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Abstract In this project a role-playing video game 
fused with puzzle elements developed using Unity 
game engine is being developed for the following 
reasons. Puzzle games are a great way to develop 
your brain in a multitude of areas, including 
executive function, perception, and cognitive 
strategy. The fundamental purpose of the game is to 
complete all of the riddles and challenges in order to 
leave the dungeon. These puzzles include pattern 
identification, sequence solving, and word 
completion. Problem-solving ability and response 
improvement are two essential skills that may be 
gained by playing the game. These are gained 
through solving different problems and fighting the 
opponents. 
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A video game is an electronic game that a human 
can interact with through an electronic gaming 
console (PlayStation, XBOX, Wii), portable device 
(Mobile Phone, Tablet, PSP, Gameboy) and a 
computer (PC, Desktop). The video game can take 
input through a controller, joystick, mouse, 
keyboard, and touch screen (Mobile phone, Tablet). 
Those inputs are converted to a series of actions in 
the video game which lead to a certain outcome 
which is presented on an output device such as a 
monitor, TV & a Projector (Esposito, N., 2005). 
Video games are classified into an enormous range 
of genres based on their type of gameplay and 
purpose. A 3D video game gives the player to 
experience a three-dimensional game world 
meaning the player can move freely on all three axes 
X, Y & Z. A 3D game world is made by combining 
different types of 3D Computer Graphics e.g., 
terrain, buildings, roads, trees etc. 3D Computer 
Graphics are produced from geometric scene 
descriptions by simulating the interaction of light 
with matter (McMillan Jr, L., 1997). In 3D video 
games, 3D graphics are rendered in real-time using 
a graphics rendering pipeline. The main function of 
the pipeline is to generate, or render, three-
dimensional objects, light sources, shading 

equations and textures. (Akenine-Moller, et al., 
2019). 
 
1. Background and Context 
The puzzle games are an entertaining way to train 
the brain in several aspects. Such are executive 
function, subsequent perception, and cognitive 
strategy [9]. Also, there is a correlation between 
playing puzzle video games and increased 
resilience, according to existing qualitative research 
[15]. The reason’s I chose to develop a video game 
are, the puzzle element and of course the love of 
video games. 

2. Methodology 
Systems design is the process of establishing a 
system's architecture, product design, modules, 
interfaces, and data in order to satisfy particular 
requirements. Systems design is also the application 
of systems theory to product creation. Lean 
methodology is a technique for focusing a 
company's people, resources, effort, and energy on 
providing value to consumers. Its foundation is built 
on two guiding principles: continuous progress and 
human respect. The Agile technique is a project 
management approach that separates projects into 
stages. It demands constant stakeholder interaction 
as well as continuing development at each step. 
Once the project begins, teams go through a cycle of 
planning, executing, and evaluating. This project 
was planned using the lean methodology. 

3. System Design 
 
 
 
 
 

 
 
 
 
 
 
 
 
Figure 1. 1st Floor Rooms 
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Figure 2. 2nd Floor Room 
 

Room 1: This room is considered the first one, even 
though there isn’t an actual order in which the player 
should follow. It is considered as the first because if 
this room is completed successfully, it rewards the 
player with an attack damage buff (buff is an effect 
placed on the players character that enhances their 
statistics). The buff increases attack damage and 
restores health to maximum (attack damage is the 
damage the player deals to enemies). The reason that 
it is considered first is because in room 2 there is one 
enemy more than room 1 and the enemies in room 2 
are taken down with one hit, if this buff is taken. In 
this way, the game forces the player to think which 
way to take and which one will be easier as first.  
In this level the player has to defeat all three enemies 
in a certain order (2 enemies are close ranged and 1 
long ranged), this is achieved by having an indicator 
over each enemy that needs to be defeated. The 
challenge starts when the player approaches a 
platform (figure 1) placed in front of the room 
entrance. Afterwards, a countdown starts and then 
all three enemies attack the player. After defeating 
all three enemies in the right order the reward (buff) 
spawns. If the player fails to defeat the first indicated 
enemy or loses from an enemy, then the level restarts 
by repositioning the player and all enemies to 
starting positions. 
 
 
 
 
 
 
 
 
 
 
 
Figure 3. Missing Items 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 4. Shape Puzzle Lock 
 

In order for the player to access the room 2, the 
shape puzzle (figure 4) must be solved, which is 
placed on the entrance of the room. This puzzle has 
a missing octagonal piece which the player has to 
search the dungeon to find it (figure 3). After 
finding it, the player has to interact with the lock and 
place the missing piece in its place. Afterwards, the 
player while using the mouse, has to point each hand 
(same as clock hour hands) at the shape that its edge 
indicates. Finally, after each hand points at the right 
shape the puzzle is solved and the player can access 
Room 2. 

 
Room 2: In this room the only thing that concerns 
the player is not to be defeated by the enemies. This 
room includes four enemies (2 short ranged, 2 long 
ranged) which they can be defeated in any order the 
player wishes. The start of the level is the same as 
the previous room, the player needs to approach the 
platform (figure 1) and a countdown starts. After the 
countdown all four enemies approach the player and 
start attacking. If the player successfully defeats all 
enemies, then is given access to the reward, which is 
a chest (figure 1) placed at the end of the room. This 
chest is locked with a key which the player has to 
find (figure 3). Finally, if the key is found the player 
can unlock the chest, which it includes two smaller 
chests. 

 
 
 
 
 
 
 
 
 
 
Figure 5. Chest with Rotation Puzzle Lock 
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First chest (figure 5) is locked with a rotation 
puzzle, which is solved by rotating all image pieces 
(piece 1, piece 2, etc.)  with the mouse, to the 
position where it forms a picture. The reward of this 
chest is a riddle which is used for the next puzzles 
which is located at the room 5. Second chest is 
opened automatically after interacting with it and its 
reward is a health buff (maximizes the health of the 
player). After the completion of the room 2, the 
player can continue to the next puzzle which is 
located at the room 5 (figure 2). 
 
Room 5: The puzzle of this room can only be 
completed if room 2 and room 5 are completed 
successfully. In this room the player’s goal is to spell 
the answer of the riddle on the riddle puzzle platform 
(figure 2). The riddle puzzle platform is a group of 
buttons which each button represents one letter of 
the English alphabet. The player has to place a 
cubical rock (figure 2) at the right buttons (letters). 
After triggering the right buttons and forming the 
answer of the riddle on the floor, a sound will trigger 
and an on-screen message will appear informing the 
player that the puzzle is completed. Afterwards, the 
player is rewarded with another riddle which is the 
answer of the riddle puzzle that is located at room 4 
(figure 2). 
 
Room 4:  The riddle puzzle of this room can only be 
completed when the player successfully finishes the 
puzzle of room 5. The room 4 puzzle is identical to 
room 5, the player must type the answer of the riddle 
that is given at room 5. The puzzle rewards the 
player with the access to the next room (3) and a 
torch that will be useful for the completion of room 
3 (this room has low lighting so a light source is 
required in order to navigate to the right path). 
 
 
 
    
 
 
 
 
 
 
 
Figure 6. Floor Trap 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
Figure 7. Fire Trap 
 
 
Room 3: The 3rd room is the final one and it’s the 
trickiest part of the game. In this room a maze is 
included which is filled with fire traps (figure 7), 
floor traps (figure 6) and a hidden enemy. At the 
start of the maze there are a few floor traps blocking 
the players path, which are followed by some fire 
traps. The first part of the maze is more like a 
demonstration of what can the maze include. This 
can help by making the player familiar with how the 
traps work. At the second half of the maze, the 
player must face a combination of the traps. These 
combinations are a group of three fire traps and a 
combination of the two types of traps. The group of 
fire traps, is trigged off when the player stands in 
front of the first one, but this time all three stop but 
there is a timer which will automatically trigger the 
traps on again after a few seconds. The floor/fire trap 
at first is like facing the fire trap, but just after the 
fire stops the player must jump in order not to 
receive any damage from the floor trap. If the player 
is defeated by the traps, then the game repositions 
the player at the entrance of the room. The player’s 
mission is to find the door that leads to the exit, 
which is locked and the player must search the maze 
to find the key (figure 3). Finally, after unlocking 
the exit the player can now leave the maze. The 
game is considered finished after this room. 
 
The functionality of the floor trap (figure 6) is 
simple. If the player stands in front of the trap, 
needles rise and if the player touches them, receives 
damage. The player must be aware of the trap and 
jump just before touching its surface. 
 
When the player is standing right in front of the fire 
trap (figure 7) the trap’s fire automatically stops 
after a second. The fire restarts after 3.5 seconds, so 
in that window is where the player must act. The 
player must simply walk by the trap while its flames 
are put out otherwise if the player touches the 
flames, the player will receive damage. 
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4. Conclusion  
A video game was designed and presented using 
riddles and puzzles, offering rewards to maintain 
players interest. What distinguishes this particular 
game is that it stimulates the mind of prospective 
players. There are numerous ways to improve the 
video game that was developed, but there is also 
room for improvement during the project planning 
process. When it comes to video games, I believe 
this step is critical because if the project plan is well-
crafted, you will never depart from the main goal. 
Furthermore, a video game system can become 
extremely complex, so it's always a good idea to 
have a strategy in place for dealing with any issues 
that arise. 
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