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Introduction

* An action and adventure
VR game developed with
Unity which is a powerful
tool that simplified our
path in making that game

e Your main goal is to
retrieve an item in the end
of the map, but what’s
important is the path to
retrieving the item




Target audience

* This game was made for people who are into the action and adventure genre

* No need to have an experience with VR or action/adventure games

how the dr’é/iWing mechanic works

An in-game screenshot showing controls at the start of the game



Overview

* The game’s main feature is the ability to draw things into existence
* The map is constructed from several interconnected areas
* In each area the player will encounter enemies

* between each area player will have to solve a puzzle in order to move
onto the next one

* All these obstacles in the player’s playthrough will have to be solved
using the drawing feature



The drawing feature
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* You will be provided with a set of items/spells that you will be able to
draw and use

* The more accurate your drawing is the more effective the item/spell
will be

Shield Hammer

In-game screenshot, you can look at the set anytime you want during the game



https://youtu.be/rs2VX241ERs

Snippet from game


https://youtu.be/rs2VX241ERs

private Textu

F

float yRad :
float xRad .
float cent E
float cent E
int circle !
m_TotalPix .

for (int x -

?
{

{

for (i

f1
if

Game Architecture

. public void SpawnShield(int pixelHits)

int Durability;

float accuracy = ( )pixelHits / ( )m_TotalPixelHitAttempt;
GameObject cloneShield;

checkNumOfItems();

if (accuracy <= 8.75)

{

E Durability = 1ee;

; cloneShield = Instantiate(Weak, SpawnLocation.position, SpawnLocation.rotation);
¥

else if (accuracy < 1)|...

else|. ..

cloneShield.GetComponent<Shield>() .SetStats(Durability);
ObjectList.Add(cloneShield);

2s highestYCoor



Summary

* As developers who had no experience in creating 3D games moreover
a VR game as the games we developed before the project were
played on the console screen, it was nice to have a framework like
Unity which offers a wide variety of tools that helped us to create the
game we had in mind

* Overall, the game’s drawing feature allows the player to interact with
the world we built in many ways which will give every player a unique
experience
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