Seat No.:

GUJARAT TECHNOLOGICAL UNIVERSITY

Enrolment No.:

Diploma Engineering — SEMESTER - 6 (NEW) - EXAMINATION — Summer-2024

Subject Code: 4360708

Subject Name: Introduction to Game Development

Time: 10:30 AM TO 01:00 PM

Instructions:

Attempt all questions.

Make Suitable assumptions wherever necessary.
Figures to the right indicate full marks.

Use of programmable & Communication aids are strictly prohibited.
Use of non-programmable scientific calculator is permitted.

English version is authentic.
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Define game. Write the name of key components of a game.
Game UIVAL[Rd 2. Gameetl Yu €2 5ls] ol1H QL.
Write steps to develop fun game by using scratch.

Scratchell GUAIL 53 Hofl%s U stlddlell steps Q).

Discuss the roles of game development team.

Hd development ElHstl rolessil uUL S,
OR
Describe the structure of video game.
[ci(SA) AHeil structures] et 53,
List the names of platform where game are published.

Game publish 52 lell platform eil ellHls{l U o4eiidl .
Demonstrate the use of key design principals to create a game.

M Watlddl HI2etl Hul (Spleel [Mlulesdl Gualal eoLldl.
Describe game development process from idea to game.
Idea &l U d l={l game development U($ls] cQisi 52).

OR
Define game genre. List names of classic game genres.

Md Al ARl 5. selRSs M Ael2dletl o H1sfl Y[R sti.

Demonstrate the understanding of a player in a game, as per game designer
point of view.

AY (SALOetRe1L £ [B51QL Yool J}dAHT WELS]efl el e2lld).
Describe gameplay mechanics.

A (M3 (s 54s] 4Qlet 520
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Describe Unity interface.
Y1) Boede] dllet 53,
List benefits and Advantages of using Unity.

AU (SHLEel 4l HIR Y(aA2leAl GUALIL S letl SLAEIMNA] Y RL Watld),
Illustrate the role of scene in game designing and write steps to use scene
templates of unity game engine.

A [SAL®[idHi scene ofl {151 AU Wal Y1) AU W [+2=isil scene
template =1l GUALL 5cl HLS steps QL.

OR
Describe game objects.

Game objects < dlel 53).
Define following terms: Scene, Prefab, Asset, and storyboard.
o{|Asil 2u0el UUAL[RAA 5): Scene, Prefab, Asset, storyboard.

Demonstrate the use of camera and light in unity game design to design a
creative game.

Creative RHd [SPL8el 52l HI2 Y12l AH [SHLB=tH] 501 W dlpeell
GulaL slidl.

Define following terms: Script, Multithreading, Array

o[ A1l Auel UL S Script, Multithreading, Array

Create C# scripts to handle any one game objects in Unity.

Y (21U S16URL W5 Y WIoB s S5 Sl HIS C# R Weildl.
Describe operators of C# with appropriate example.

C# oll 31UF2Re] A19Y Gl U1& dlel 53,

OR
Write syntax of if-else statement, for loop, while loop.
if-else 222R2, for loop, while loop {l (Rl 54 u).
Create a simple script which uses the operators of C#.

C# oll 31U et GULIL 53 A (s weildll.
Describe multithreading with suitable example in C#.

C# Ui ALY Gele A1 H[C2A(Solof dlet 53).
List benefits of sprite editor.

Sprite editor il LA ALEl Welid).
Describe different types of classes that can be used to develop game in Unity.

Y[A2IHI M d Wetlddl Hie GUAIML 48 sLA ddl [dfdd WsiRell classs]
dRlel 5.
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(c) Write steps to apply rigid body and colliders of 2D physics in game design. 07

(5) AU [SHL®eiUi 2D physics <l rigid body 4 colliders @12 $dlsii steps ©09
qud),
OR
Q.5 (a) State the use of 2D Physics in Game designing. 03
Usls () A [S31e (1M 2D physics =1l GUAdL wQlLdl. 03
(b) Hlustrate the role of sprite in Game. 04
()  AHHI spriteetl {[H 51 AHMAL. oY

(c) Use monobehaviour and transform class to handle game object and write a 07
script for that.

(%) Y e sea &56 5l monobehaviour Wl transform $eldell GUALL
5] WA Aol script QL.
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