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7 ~ Introduction :
Introduction
The game " Rift-Sigil " is a 3D puzzle-adventure set in a medieval fantasy
world, developed using Unreal Engine 5.
Players take on the role of Mu Chen, a young man who accidentally activates a
mysterious rune stone and is transported to another realm.
The game centers around rune-based puzzles and mechanical traps, combining
free exploration, interactive storytelling, and choice-driven gameplay.
Through observing the environment and deciphering hidden clues, players gradually
uncover the secret behind the rune stone and embark on an immersive adventure.

Features

® Explorative Level Design: The main storyline progresses through forest — cave
— village, requiring players to solve environmental puzzles—such as stepping-
stone patterns, stone slab mechanisms, and rune light puzzles—to advance the
story.

® Interactive Storytelling: Narrative progression is driven by character dialogue,
environmental storytelling, and event triggers, deepening the player’s connection
with the world.

® Dynamic Mechanisms and Challenges: The game integrates traps, puzzles, and
enemy encounters, blending moments of tension, survival, and problem-solving.

® Immersive Visuals and Sound: Utilizing UES’s global illumination and particle
effects, paired with medieval-style music and ambient sound design, the game
creates a realistic and magical atmosphere.

® Modular System Design: Puzzle mechanisms are built using a blueprint
modular structure, allowing future expansion of new scenes and puzzles,
improving both playability and development efficiency.




