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In this level, the game’s self-awareness uses The player tears off the sticky note to reveal Different adjectives can be chosen, leading
This is the game’s starting screen, but there The player needs to find the word “START.” Once selected, it turns into a button that can implicit hints, though in a slightly a request to find a word describing the to different dialogues, and the selection will
is no start button. be clicked to enter the next level. misleading way. game. be remembered for later.
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- The first level is a traditional word puzzle, so I designed it with a newspaper-like

look under warm vellow lighting. The player needs to find the prompted words The game tries to rewrite its code but runs Players can switch the language back to Or, they can try to decode it directly—once

and then drag them to the submission area on the right to clear the level. into a bug, turning all text into ASCIL. English. they find DEBUG, they can move on.






Implementation
Word Puzzle

v Word Search Puzzle (Script)

Grid Settings
ROWS 10

Cols 10
Tile Prefab W Letter

Grid Parent «» WordsGrid (Rect Transform)

Cell Size 1.1

Sprites A-Z

Letter Sprites

Manual Word Placement
Word Placements

ABANDON
Welge ABANDON
Start Row
Start Col

Prefab To Spa... ¥ Abandon

Color Setting
Highlight Color

Correct Color

Default Color

Matched Prefab Settings
Spawn Anchor ~ Spawn (Transform)

Vertical Spacing 1

This is a general-purpose word puzzle component. I can adjust different parameters to control the
puzzle layout, defining specific words to appear at fixed positions while the rest of the grid is
automatically filled. The visual style is also flexible: each level can use different letter sprites, allowing
for variety in appearance. The highlight color is customizable, allowing the word selection effect to

match each level's design.

PGWEF,XRTIZ pGWEF'XRTIi ABANDON
KT'I"EWGAHPA KT'I'EWGAHPF
pMAQTNZBHY »PMAQTNZBYE
VHBBMHJFPV VHBBMHJFPV
RFERALDHY:: RFERALDHYY
JEIBVNARH(') ]EIBVNARHG
VLLKNSDEO VLLKNSDLOO
N()Jf‘l“"XFOOV NOIAAxFOOV
KDQWCXRONR n‘chxRONR
DmefNGJPWV "

When the player releases the mouse button, the

Players press and hold to start selecting. They

can drag in any of the eight directions, and the selection ends. If the selected letters form a target

word length depends on the drag. Temporarily word, they permanently change color and

selected letters change color for feedback. generate a draggable word on the right.

Otherwise, the letters revert to their original state.

Line Printer

Umm... | don't know if you've ever played a game like this b

This is an editable line printer system, designed to support the game’s self-
awareness. Since the game contains many different levels, each level can have
customized dialogue lines. Within a level, the system can deliver different lines
depending on the player’s stage of progress, and it can also react differently to the
player’s choices. The text is displayed with a typewriter-style printing effect to

enhance the presentation.

Others

B} Game Manager (Script)

vuLUME Line Printer

LANGUAGE MASTER VOLUME

BACKGROUND MusIC [ @ E————————

ENGLISH
- . SOUND ElfecT T Ul Fade Settings
I" ?EPE'FESS Fade Pane

Fade Duration

Language Settings

Current Language

Shader for Blur

B Line Printer (Script)

Ul Reference
Text Field @ Text (Legacy) (Text)

Bubble Root ¥ 404

Bubble Content @ DialogueArea
Dialogue Data
Dialogue Data

Element O
Stage Before Puzzle v

Lines
Element 0 Umm... | don't know if you've ever pla
Element1 A lot of people say it's boring... too sir
Element2 So... this is the most traditional versio
Element 3 If you could... stick around just a little

+ -
Element 1

Stage After Puzzle v

Lines 1

Element 0 You actually finished it... Thank you f«

Player Setting

Typing Speed

Game Manager in All Level

Audio Manager in All Level

Bl Audio Manager (Script)

Audio Sources
Bgm Source 4 AudioManager (Audio Source)

§ AudioManager (Audio Source)

Scene BGM Clips

Level OBGM f background
SFX Clips
Type Clip

Tear Clip



