Loloring

A Metroidvania Game Built Around Color-Based Interaction

Reference
Animal Well Splatoon Leap Year
Non-combat Metroidvania Strong emphasis on Minimalist design where
with environmental color as feedback, abilities are discovered
puzzles and nonlinear dynamically altering the through intuition and
exploration. environment with ink.  experimentation.
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Overview of My Game

This is a non-linear, combat-free Metroidvania focused on exploration and puzzle-
solving. Without explicit instructions, players discover hidden abilities through

experimentation and environmental cues.

Color is both a tool and a form of expression. Players coloring the world as they
move through it, they reshape their surroundings, unlock new possibilities, and

leave behind a visible trail of their journey.
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The visual style takes inspiration from early arcade
games such as Space Invaders and Pac-Man, using

a bold, high-contrast pixel aesthetic.

The Colorful Kingdom is divided into three rival nations:
Red, Blue, and Yellow. When a black-and-white storm
steals all color from the world, each nation sends a
knight. Though they start as enemies, they learn to work
together, combining their powers to restore color and

bring back a brighter future.


https://drive.google.com/drive/folders/1Wf2ZSeuFrtga8ltZNP1RT_SDIooMDFl6

There are three primary colors and three secondary (mixed) colors. Each color

represents a unique ability and interacts differently with the environment.
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' Tutorial: The game begins in a

-

Red Stage: Introduce the central plot
while teaching the player the Red
Knight's abilities and the basic
mechanics of color gates.

Unlock Blue: The player meets the
Blue Knight, who joins as an ally. This
stage introduces water mechanics and

puzzles that require cooperation
between red and blue abilities.

Color Mixing: All three knights
together allow color mixing — orange,
green, and purple — each offering new
abilities.

Collectible System: The game includes a collectible system where optional color
pieces are hidden along side paths. Each piece restores part of a painting in a
special room, and as more are found, the image gradually becomes complete,

marking the player’s progress.
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V3: Regional Ink Masks for Performance Optimization C

Vector2int indexNow = GetinkMaplindex(transform.position);

Core System Design

if (indexNow != currentindex)

{

Coloring is one of the core mechanics of the game, and | invested significant effort into building a system that feels smooth and efficient. Problem ST o T I
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NeEdEd for mEChanlcs Ilke pla\/er reaCtS to the COIOr underfOOt' { readBuffer = new Texture2D(currentinkMap.width, currentinkMap.height, TextureFormat.RGBA32, false);
}
Shader_ Based colori ng « GPU-to-CPU readback from a large, high-resolution Ink Mask caused frame drops. :
if (currentinkMap == null)
Solution diaw -
" . . Constrained Constrained by tile . A | Erad From baundakes E;:::i:uu\;'({-;UL;:};;E{:(L;E{;}EUHVS;OIFH position, currentindex);
V1: Coloring by detecting the player's boundaries V2: switched to shader-based solution by g
collisions with the tilemap. 3 using RenderTexture system. =  Divided the map into multiple regions, each with its own smaller Ink Mask. A B By e sl
_l ]1 _LH L . A . . . { RenderTexture.active = currentinkMap;
| MO A m « At runtime, the system calculates which region the player is in and only reads S iy endite sl ororo offipard |
Limitation Advantage . :zzggagz: Esss:}lfels(' v Rect(0, 0, currentinkMap.width, currentinkMap.height), 0, 0);
from the corresponding small Ink Mask. The performance was much better. _ RenderTexture.active = nu
» The coloring constrained by tile boundaries. « An Ink Mask layer is rendered on top of the map.
» Difficult for saved game « The player’s world position is used to draw color directly
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private void OnCollisionStay2D(Collision2D collision) 0 Or a e
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foreach (ContactPoint2D contact in collision.contacts) e o a Dir.SsteSer) .
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Vacior? contaciPont = cortact Gomt '+ contect nonmel 2.-0.057 B Color gates restrict access based on the player’s current color. They are I
Vector3int cellPos = tilemap.WorldToCell(contactPoint); H{TDU{H;TI "Queue’="Transparent'} i designed to reinforce color-based puzzle logic and progression. Cutrant Bolor Id o
LOD Tags { "Queue"="Transparent” "RenderType“"="Transparent” }
Debug.DrawRay(contact.point, contact.normal, Color.red, 1f); @ Pass — - Fixed Color Gates: Can only be passed by characters matching the e A
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TileBase currentTile = tilemap.GetTile(cellPos); OneMinusSrcAlbha 8 P : Has Requirement
T T ST IO vy o R » Paintable Gates: start as gray and must be manually painted the Condition Number 1
if (currentTile != null && tileToOriginalDict.ContainsKey(currentTile)) e e Sl Fanenting according trigger to open SIS 2
fixed4 _Color, #include "UnityCG.cginc” 2 _——
{ 4
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' s opaa Variants include: , E = = = e
aeal with th JIC Detore col anging .'-..ﬁzm:TEXCOORD{)' truct v2F { A MU MR MY MY M M = — =
HandlePrePaintLogic(currentTile, originalTile, contact.normal); | e X * All buttons must be the same color s = B P e e P
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adding clearer Ul prompts.
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to ensure stable and accurate updates.




