnosis reinfc
semi-partitioned rooms, where diagnostic = green color blindness. 86% of the patients could not correctly imagine the color -envl;rﬂﬁnments-shu?ﬂn'g little h_urnan-
results are announced transparently, offering : description of "lotus root starch", 56% could not accurately imagine "mint par}'lclpantg experience cognitive cor
limited privacy protection. Waiting areasare : green”, and only “cream white" could be associated with the vast majority of anxiety _d-‘-.'rf“.Q"FhE process. Therefore, i
crowded and impersonal, contributing to . the group. Studies show that over 71% of patients have significant problems digital media technologies to create an ope
heightened patient stress and anxiety. - with color naming. comfortable color vision testing environmen

Finding 3: Imbalanced Clinic Finding

Layout and Patient Anxiety




“1 prefer emotionally supportive perceptual tools DEFINITION

L L L] o [ L] o Ir
during testing, instead of clinical standardization. Chroma Division is: an interactive visual assistance system designed for people with color vision differences. It replaces

traditional color blindness test cards with gamified animal graphics, 3D overlay layers and mixed reality environments,

| expect to redesign the color vision testing experience through immersive, : . : . . :
creating a non-labeled and immersive diagnostic experience.

empathetic and interactive media, thereby breaking through the "labeling” and
"standardization" ways of defining people with color vision differences.

Through an online survey of 208 individuals with color vision deficiency (CVD), we blindness detection, Chroma Division has mtroduce ctive color simulation, empathetic feedback
systematically identified and analyzed the core perception and discrimination mechanisms, ematmnally supportive interfac non-verbal methods for dlsplaylng test results to enhance
strategies of this group in the process of object discrimination. user experience and advocate for per

In response to the current issues of “emotional shame” and "dlgtﬂﬁc;usmty” In color-weakness and color-

|1t .

\\ R‘ﬂ‘athy Goals Value of the Design

1. Enhancing perceptual inclusivity across medical and
design systems

Highly dependent on brightness/
saturation difference: 72%

Design Goals

External assistance: 46%

Foster perceptual R N
awareness a}nong users 2. Redefining vision testing from a diagnostic procedure to
e a perceptual learning experience

SaE Engaging space i .
self-created Fa re thr - 3. Mitigating social stigma against color vision deficiency
association i X r ext: 62% ’ _ _ | s

methods: 52% 2 The Service Content 4. Enabling the co-existence of perceptual diversity in
© " Platform | public interfaces and fostering empathy through
Three principles of test experience __ | visualization and interaction
Non-stigmatizing: Transparency: Empathy Through Interaction: | | '
The testing process is The test results clearly Experience the visual Perception- Visual Holographic immersive
shameless and unlabeled present experiences from perception methods of others assisted testing identity card test device space :
different perspectives  through interaction plattorm experience AN (




TARGET USER PERSOMNAS SHETCH 8 THEORY

Personas after observation and interview Early-stage installation sketches

INSTALLATION DESIGI STEPS
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After conducting on-site observations and random interviews, | have _ —
summarized three categories of potential users and created user profiles. .

Diagnostic-sensitive users

They say: Am | abnormal? Can | still be a police officer in the future? Most of
them are teenagers or young adults, concerned about labeling and the

impact on their careers.
-Emntinnal soothing mechanism, mitigation feedback mechanism
Worry: " The result will be denied after the test."

Perception-explorer users

— Why do | see nothing while you see various patterns? Is there really
any difference? Be open to perceiving differences and be willing to understand

"the world in others' eyes".
Needed: Comparative interactive experience, MR Multi-perspective demnns%’nn

| enjoy perceptual interactive experiences and can easily empathize 6

differences in others' senses. 2
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Family-oriented users
They say: Most children who are not very cooperative are those
accompanied by their parents during the test, lacking both fun and

interactive guidance

Needed: Cute character guidance, cartoon animals as test media, and fun
animation interaction




SHETCH 8 DESIGN RESOLUTION

45° Acrylic mirror reflection

CONCEPT IDEATION

M 000%1000mm This project converts traditional color-blindness test plates into 3D forms. Users can switch between a bear, an 1.
------------------------------------------------------------------------------------------- - elephant, and a goat, whose Ishihara-style patterns represent , deuteranopia, and tritanopia. Each model
visualizes a specific color-perception deficiency, revealing how altered r::::lnr vision reshapes span&nd narrative Horizontal screen

perception and fostering a more open, inclusive, and comfortable testing environment.
High transparency

PVC board

FIHFIL‘l'SIS

sare Equipment

Utilizing optical illusions and
the principle nf reflectmn

Sensing equipment

150=150mm

- ; -Eﬂ?ﬁﬂiﬂfg-‘fﬁﬁﬂi‘tﬂh
Screen i o | :
Holographic projection :
content is presented on the
screen e o o ,

The image is displayed . - s
in tge devicz h VB-Audio Virtual Cables

The person being tested Press the button to The test subject Infrared/distance
enters the room switch 3d images states the image style sensing

Turn on the device

Switch modes |-
| Switch models or particle ToushDesnel
systems via hotkeys Y —— ol
Blender
Main visual & sound source VCV Rack Cardinal



PROJECT PROCESS H TECHNCAL CHRLLENGES 3. Initially, the object's rotation animation could not be seamlessly

connected through keyboard interaction, resulting in stiff and abrupt.
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ﬁ!g,sing .me.m.pmhanﬁej, of the material, the switching b;tween

1. After importing the model into TD, the material’s base color became
uniformly flattened, and UV mapping errors appeared.
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oard input and the animals’ material Alpha is controlled through nodes such as

....... s _ Ty T 9 —— _ ' Logic CHOP. Then, Math CHOP is used to control the keyboard input parameters,
_';;_ : —a N ﬂr fﬂ Blender, expand th_ﬂ UVs using spherical pfﬂj?ﬂ}'iﬂ": dEflﬂﬂéhﬂ : adjusting the speed of position, scale, and mtatim? to achie‘fe a squash-and- 2
e ———— = B Hrigic-based smoothing. Additionally, create original psufipeg iC stretch effect based on animation principles, making the motion more vivid.
TeEEEe ¥z .= = ‘materials in TD using node operations such as LFO, Noise, an@ Math’ : [ . =

==" Sl b = 4. The background particle system initially had low interactivity, system

lag, and was unable to change color.

~ Solution: Reduce the

~ particle display resolution.

~ Adding the audioAnalysis

- node enables the system to
detect the low frequencies

~ and kick elements of the

~input audio, which are then

- converted into particle

- motion speed and rotational

~ acceleration through CHOP
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_ b - components.
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- . liI._ - ) noised: 00000 [mlu]sls]s mergedxform et ST TN

. j — | - — w— - The ramp’s RGB values are generated via a Math CHOP, and keyboard-particle color
Solution: Use noise node to create particle motion effects in TD. |

w i T A R |




5. Setup issue: Large holographic projection equipment was unavailable, and mSTHLLHTmn [U"STHUE"U" PHU[ESS

holographic chambers were too expensive with poor results.

Solution: Using the Pepper’'s Ghost principle, four isosceles-trapezoid transparent 01 | Acrylic Structure Assembly 03 | Interaction System Integration

panels are placed at a 45-degree angle to the ground to form the image. High-
transparency PVC sheets are purchased, cut, and assembled with hot-melt adhesive.

To achieve the holographic | installed a custom-designed

illusion, | used four laser- single-button switch to allow
Su U n D D ES I Gn cut aoryﬁo sheets | audiences to interact with the
assembled into a 45° . animation sequences.
e S R ML R S S LY S inverted pyramm followin :
Mass music assets lacked the Pepper's G b The switch triggers transitions
compositional balance, randomness, F"'"“'F" between "":;::"'"'m
and interactivity, making it hard to and [npnrj;tal an“;; deuteranopia.
create a relaxed, dreamy the edges to tritanopia) and six animated
atmosphere. re structural accuracy transformation states. | used

and optical clarity, laying
the foundation for immersive
projection.

TouchDesigner + Blender for
system operation and content
output.
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| placed the completed setup
in a dark environment for final
testing.

After initial assembly, |
adjusted viewing angles and
conducted projection
calibration using a laptop
output.

, . | Use VCV Rack Card]
N O TR algorithm mu
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1S of
nd audio using
e. This project

When audiences interacted
with the device, different
‘animals and visual forms

"lul"

| created a darkroom setup

Emplﬂyﬁ sound synthesis with curtain blocking to became visibly
techniques such as subtractive enhance the illusion. This distinguishable depending on
allowed suspended 3D their color vision type,

synthesis and physical modeling,
and features two original pieces
for future exhibitions.

animations to float vividly in
the center of the pyramid.

offering both a scientific
simulation and a non-

stigmatizing experience.




PROJECT REFLECTION

FINAL DISPLAY

Outcome Validation:

This installation transformed traditional color vision
tests into an empathy-driven experience centered on
visualizing perceptual diversity. Viewers compared
their own visual perception with others’, challenging
the dominant norm of color-centric vision.

innoyahon.n colour

jically aRdiGrtistically. By

using 3D projections'and rich'soundfEffects, it makes the

test a more multisensSory eXperience] greatly reducing the

anxiehyanditear oftenireltiduring suchiexaminations.”

.

Challenges & Limitations:
For users with severe color deficiencies, layered

color distinctions remain challenging and require
further tuning.

Future Development:

The system will expand to support multi-user
empathy switching and perspective comparison. A
portable version (tablet or AR) is planned for
schools, clinics, and community use beyond gallery

spaces.

Video Link
https://youtu.be/A8JL70gYC-Y




Game Design | Landscape Exploration | Gamified Education

Project Info

Duration
2 Months | Individual Project
Skills & Tools

Maya, Blender, Unity3D, Character Design, Level Design, User Journey Map

Objective

Geo Drifting is a 3D educational adventure game featuring uni
landscapes, where players drive and solve puzzlesto e
structures, evolution, and their ties to ecosystems. mersive interaction,
the game bridges science and experience, iin erest in nature’s
complexity and promoting the value of geomorphic and ecological diversity.

Video Link
https://youtu.be/9GBr5PVHmMYU




INTRODUCTION

L andforms are natura
plateaus. Iconic types

| features shaping the Earth's surface, such as mountains, valleys, plains, anc

ike glacial, karst, and volcanic landforms are visually striking and play key

FURTHER DISCUSSION

B WHY GAMIFY? THE POWER OF ENGAGING LEARNING

® Analyze Regional Geography

® Apply Knowledge Practically Fading Student

Mativation Lack of Adaptive

Feedback

PROJECT RATIONALE AND OBJECTIVES

To Close The Gap Between Public Awareness And Geological Knowledge, | Propose The
Creation OF A Gamified, Interactive Experience That Is Both Educational And Engaging.

_ Inefficient
roles in water retention, biodiversity, and climate regulation. Yet they re often reduced to "tourist © Develop Spatia lFfesuurce Limil:nlad Process
: . : : : : ; ; : i t h Visualizakl
attractions” in public perception, with their ecological functions and formative processes overlooked. Reasoning T e -
AN STUDENTS /" To The game adopts a third-
Complex Systems down perspective in

terrain-a

nvironments.

By manipulating forces such as the passage
of time, temperature, wind, and precipitation,

Players master the cause-effect
relationships between environmental
forces and landform evolution,

€

. Global glaciers: Over Southwest China Karst: [ 1. 1 B WHY THIS FORMAT? players actively shape the landscape, solving transforming abstract geological

| 207 billion tonnes of fundamental , 90.000 km* of rocky environmental puzzles that simulate millions literacy into actionable stewardship fo

. ice lost annually since monitoring absent for desertification, erosion : : fragile ecasystems.

¢+ 2015 (UNESCO/IUGE, 30% ol active intensifying (Nature of years of EERigKat e nsformation, . 4 /
- 2023). volcanoes (GYP, 2024). Reviews, 2020].

[
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|
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. BGlobal volcanoes:
|
|
|
I
|
|
|
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20 charts and text alone fail to E”F'Efiﬂf_"ﬂﬁ' ive EE":'_|UE}"- ?hEPE_'
capture the spatial dynamics of mountains and redireck rivers in “
E t st & Hardware Limits

| o . - - - - - - - - - -

Global Retreat of Glaciers, Recession of Karst, and
Count of Volcanic Eruptions (1975-2024)

Over the Hill

« Jeep drives varied terrains, ,:{;
exploring nature. = -
+ Puzzle-solving meets

The Gardens Between

£ Depth & Comprehensiveness #E Multi-Element Integration

&' Limited by Low Interactivity

- n o s
' real-time gamepla - e’ Wl
geological processes. g2Mmepiay. BAEDENS

B Feduchon of Glacial W Reduction of Karst Landiroms @ Count of Volcane Erupbion .,t High Immersion & Complex Interaction

« Manipulate time, solve dream puzzles.

a o . « Friendship theme, hand-painted style
irwa [ : . . ! : . e v : terrain ':ha”E!ﬂEEE.
s |5 Gaming stands as the ultimate synthesis of multimedia. Its power lies in interactivity, which fosters
a first-person, participatory narrative and creates an inherent enwironment for learning and practice
i T Comperimve i
| o ANALYSIS
2 ¥ THE PUBLIC AWARENESS & EDUCATION GAP
Sl Bsacd |0 ~ 1 “ Investigating Public Awareness of Geomorphological Knowledge (e.g., Danxia, Karst, Glaciers) and World to the West Terra Nil
; . ;{ Identifying the Most Overlooked Aspects. + Action-adventure with puzzle + Restore ecasystems from
: 1 | 1 | exploration. barren landscapes.
i - e e o ‘ o Valid data points Be able to explain the « Fantasy world with multiple » Reverse city-building with
—— causes of landforms characters. nature recovery.

| want to use puzzles and terrain exploration in Geo Drifting to help players intuitively understand landform

B WHAT | WiLL Do... TO r-deptninterviews ¥9¥¥ e ¥¥9¥ ssese

evolution. | plan to convey ecological awareness and encourage players to reflect on the natural environment.



INSIGHTS

This diagram shows how game-based learning engages players, reinforces
understanding, and builds environmental awareness.

USER JOURNEY MAP

| step into the player's perspective and clearly map out their full journey through the game — including their actions, emotional responses, the system information they encounter, and
the needs and pain points that arise at each stage. This allows me to refine the game’s pacing and interaction design.

USER ANALYSIS

‘| spent three years memorizing landform features in
high school but rarely saw real ones, so experiencing
how they form would teach me why conservation
matters far more than textbook facts.”

LUKE ~

Swipe through the initial

map and observe the

"My impression of educational games is that they are visual style of the game.

usually dull, but if designers balance entertainment with N MA Y

clear science, | believe the game is truly successful” -

“Wow, this game renders the

“School knowledge feels flat and impractical,
possibly limiting our perspective and
hindering reflection on how humans and
geography interact”

ROGER ~
eﬁ

Skeptical, hopeful.

INSIGHTS/SOLUTIONS

o ?_07— y

30 immersion captivates
ITY players through -:Iynarnn:
interactive worlds.

Exploration is driven by

e p

terrain in 30 stylized graphics!

exposure to rich and varied
geographical landscapes.

Pick the Favorite level Learn the landscape

from the myriad

Urive and explore %!in animation
through signs and text installati to mark completion.

g“ “An interactive installation!

landscapes.
landforms on the map.

"Theres a cool recap

placiers are formed!” Interesting.

“Wow. | \
“I've never seen a real while ﬂh

glacier, so Il choose I:hisr/m nd engaging

than a classroom

teractive Learning: Gameplay
laces textbook formulas with

einforce Learning: Recap
andforms with short videos
:._:_-::I.;"-; 1C mtel"lﬁﬂﬁ.

oat forms, effortlessly
sndiing land anc

et -: Ay e iE:!"IEE- maklng

=
ducation an adventure.

) - _'_hﬂdfﬂﬂﬁ evolution

- ultifaceted dimensions
2xpanding scientific knowledge.

nd broad perspectives
fuel player motivation.

:.-i.-_'j';j._:;- n: A first-person viewpoint combined
live onmental feedback delivers an
ntic driv ng and discovery experience.

“ this Temperature controls show animation at the Eﬂd.'_ “
FEI'IEl Oh. so this is how impacks on E1EIEIEF.E What a fun way to finish.

—

y -

Motivation i Interest & Curiosity

Interaction
Mechanics

Instructional
Design

R ——

Enhanced

Effectiveness Engagement

Enhancing Environmental
Conservation Awareness

Promote Knowledge Acquisition and Transfer
*‘ Through game-based learning, students become more active

. ! m learners, gaining deeper understanding and more easily applying

what they've learned in new contexts.

Multifaceted Exploration and Interaction

Through immersive terrain exploration and puzzle-solving

@ s
‘A experiences, the game sparks students’ curiosity while subtly

nurturing their awareness of nature conservation.



DESIGN CONCEPT GAME CHARACTERS

Based on the analysis and research above, | created a mind map to brainstorm the game's Protagonist - Koala
overall narrative structure and the various aspects involved,

Logo
| created

The Amphibious Geo Jeep

Flooded river? Open sea? With
an integrated boat hull,

the Geo Jeep takes
its capabilities to the
next level, tackling
diverse aquatic

= terrains with ease.

The Tracked Gen J?
Eustum hmlt

'Thls
5|gn|ﬁt:.antly extends
|t uperal:mnal range on ice and

enhances maneuverability.

The Classic Geo Jeep

The most versatile choice, built for
any terrain! Its rugged shell and

b ™ wear—resfstant tires ensure.dﬁver
Driving Game safety, mile after rugged mile.
g | Mountainside house
elements (T RYIRIGE The koala lives in a house

perched high in the
mountains.

s
Brainstorm



LEVEL DESIGN

Starting Point
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Level 3 - Gla_ge_r.

In search of another habitable world, the koala embarks on an adventurous journey. Traveling

through volcanic landscapes, karst terrains, and icy mountains, he navigates ever-changing natural
environments and ultimately finds a place he can call home.

Level 1 - Volcano

4
p o
b — -

® Gameplay interactions:

« Switching between seasons to show changes in glacier thickness; or
adjusting a temperature gauge, where temperature changes affect
the rate of glacier melting.

* |nspring and summer, ice and snow melt, allowing vehicles to travel
smoothly on main roads. In autumn, main roads become blocked,
and the ice surface is not fully frozen. In winter, main roads are
Inaccessible, but the vehicle can transform into a boat and travel

4 Gameplay interactions:

« Scroll wheel: move from surface view
to an underground cross-section to
discover hidden underground rivers.

« Drawing to guide water: draw rainfall

and water flow paths to drive terrain

evolution, allowing vehicles to traverse l

the transformed terrain. J el e ,/

2 Gameplay interactions:
« Drag the timeline - volcanic eruption - cooling - geyser formation.
+ Transform into a tank vehicle and choose the right timing to pass through

the area, avoiding lava obstacles. J




EIHAI' DESIG" CEINEJEVELREWHE

Level 1 - Volcano

Y Challenge: Volcanic Ash
Harmful ash swirls in the wind.
Players must drive skillfully and
control speed to pass through.

Checkpoint - Coin Collection,
Terrain Interaction

Time Module: Press to accelerate
geological changes over time, allowing Challenge - Agile Control,

you to form mountains, carve canyons, Overcoming Obstacl &
and shift tectonic plates. / . howledge,
g ntidls

Wind Speed Module: Press to adjust

wind intensity, which can be used to erode

Players need to adjust the vehicle to avoid volcanic ash and reach as many star-marked locations on the map as possible to earn points. By f
adjusting time, wind direction, and temperature, players can influence volcanic eruptions to help the koala move forward. Players must also keep

an eye on the koala's health bar to avoid failing the level. |

H Challenge: Flowing Lava
Due to volcanic eruptions, flowing lava appears.

terrain, speed up water flow, and con PR
veleanie ach = Players must control appropriate modules ko Shdy how volcanic
J solidify it and pass through this area. eruptions impact

the biosphere.

perature Module: Press to control
temperature changes in the scene, Koala begins free driving

which can be used to break glaciers, exploration from here

clear snow. and more. J

Map: It senses the player's
current location and
surrounding conditions.

Level 2 - Karst

Health Bar: You can
check Koala's condition
at any time. If the health
bar drops to zero, you'l
need to restart the level.




SOFTWARE SCREENSHOTS

The model | sculpted in Blender

-3 0§ B F

Driving and Coin Collection

Demo Design:
In the game demo, players freely explore
the karst terrain, collecting coins
scattered throughout. When navigating
complex areas, they can use the (J and E
keys to accelerate time, controlling the
rise and fall of the terrain.

Game Demo Map

Overview

Includes:

« Jeep driving roads

« Basic karst terrain
[caves, stone
Forests)

« Floating islands
[(bonus levels)

e |

# u

r @ Fawwries oefa Sl
!y B e

Ty EF ] awi
= il LR o
el ed g

Core APls:
. Vector3.Distancel) (distance detection),
2. Input.GetKeyDownU/Input. GetKeyl) (key input],
3. Transform.Translate()/Vector3.LerpO (platform
movement).

TR TR TR

Cave Design:

Caves are natural formations created when limestone is dissolved
by water containing carbon dioxide.

In the game, they illustrate the erosive effects of water on karst
landscapes. A Particle System simulates rainfall, and terrain
elevation controis allow the jeep to enter the caves.

Production Workflow: Model and sculpt in Blender - retopology =
export as FBX = import into Unity and add Mesh Collider.




SOFTWARE SCREENSHOTS

1
|
/= ® Q e v e :
& Scenn  omGams e Animator i ﬂ.:‘.n:fﬁ.ﬂ:h ® Lighting =1 | : [ [:rE.atE[:I a Eame dem[}.
| [Ecenter> @oicbal> 1 H*f> @& O Q B o s s
t - bt S O merpoiae NomeiS : set up an exhibition
_ Cotliglon Detection  Discréete v :
v » Comstraints . space at school, and
o
: I * Loyer Overrides i it
g__ B e C AR a— : invited classmates to
= serip B Carcontr | playtest it so | could
| ﬂ Engine Powor 7500 ! - :
- e ~ : identify areas for
e S Turn Smoothness 10 I :
N LT | improvement.
v Whaets a !
Elemant 0 & FL_Col (Transform) o :
Elgrnent 1 A FR.Col [Transform) = I
Elemant 2 & BL_Cal (Transformj ) 1 .,_
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" Whesi Meshes + | Jeep Control Script: CarControl.cs
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C, Search (8] BeProject @ Animation 3 i - P m_._ = Ei ol | e
e ol Sl B &# 0 » #u2 J
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Q, Al Matesials
0, All Models Audio Resouroon I SFX _eprcrive 1
L All Prefabs Ll dare bty Oartpent Mong (Audks Miser Group)
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HM._..__.,_._' e ﬂ ﬂ Bypass Effects

Jeep Controls:

In Unity3D, | added colliders and a CarControl.cs script to the jeep

to implement vehicle control logic, including steering,

acceleration, and braking. The system defines wheel setup,

center of mass, and steering wheels, handling wheel rotation
and steering states to optimize the player's driving experience.

Dynamic Terrain: Introduce interactive physics-driven hazards such as
rockfalls and landslides that respond to player actions.

New Environments: Explore challenging volcanic and
glacial regions with unique gameplay.

B T S Improved Ul: Upgrade map and health displays, and integrate Vehicle Updates:
T e interactive controls for temperature, wind speed, and environmental » Optimize driving controls and refine vehicle models.
conditions. » Add the Amphibious Geo Jeep and the Tracked Geo Jeep for

versatile terrain handling.



Digital Heritage Preservation | Immersive Storytelling | Cultural Game Demgn

Project Info

Duration
4 Months | Team Project (Technical Implementation & Environment Art)

Skills & Tools
Unreal Engine 5 (Blueprints/Niagara), RealityScan (Photogrammetry), Jawset Postshot,

-\ .

Objective 2
Glimmers of Butterfly is an immersive 1st Person exploration gam egto digitally preserve tt ,_e _1'_1& ﬁ@?lfi xa ' ' S
Wansong Academy while reimagining the classic "B )é narrative. By integrating Gau: ?ﬁ ;“ .

Splatting, Nanite geometry, and photogramm DjEEt authentically reconstructs cultural 'i”fi"i *_'.,.‘ g e ' R

the "Three Memorial Archways". It features iq&€ calligraphy interaction system developed in U_ TV O | - ol
bridging tangible architectural heritage with intangible cultural storytelling to provide an eﬂlucatmna =83 ,I 2 iy
experience that connects players to the Confucian spirit and traditional Chinese aesthetlcs f, % e '-._.-'*;*3::""_; e d A _
| - l-} s . Aah A
X N

Video Link
https://youtu.be/-0_9Lm2pvG4 » QRS PSRN -ie




BACKGROUND & The core theme of the story

e The conflict between love and fate:

The predetermined arrangement of fate left them with no choice but to submit.
Eventually, the union of Invea:l death became the climax of the story.

"Liang Zhu" (also known as "Liang Shanbo and Zhu Yingtai”) is one of the most famous folk love tragedies in China.
After being passed down for hundreds of years, it has deeply rooted in the soil of Chinese culture.

& "Liang Zhu" Story content  Loyalty and sacrific

ga demonstrated their unwavering loyalty to each other's love.

The two rn
During the Eastern Jin Dynasty [ Three years of being classmates After the school term ended [
“Zhu Yingtai disguised herself as a man and entered |  The two studied together. Liang Shanbo regarded her as a '~ Zhu Yingtai hinted at her identity before returnlng 5 W il nf feudal ethics:
thE academy to study. She met Llang Shﬂﬂbﬂ' EIDEE friend but didn't know her gender. Zhu Ylngtﬂl home, but Liang Shanbo failed to fully understand ']'h ,Dugh the marnage arrangement of Zhu \f|ngta] and the death of |_|E|ng Shanbo,

secretly developed feelings for him. the constraints of the feudal patriarchal society are depicted.

&Y Historical Background

The story itself pﬂsseases a strnng element of literature and symhullsm

The stnry uf "Llang Zhu is set |n the Eastern Jln Dynasty

Turbulent times, Political corruption, Social unrest, Nobility class
~ The legal and moral system gradually became more rigid.
Provided strong historical support for the feudal marriage and patriarchy
depicted in "Liang Zhu", The tragic love story of Liang Shanbo and Zhu

Yingtai precisely reflects the suppression of individual destinies by the
society in that era. |

The proposal was rejected

‘Liang Shanbo's marriage proposal was

érEjEEtEd. Zhu family had already arranged for him
to marry Ma Wencai.

The Eternal Transformation into a Butterfly

Zhu Yingtail jumped into the tomb to commit Euu‘:lde

‘in a tragic love act, and the two turned into
‘butterflies and flew together.

Liang Shanbo diedsn @)
§furced to gelioMe 2

llllllllllll

The Eastern Jin Dynasty




AUDICNCE ANALYSIS

The target audience of this project includes cultural enthusiasts, historians, students, tourists, as well as the general public who are
interested in the integration of traditional culture and digital media.

CULTURAL SIGNIFICANCE

Since It became popular during the Ming and Qing dynasties, "Liang Zhu" has become an
Important theme in various artistic fields.

& Opera

"Liang Zhu" holds a significant position in traditional Chinese operas.

------------------------------------------------------------------------------------------------------------------------------

racteristics: Professional backgruund rigorous and
EI|I51IIE apprﬂach '

e Historian / Researcher

Expectatmnﬁ.
 The accuracy of architectural scale proportions _:
e The accurate presentation of historical documents
» Verifiable reference materials 5

| ~ Characteristics: Has a strnng interest in tradltmnal
) culture and attaches great importance to historical ;
authenticity.

| Expectations:
 Accuracy of the architectur
« Completeness of the N |
e The profoundgd

N CEN CEEC NS ENS MEN EN RS OENS NN M NN NN NN NS CEEEER

‘Yue Opera

¥ W R
" " -
h B

. Characteristics: The visiting time is limited, one prefers
ﬁ visual experiences and likes to tal-:e photos and make posts.

Expectations: Tourist group .

nghly curious, with limited

atterttiorf span, and fond of interaction. 1

Peking Opera i Huangmm ﬂpera

“ — » Entertaining dissemination of knowledge . Q'Uiﬂkly understand the highlightﬁ of the academy
& Literature ta « Game-based learning experience « Virtual photography function 5
5 » Social sharing function « Tour Route Recommendation
It hEE bEEﬂ EdEptE‘d intﬂ 1||-Ilarllg -----------------------------------------------------------------------------------------------------------------------------------------------------
various forms, such as lznd Zhu Ymgta]" UJA n S O n G ACA D C m H
novels and essays, I::r_y © ........................................ . ‘ Historical Background
numerous literary writers, 1963 Edition of "Liang Zhu"
exploring the interplay (with incorporation of Wansong Academy originally belonged to the Baoen Temple in the Tang Dynasty. It has a history of over 1,000 years up to now.
between love and social- traditional Chinese opera)
historical contexts, making it T . In1498
ROPLEFHRD . . 5 . : 5
s o 18 A & a timeless classic that | The 1994 version of "Liang Zhu" s . . 2 = . . . :
| : : - Zhou Mu, the Right Vice Minister of Zhejiang Province, personally transformed Baoen Temple into the historic Wansong Academy.
- transcends time and space. | (enhanced artistic expression) % ° i S : .




Adopt a central symmetrical axis layout The adoption of a centrally & The functions and symbolic significance of the academy

The founding of Wansong Academy marked a significant milestone in the
dissemination and development of Confucianism.

TheMmgandegDynastles
Wansong Academy has undergone multiple renovations and
_reconstructions, particufarly with imperial support.

Emperor Qianlong even personally inscribed words for the

-y ‘ﬁ

2
]
L
| o B
mrTeE =n
b

academy.

& Architectural style and layout

The architectural style of Wansong Academy closely follows the
typical spatial layout and formal principles of academic buildings
from the Ming and Qing dynasties.

i ;
.*. Ha Ty
| | el i .
ST twkt“
3 - ¥ o i g Hw
&F . At '

stands as a symbol of Confucian values.

symmetrical axis layout reflects the

etiquette and order inherent in Wansong Academy was founded in 1498 and is one of the four major
C?ﬂfuﬂlﬂﬂ culture. academies in Zhejiang Province.

= & r ﬁ
e!glﬂnal culture,

| .é g 455 © 1 i
mies served as the
rs for education and

egcente

academic research, and hold
a very significant position.

Three Memorial Archw po B
Symbnhzmg the revere r academia and Confucian Wansong Academy is not only an academic education venue, but
|qu ~ also plays a role in the dissemination of social culture and ideas.
| '
i;u Hall The academy fosters a cultural atmosphere through poetry, calligraphy,

reﬂects the tradition of imperial examination culture and and academic debates.
schularly exchange a

Dacheng Hall
This site is devoted to the veneration of Confucius and

Yuxiu Pavilion
Once the academy library, it is now the "Liang-Zhu

1 Lecture Hall," showcasing the Liang-Zhu cultural heritage. Not only does it help them enhance their knowledge, but it also enables

them to recognize each other's emotions through the exchange of ideas.



GAME SCENE DESIGN

This first-person immersive game scene features the "Three
Memorial Archways" and the "Eternal Model Teacher" stele.

’ Three Memorial ArﬂhWﬂyE (The historical symbol of Wansong Academy)

The design of the "Eternal Model Teacher" stele in the game

The game design features brushes and paper on the table, allowing players to interact by
wrltlng on the paper

The arch is not merely a building; it also embodies the historical
changes of Wansong Academy.

B
&Y The "Eternal Model Teacher" Stele

¥

ms‘ﬁl‘c:ally significant stone “
|r.: relics of Wansong -

ancient times.

The "Eternal Model Teacher”
monument and one of the
Academy that has

It ¢ symbolizes the rigorous academic atmﬂsphere and quty cultural
mission of Wansﬂng Academy.

In the game, the Three Memorial Archways are deliberat
selected as the player’s initial entry point.
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This enables players to form a deeper emotional connection with the embodiment of all
virtues. By writing, they can express their feelings, experiencing the scene as if fully

iImmersed in its culturally rich historical context. !

This monument expresses profound respect for Confucius and
Confucianism, and embodies the inheritance and promotion of the

educational spirit of Confucianism.

I
i
\



UCS RPROJECT

This project employs technigues such as photogrammetry, Gaussian splatt

Nanite virtualized geometry to digitally reconstruct the Three Memorial Archways and
The "Eternal Model Teacher” stele at Wansong Academy.

Assets and AN In
X Elueprlnt |

FBX Export/

OBJ Export Texture Maps

'\

Blender Decimation Madifier
and Texture Baking

RealityScan Image Capture

Model Generation UES Static Mesh

&Y Part of the Three Memorial Archways

The Three Memorial Archways were processed in point cloud form in Postsh
exported as a PLY file.

The Three Memorial Archways [ 1
' ho

Photo/Video capture -> Point ::.:Inud generation in Ja@
icrnpplng > Remuval nf redundant puints > PLY exp

ing, and

teraction
Design

Final Visual Polish in UES

t - Point cloud range

._ Gaussian Splatting 5

&Y Part of The "Eternal Model Teacher" Stele

Photo capture

Static meshes

-----------------------------------------------------------------------------------------------------------------------------------------------------

The "Eternal Model Teacher" Stele has been reconstructed into a static grid model using RealityScan.

The "Eternal Model Teacher" stele

RealityScan
rer:nnstructinn |

Model optimization and engine pipeline:

Import OBJ int*

-, —

Manually model missing roof

Add lighting (— structures cau Yi

J scanning limitations

Bake textures
using Sim@e Bake ")'
8

Unreal Engine 5 Worki|ow

Import the “ﬁel Teacher” 9
Stele stati ther assets

L]
-------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------------



INTCECRACTIVE SYSTEM

This game introduces a set of calligraphy interaction systems:

-
The system enables players to pick up the brush by pressing the F key, adjust the depth (distance) of the
brush in real time using the mouse scroll wheel, and practice writing with the mouse, gradually mastering the

Wkills of calligraphy.

By moving the brush in 3D space, the
_system enables a writing interaction

- that blends the virtual and real,
continuously tracking the brush tip to

- map it precisely onto the digital canvas.

 The "digital paper" f ‘ ’ﬁ
virtual writing su Ls ptdring and
¢ displaying t strﬂkes INGE]

h simulatmg the ink-
1on effect of real paper.

e

© 705

The overall m?@%m adopts a collaborative structure where the pen and paper
are sep

The pen handles 3D spatial positioning and interaction, while the paper is responsible for 2D
visual rendering. Through a unified coordinate interface, the system maps real-world writing
actions onto the virtual canvas in real time. This design not only delivers a physically
grounded and immersive writing experience, but also establishes a flexible framework for
extending diverse surfaces, materials, and brushstroke effects.

I'UTUIEC OUTLOOIK

Interactmn algurlthm optimization
. Precise ipping: Optimize the ray detection algorithm to enhance the

stabil y @f the brush when writing on complex surfaces.
- ,_: . Fe nimation: Add action feedback after the calligraphy is
__cw80omDieted, using the subtle movements of the character or the

VII’UHI’TIEI’IT to enhance the sense of interaction and accomplishment.

Enhanced sensory experience

» Dynamic sound effects: Incorporate sound effects based on
physical simulation, so that the sound of the brush rubbing
changes in real time according to the writing speed and

NN pressure.

" « Aesthetic Ul: Rebuilding the Interaction Interface (Ul Prompts)

Narrative Iugic construction

VFX tri he system continuously monitors the ink coverage of

the paper {Paper Logic), and once the standard is met, it

automatically triggers the Niagara butterfly particle effer.:t Through

code, the behavior of "academic study" is directly linked to the

metaphor of "transformation into a butterﬂ}f", achieving digital
narrative.

Modularization and Expansion

« Component-based Integration: Treat the project as a modular unit
and mcnrpnrate it into the broader digital heritage framework of the
i final-year project.

» Multi-platform Transplantation: Exploring the adaptation of the
scene for VR and AR devices, providing more immersive tools for

cultural heritage preservation.




Project Info

Duration
2 Months | Individual Project

Skills & Tools
8-bit Pixel Art, Godot Engine

Objective
Gambit is an independent local two-player pixel-art soccer E

explore the phenomena of injustice and manlpula
through game mechanics. This project translate |n5t|tutlnnal
biases—such as the Calciopoli scandal, thE ber meme, and illicit
interventions—into an asymmetrical pnwer-up system disrupting the logic
of fairness inherent in traditional sports simulations.

Spnrta

Game Demo Download Link
https://zestanbiceps.itch.io/gambit




ﬁ Socnal Observatlon Injustlce In Football

The design of this project is based on observations of the long-standing injustice and manipulation in
both global and Chinese football.

2 “Calciopoli"” incident in the Italian Serie
"ijiﬁ'ihterfered with match decisions
he football association, ultimately

-- -ri championship titles and

. During the investigation of former FIFA p
British comedian Lee Nelson threw mon

This incident is widely regarded as a syr

corruption, reflecting the public’s sti
between power and money.

Former national team head coach Li Tie faced inve
managerial failures.

s@inmnishment for official misconduct, reflecting deeper
im" ' to satirize the imbalance between

}Thls playful nickname reflects the
poor performance and has also

= ﬁ of the football system.

© Key Insight: Procedural Translation of Institutional Decay

 The design intention of Gambit is not to recreate football, but to simulate the systemic erosion of fairness.
Its core insight lies in moving beyond visual satire toward procedural empathy, forcing players to inhabit
the same corrupt systems they critique.

E Instead of telling a stﬂry nf t %¢E garne embeds |t mtn the asymmetrlcal card “
i ‘ﬁn 2. system. By C or "Capital Maneuver" card, players become active

5 = participants i tlonal bias.

ambit” metaphor suggests that winning often requires a moral trade-off. The tension
tween the "Clean Conscience" (integrity) and the "House Advantage" (manipulation)
mirrors the real-world pressure to compromise values for strategic survival.

By introducing "Sea Cucumber Soup” or "Ref Tilt," the game exposes how invisible power
can abruptly distort a supposedly equal playing field, transforming a sports game into a
critigue of systemic injustice.

o] Conceptual Transformation: From Scandal to Game Mechanics

Gambit translates these socio-political observations into interactive metaphors.




GA I'LIIE F u I"l": TI\E}I‘!’ PLA I"‘: I'"I \I\ I"-iG e With 80 seconds remaining in X Cards are classitied intg three o Inthe card-drawing stage,
. Bonus items are provided the game, players randomly tiers: silver, gold, and diamond. two players may draw cards
-~ - : draw one card from two cards in Higher tiers provide increasingly  of different grades, increasing
& COI'E Gameplay DESIQ“ EAOUgY Carc dravang. their own card pool. powerful buff effects. unfairness.

Gambit is an indie two-player pixel football game. While grounded In principles
of fair competition, the game allows players to create asymmetrical effects by
selecting metaphorical bonus items, thereby simulating institutional deviations
and intervention behaviors observed in real-world football.

& Interaction Rules

G0

SE ﬂ:i_ﬁlﬁ

e The game
duration is 120
seconds. The
side that

e [he player
controls a player
and engages In
confrontation by

y contains metaphors or e The Easter egg card Clean Conscience: e« Player decision-making nodes include: the

moving, dashing scores more mor, e.g.: Sea Cucumber “Untouched by :ﬁ:nrruptiqn, you play timing of choosing items (whether to break the
®.. and shooting. goals win5 | oup: "The club’s lavish soup works with pure integrity and aim for the ~ balance) and offensive and defensive strategies
5 wonders. Speed +30%, no one knows trophy." does not offer buffs, ~ (adjusting the rhythm based on the ball and the
why you're suddenly faster."” ~ symbolizing fair sportsmanship. ~ opponent).

= i
s

e Players can choose

to use buff items. "', : 20%9 and the

)
9
-
e -
-
9
e
Q
1)
.
Q
—
£

_ . o | effects of the
Each item brings an =
| props are
advantage or

N 4 displayed inreal
changes the pace time. Players need
of the game, but

to make strategies
there may be J .

_ based on the
potential costs. game situation.

Card-drawing '.‘-.-chanism / Bonus Item System




Bi&mond Cards:

« Capital Maneuver

& Competitive Justice

Players experience the tension between fairness and unfairness through interaction, as well as the , | R e tore Il v 08t hifr laft and riaht
impact of strategic intervention on the outcome of the game, thereby reflecting the issues of A A HYS ern::s m:es IS HUCHVEHS S SULEHOIDRo CAIID WIS TS 1N <t KISk
 House Advantage

institutional injustice and sportsmanship in real football. m
o Instantly adds 2 to your score. élase always wins.

The description of the existing 12 buff cards: Conscience
Coach’s mysterious potion grants you a burst of speed. +50% dash speed.

Unlouched by corruption > BrlhE "

Grease the ref, los el‘n but future goals count double. Power and money speak.
' e
-  Fake Injury

» Clean Co
Energy Drink Rumors claim you're hurt, but you trained in secret. Dash duration +0.3s

 Energy Drink

,/

mge y corruption, you play with pure integrity and aim for the trophy.

sz | o SphkedWater . i R 3N Iu]i': AF{ e 2 [ | CASSLE R A Rl O (RS LU S T R,
IET, ORI S0 et seemingly harmless sip slows your rival. Opponent’s dash cooldown +0.3s.
« Home Advantage w“ /ﬁ' Art Style
Familiar turf under ynur feet gwes ynu an Edge Speed +20% As a 2D game, Gambit adopts a retro 8-bit pixel art style, continuing the visual paradigm of FC-era sports
- t games such as Hot Blooded Football. Scenes are constructed from low-resolution pixel blocks, characters
are rendered as cute pixel sprites, and footballs are depicted using basic geometric color shapes. The Ul
e« Performance Boost follows a minimalist, function-oriented design, avoiding redundant decoration. Overall, the game conforms
A massive dose of stimulants sen e%ﬁﬂanng +100% dash speed. to the artistic logic of early arcade sports games, characterized by low visual cost and high recognizability.
« Sea Cucumber Soup

Sea Cucumber The club’s lavish soup wurk@nders. Speed +40%, no one knows why you're
2S0up suddenly faster.
¢ wonders. Spece  Playing Hurt
Forced onto the pitch, you push through pain. Cannot dash, but gain +60% extra speed.
e Ref Tilt
"Did that goal count?" The referee looks the other way. Opponent’s score -1. )/




& Character Design

There are two players in the game, each with a cute pixel image, and

their sizes, shapes and movements are all consistent. The distinction is
mainly made by the color of the jersey (red or blue).

& Scene Design

adopting a vertical design.

# Project Settings (project.godot)

' R ETE H R Gimatiars it 1= I Delimdies

Q. FEwr by Fient

l-.-l-l-

In full-screen layout, Gambit differs from the horizontal pitch in "Hot Blooded Football" by

.thll

.

+add Show

richness and fun of the performance.

if has_node("ScoreSound"):

- om o om owm omwmfomfom o om
WA AR RRAEEED A RE @6 A AR

$ScoreSound.pitch_scale

$ScoreSound.play()

2 Game Music and Sound Effects

The game features 8-bit style music and sound effects, recreating the auditory texture of pixel

handheld consoles from the 1980s. The materials are sourced from open-source resources or
generated by Al. The music is embedded in the scene through AudioStreamPlayer2D and

played. The sound effects are mostly triggered by the $Dashsound.play() code, and the sound
effects such as the goal sound will use randf_range to randomize the pitch, increasing the

randf_range(0.7, 1.5)
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Build nodes based on art assets

o3 Player_Blue.tscn (Taking the blue player as an example)

“Eeng i D j.:pﬂi:.'er_hlm X &
+ ’ Flites; mame, Chype, §aroug q_ i L rEe ﬂ E v 4 A

"I* =_5_:|1ﬁ-‘ :

B anmmatedSphite2D
[ ColkuonShepelD

i DashSound

1 i

T

Root node: CharacterBody2D, including GPUParticles2D (Dash
wake effect), AnimatedSprite2D, CollisionShape2D (physical
collision), and AudioStreamPlayer (Dash sound)

ﬁayer movement, direction detection, and

are iImplemented through _physics_prnce@st _dash()
controls the start of the dash, triggers sound and particle
effects, and stop_dash_effects() manages the end of the dash

- and cooldown. Variables such as can_move, is_dashing, and
dash_cooldown_timer are used to coordinate movement state,

~ dash logic, and effects. J

028 =

Q Door 1 ISCN Take the blue gual as an example

2 K30 KGeript X Game & Assstlib

LF bdy L6 &35

llllllllllllll

hichJmCludes two types of CollisionShape2D.
cal collision for StaticBody2D under the root

Root node: Areaz2D,
One is used f&
node, e I

s used for Goal Detection at the root node.

Triggered when the ball enters the goal, it first determines
whether the body is RigidBody2D (the root node of the football),

and then calculates the bonus points based on the
score_multiplier and updates the Ul (Red/BlueScore and Red/
BlueScoreFinal). Play the goal sound effect and delay for 1 second
to destroy the old ball (body.queue_free()), and instantiate the
new ball (ball_scene.instantiate()) and put it back to the initial
position to continue the game.

4

ge

ECSCRITET Gﬁ.l’h’i
HIENEMERTEYFLE 0

eﬁlown Node2D node

he 120-second game timing Is achieved through a timer,
and the Ul display in the game interface is updated. At the
same time, the font color is dynamically changed according
to the remaining time to provide visual feedback (light red
for the remaining 20 seconds, flickering for the remaining 10
seconds).

e

1:20! ‘|

—— — —— — —

GAMESOVER!
PLANER RED @ 8 (H) FUARER ELUE

Pause the timing at the specified time point (80 seconds) and
trigger the card-drawing process. When the countdown
ends, call countdown_finished() to display the settlement
interface, freeze the player character, and switch between
the sound effect and background music states.

e =
In

Boost avallable

Fimp: QO1::5F




r The _on_timer_timeout() function

updates the current time and refreshes i = 3
the countdown display every second. I
When the remaining time reaches 80
seconds, it pauses the timer and iy = toise

calls CardDrawManager.cardselect() to marow
enter the card selection phase. Once the et i oinatact Oy
time runs out, the timer stops and

¥ currant_tine <= 0@

triggers countdown_finished() to :;;:;;:;;;;f:;ﬂ;,‘_'
uniformly handle the end of the akedi Ardveaty
- competition and subsequent processes. J

& Card drawinﬂ NEREL ]

Preload and cache all card scenes Iin _ready(). -

The game pauses and generates two card options “@ﬁ
based on randomly assigned rarities. 1

‘When players click to select, a sound effect is trlggered and
unselected cards gradually fade out.

After both sides make their choices, gradually close the interface,
resume the game countdown and operations, and reset all states.

| T L

f:l'he function first plays the card-drawing prompt sound
and sets the can_move of both players to false to pause

fareareel the uperatiun.

rrThenJr the card-drawing Ul for both the red and blu

‘is displayed. “ts

r":l'her'.u randomly sele ¥ﬂ grﬂup f:::r both sides from
the set rarity gr ter the corresponding card pool

“ rmup(}, shuffle and instantiate two cards
d to the interface.

s

Finally, bind the pressed signal to each card.

-

-

When clicked, sound effects are played and unselected cards
are gradually hidden through fade_and_free() to prepare for
the subsequent check_selection_done() judgment that the

= card draw Is completed and the game process is resumed.

wess

Filter Files

In the Demo version, Gambit contains a total of 12 cards, with 4
cards of each rarity for players to choose from.

"
To ciea_rly disgiiguish the functional logic of different cards and
maintai and scalability during the scri ipt writing and
manter nce process, each card is designed as an independent

n scene with a separate .gd script for functional control.

n o = " . =
. w R L R
L = % Tg—— I
. L |
Bribe.qd Bribe.tscn  CapitalManeu CapitalManeu CleanConscie CleanConscie EnergyDrink.g EnergyDrink.t
vergd Vertscn nce.ga nce.tscn d SCN
- 8 __ L
. -1—-—'-
LEE T2 -l“..—— "__
L T LR ] - "
. L _:

Fakelnjury.gd FﬂhEIn;uryLEc HomeAdvanta HomeAdvanta HouseAdvant HouseAdvant PerformanceB PerformanceB F’Ja}nngHurt.g

ge.qd ge.tscn age qd age 1scn oost.gd oost.iscn d

EPR==1

PlayingHurt.ts  RefTiit.gd RefTilt.tscn  SeaCucumber SeaCucumber SpikedWaterg SpikedWatert
cn soup.tscn _Soup.gd d 5L

ﬁi‘

'h-—-r-- T

r._
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cards The fﬂ'St ShﬂWS a typlc:al numermal huff demunstratlng
piayer detectmn and mgnal calls The second is functlunal :
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The Playinghurt.gd script defines the i The Ca

~ golden rarity card. When clicked, it will | g g q
~ identify the faction it belongs to and locate w

~ the corresponding player node. In "*:;:._.;I;;:::gl;

o s ~ apply_to_player(), the player's dash ability .
e ~ is disabled (can_dash is turned off, the
~ current dash is interrupted, and t
~ effects and sound effects ar

card belongs, locates the corresponding
~goal node, and then calls the

At the same time, it increases the player’s base movement speed
based on speed_multiplier. This logic can be reused in other
numerical cards to uniformly handle player faction identification

and modify player parameters, such as movement speed, sprint
~ duration, and cooldown.

The goal script continuously updates its position through
_process(delta) and achieves back-and-forth movement with a sine
function. This type of card can safely modify the status of scene
elements.

uver.gd script defines this ;

S hav[ng a diamond-level rarity. When
ked, it identifies the faction to which the

“start_moving() function of the goal script to
trigger the goal to move left and right while
fully retaining the original goal scoring logic.

PUTTIUAS (ML RES

After user testing, we analyzed the parts of the game that need
improvement.

Optimize the art on the existing basis, including diversifying
character styles and beautifying the Ul.

« Add more cards and a second card-drawing stage. Currently,
most of the cards are numerical adjustments. In the future,
more functional cards (similar to Capital Maneuver to move the
goal left and right) will be added to enhance the game's

~ playability.

Optimize collision determination and operation feel.

List the game for free on platforms such as Steam, enable the
workshop feature, encourage the player community to
participate in game co-creation and sharing, and promote

~ positive sportsmanship.



CONCEPT &t ATMOSPHERE

Visual Conflict The design visualizes an "Ecological
Paradox" by juxtaposing rigid cybernetic ruins with
organic, chaﬂt;c

Wé Cold, desaturated tones represent the
pOcalyptic void, while the warm engine light

g“t symbolizes the last spark of survival.
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Animation
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Project Info Objective MICRO-NARRATIVE
Final Render ODYSSEY is a sel reated for the 3D Community _ THE SUSPENDED MOMENT By freezing this
2560 x 1080px | 60 FPS | 00:05 Ch ef% ic Rush. Drawing from the "solitary %, "Leap of Faith” in zero-gravity, | wanted to
Duration @6: ng" motif in Homer's The Odyssey, the project N capture more than just movement.
2 Months | Individual Project nslates the epic into a Sci-Fi setting, portraying a space < o | It repre§er?t5: my interpretation of
Skills & Tools soldier stranded in an alien wasteland. The environment e LL i the Tzl.dle'jS mtgrnal Edtll'“gﬂi—a
Blender, Mixamo, Character Rigging, Cycles Rendering constructs an absurd ecology by combining procedural = / _ ;{:?in SGZEELEJEZEZH 0SS O
Video Link cyberpunk ruins with parametric vines (lvy Gen). It reflects . E T p .

on how a sense of direction and belonging begins to dissolve - v Ry

https://youtu.be/dMuc0D-hByo

within the narrative density of an apocalyptic world.



TECHNIDHL BREKDWN CHARACTER PIPELINE TEXTURING & RENDERING

GEUITIETRV NODES &t ADD- UHS

All materials were created in Blender's Shader Editor. Most surfaces, such as ground, rocks,
and pipes, use a PBR workflow wn:h ure maps for Base Color, Roughness, Metalness, and

Normals, with some addlng b dee combinations achieve extraterrestrial terrain
and hard, pnl:shed ces.
nghtl Sun Light for base illumination, Spotlights to

nd Point Lights to enhance emissive elements and details.

ot .

Key Materials

Stuthasfilf gzzzfai?xe:?szﬁﬂﬂsuildin Character Armature & Rigging
: & Dashing & Dwmg Anim

wger mesh uses a Star Soldier
ta“asaet from FAB and is rigged in Blender.

The project’'s environment is designed
using Geometry Nodes and plugins.

Background buildings are |n5tantlat
from a specific mesh via Mes S
& — and the rigged character is

and distributed acro _ .

points using Ins 9 Fn & remapped to the dashing and
Points, v@ Iue j‘ T diving animations from Mixamo,
controllin le variation to create " with minor adjustments to fit the character's
subtle differences. Building facades proportions and movement. Final

use Ivy Gen to generate procedural refinements to skinning and motion tension

. * : '- .
vy Gen vines and vegetation, breaking + = complete the character and animation design.
Procedural Vine/Leaf Generation architectural uniformity. ® @

Auto-Rig Pro is used for quick bone
binding and Inverse Kinematics setup,




