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ABSTRACT 

 

This Report is focuses on the development of Text RPG game for the desktop Text Adventure: 

The Return. 

This project is based on a text game containing different locations, controls, actions. And the 

objective of the game is to escape the Island. In this game we can perform different actions like 

pick , give, read , interact with NPC’s And move one location to different location like south 

of island, tree etc.. The interference of the game is very simple in which we can see the actions 

we can perform and place we can go from our current location. 

This game is like a puzzle in which we have to find a way to get out of the foggy island with 

the help of the available action present on the screen. 
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सार 

यह रिपोर्ट डेस्कर्ॉप रे्क्स्ट एडवेंचि: द रिर्र्ट के लिए रे्क्स्ट आिपीजी गेम के लवकास पि कें लित है। 

यह प्रोजेक्ट लवलिन्न स्थार्ोों, लर्योंत्रणोों, लियाओों वािे रे्क्स्ट गेम पि आधारित है। औि खेि का उदे्दश्य द्वीप से बचर्ा 

है। इस खेि में हम एर्पीसी के साथ िेरे्, देरे्, पढ़रे्, बातचीत किरे् औि एक स्थार् को अिग-अिग स्थार् जैसे 

द्वीप, पेड़ आलद के दलिण में िे जारे् जैसी लवलिन्न लियाएों  कि सकते हैं। खेि का हस्तिेप बहुत सिि है लजसमें हम 

उर् कायों को देख सकते हैं लजन्हें हम देखते हैं प्रदर्टर् कि सकते हैं औि जगह हम अपरे् वतटमार् स्थार् से जा 

सकते हैं। 

यह गेम एक पहेिी की तिह है लजसमें हमें स्क्रीर् पि मौजूद एक्शर् की मदद से धूलमि द्वीप से बाहि लर्किरे् का 

िास्ता खोजर्ा होता है। 
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Chapter 1: Introduction 

  
1.1 Project overview 

 
This Report is focuses on the development of Text RPG game for the desktop Text Adventure: The 

Return. 

This project is based on a text game containing different locations, controls, actions. And the objective 

of the game is to escape the Island. In this game we can perform different actions like pick , give, read 

, interact with NPC’s And move one location to different location like south of island, tree etc.. The 

interference of the game is very simple in which we can see the actions we can perform and place we 

can go from our current location. 

This game is made using Unity which is a popular game engine for creating and developing games. 

The language we use to create this game is c#(c-sharp) 

 

     1.1 Game Interface 

 

1.2 Software and Language used 
 

The software we used is Unity Game Engine and Language we used is C-Sharp(c#) 

 

   

1.2.1 Unity 

Unity is a cross-platform game engine developed by Unity Technologies, first announced and released 

in June 2005 at Apple Inc.'s Worldwide Developers Conference as a Mac OS X-exclusive game engine. 

https://en.wikipedia.org/wiki/Cross-platform
https://en.wikipedia.org/wiki/Game_engine
https://en.wikipedia.org/wiki/Unity_Technologies
https://en.wikipedia.org/wiki/Apple_Inc.
https://en.wikipedia.org/wiki/Apple_Worldwide_Developers_Conference
https://en.wikipedia.org/wiki/MacOS
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The engine has since been gradually extended to support a variety 

of desktop, mobile, console and virtual reality platforms. It is particularly popular 

for iOS and Android mobile game development and used for games such as Pokémon Go, Monument 

Valley, Call of Duty: Mobile, Beat Saber and Cuphead. It is considered easy to use for beginner 

developers and is popular for indie game development.  

The engine can be used to create three-dimensional (3D) and two-dimensional (2D) games, as well as 

interactive simulations and other experiences. The engine has been adopted by industries outside video 

gaming, such as film, automotive, architecture, engineering, construction, and the United States Armed 

Forces.  

 

Unity have both free to use version for indi game developer and paid for big studios and more 

professional work. The current version of unity is 2018.2.5f. Other than game developing this engine is 

also use for vfx, animation. 

 

    1.2 unity intefacce 

1.2.2 C-Sharp 

C# is a modern, general-purpose programming language that can be used to perform 

a wide range of tasks and objectives that span over a variety of professions. C# is 

primarily used on the Windows .NET framework, although it can be applied to an 

open source platform. This highly versatile programming language is an object-

oriented programming language (OOP)—which isn’t very common—and fairly new 

to the game, yet already a reliable crowd pleaser. 

We use Visual Studio for programming in Unity. 

https://en.wikipedia.org/wiki/Desktop_computer
https://en.wikipedia.org/wiki/Mobile_phone
https://en.wikipedia.org/wiki/Video_game_console
https://en.wikipedia.org/wiki/Virtual_reality
https://en.wikipedia.org/wiki/IOS
https://en.wikipedia.org/wiki/Android_(operating_system)
https://en.wikipedia.org/wiki/Pok%C3%A9mon_Go
https://en.wikipedia.org/wiki/Monument_Valley_(video_game)
https://en.wikipedia.org/wiki/Monument_Valley_(video_game)
https://en.wikipedia.org/wiki/Call_of_Duty:_Mobile
https://en.wikipedia.org/wiki/Beat_Saber
https://en.wikipedia.org/wiki/Cuphead
https://en.wikipedia.org/wiki/Indie_game
https://en.wikipedia.org/wiki/Three-dimensional_space
https://en.wikipedia.org/wiki/Two-dimensional_space
https://en.wikipedia.org/wiki/Computer_simulation
https://en.wikipedia.org/wiki/Film_industry
https://en.wikipedia.org/wiki/Automotive_industry
https://en.wikipedia.org/wiki/Architecture
https://en.wikipedia.org/wiki/Engineering
https://en.wikipedia.org/wiki/Construction
https://en.wikipedia.org/wiki/United_States_Armed_Forces
https://en.wikipedia.org/wiki/United_States_Armed_Forces
https://pypl.github.io/PYPL.html
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          1.3 Visual Studio Inteface 

 

1.3 Objective  

 

Over objective is to create a game which is easy to play so that all age group can play this game and 

enjoy. This game provide easy to understand interference and the interface also guide the user/player 

what are the provided actions the can use. There is also contains help function which provide instruction 

to the user/player. 

 

This game’s requirement is very low, so everyone can install and play the game. Interface is very easy 

to understand, all we need to write keyword of the action we need to perform to get desired output. 

 

  

1.4 Feasibility  

 

This game is very easy to play since user need to perform the provided action using keyboard of 

computer. No need to install the game. All we need to do is to run .exe file and enjoy the game! 

 

1.5 System requirements 

No specific system requirement. 

Basic requirements are: 

Monitor 

Keyboard 
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Chapter 2: Preliminary design 

 
To create the game we need the knowledge of C#, unity engine, concepts of data structures and 

algorithms and a good story.  

 

2.1 Introduction of game  

 

A thunder crack of splintering wood wrenches you from darkness. A scream of shock, heat and sweat 

floods onto the cold shaking ground. Reborn in moss and dirt you take one gasping breath ofacrid smoke 

then another, and another. You wretch and convulse awareness spreading feeling for breaks in muscle 

and bone, stretching out to fingers toes then retreating to slow a pounding heart. Senses waking you feel 

the moss on your face the earth in your mouth, aching trembling pushing up back onto your knees you 

open your eyes. Coming into focus dry roots wrap round sap covered arms you tear them off wiping the 

dirt from yourself. You grab a lose branch and use it to stand and prop yourself. In front of you the earth 

fades into a dense white fog. 

 

2.2 Locations and available actions 

 

Island: 

You stand on a misty island. 

Connections: 

East: To the east lies a shore. 

West: To the west lies a shore. 

North: There is a beach to the north. 

South: To the south you a large tree. 

Items: None 

East Shore: 

You are on a black rock shore that leads to a still silver sea with no horizon. 

Connections: 

West: To the west is the island 

Items: None 

West Shore: 

You are on a black rock shore that leads to a still silver sea with no horizon. 

Connections: 

East: To the east is the island 

Items: None 

Bridge: 

You find yourself at the water’s edge. Sea worn planks tied with barnacle encrusted ropes form a bridge 

over the water fading into the fog. 

Connections: 

North: Peering north across the sea to a dark shape hovers on the edge of sight. 

South: To the south is the island 

Items: None 

Tree: 

You stand by the tree and touch its blackened and gnarled surface. 

Connections: 

North: To the north is the rest of the Island 

Items: Tree 

Causeway: 
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Reaching the shore, the walls of an ancient fortification are carved into the cliff face. At the top of the 

cliff a stone chapel looks out over the sea. 

Connections: 

North: Steps snake northward, high up the rock face leading to a dark cave entrance.  

South: The wooden bridge leads south over the sea.  

Items: None 

Chapel: 

A dark ruined chapel. In the centre of a dark stone room a smashed statue, the plinth and lower half of 

a robed figure. In front of the statue a deep well is carved into the rock. You are drawn to it. Looking 

down the well leads directly into the sea below, in the water you see piles of coins, and some black with 

age some sparkling gold and silver in the light. A shape swims through the water.  

Connections: 

East: There is an antechamber to the east. 

West: and an antechamber to the west. 

North: To the north a carved wooden door. 

South: To the south the steps snake down the cliff face to the shore.  

Items: 

Statue  

Well  

Serpent (disabled) 

Gold Coin (disabled) 

Dock: 

You find yourself walking down a stone jetty, as you move forward, slowly a hooded figure materialises 

from the mist. A Ferryman stands in his boat, it rocks in the gathering wind ringing the arrival bell.  

Connections: 

South: returns to the chapel 

Items: 

FerrymanTalk1 

FerrymanTalk2 (disabled) 

ferrymanTalk3 (disabled) 

East Antechamber: 

A dark antechamber, the remnants of the smashed statue scattered across the dusty stone floor.  

Connections: 

West: West returns to the Chapel knave. 

Items: Head 

West Antechamber: 

A dark antechamber, smashed and upturned pews, the wall is covered with faded artworks and 

tapestries.  

Connections: 

East: East returns to the Chapel knave. 

Items: The Tapestry 

The End: 

The Ferryman’s hand clenches around the gold coins he moves aside and you step onto the boat. As he 

casts off you look back once at this ghost land and then turn to face a wall of fog as you drift silently 

into the unknown. 

Connections: 

None 

Items: None 
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2.3 Items  

        

Staff 

Tree 

Statue 

Well 

Ferryman talk1 

Ferryman talk2 

Ferryman talk3 

Head 

Tapestry 

Golden coins 

 

2.4 Actions   

  

Examine Item name 

Get Item name 

Give Item name 

Go connection name 

Help 

Say talk 

Talkto character name 

Use Item name 

 

 

2.5 Game Development Life Cycle model 

 

2.5.1 Life cycle model- Waterfall Model 

The model we are using to prepare our game is waterfall model. It is the oldest and most frequently 

used model and follows simple and straight-forward methodologies – according to which first complete 

one phase, then move on to the next phase (no going backward). Every stage of waterfall model depends 

on the information passed on from the previous stage. It is easier to understand and to manage 

effectively. This model was very popular during early game developments when the requirements were 

constant through the development. But these days, requirements change every day, hence following this 

model is not a good choice. It can be used for small game project. 
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     Figure 2.1 Waterfall Model 
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Chapter 3: Result 
 

At the end we are able to complete our game. The interface is not that attractive but easy to understand 

 
     Figure 4.1 Game result 

 

3.1 Problem faced   
We faces only few some of them are 

3.1.1: can’t transport scripts in action folder in unity 

3.1.2: complier error in visual studio 

3.1.3: game is not taking input 

3.1.4: [System. Serializable] not working in c# 

 

  

3.2 Limitations 
3.2.1 The limitation of this game is it can’t run in android and iOS OS. 

3.2.2 Not containing any digital art. 

3.2.3 Boing Interface 
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