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Attempt all questions.

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

Use of simple calculators and non-programmable scientific calculators are permitted
English version is authentic.
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Create a hypothetical game design team for any game of your choice,
specifying roles such as lead engineer, level designer, programmer,
artist, producer etc. and justify the importance of each role in the game
development process.
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Explain basics of SCRATCH tool in development of game.

A SaduneeH| 35U 2dsil YN Hd Wlddl AHd).

Define Game engine. List all game engines available in the market with
its advantages and disadvantages. Also write programming language
that are used for game development in particular game engines.
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OR
Explain key components of a Video Games.

[cl[Su{) Aryell Yo g sl UHomdl.

Calculate cost of developing and maintenance to create a basic game
like tic-tac toe.
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As a game designer view point, Describe understanding of game
machines.
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(c) Write Pros and cons of publishing a game exclusively on a single 07
platform (e.g., Steam) versus releasing it across multiple platforms (e.g.,
PC, consoles, mobile). Justify using real-world examples to support
your analysis.

(5) Ws o Wesld (6ld., WIH) U2 AH UsllAld Sdlell SlAel Al o9
AslAEL dull A A wglay @eshd (eld., pc, Sedld,
Hlo4196) U Refly sl [Aed dHIRL [ARNgla dHeld vudl HI2
dld (s glatlel GelsWlell GUANIL 53] U] ).

OR
Q.2 (a) Asagame designer view point, Describe understanding your player. 03
usl2 () AU [SHIeeR Wlgee dild, dHRIW@AUA YHosdls] dilel 52 03
(b) Create a brief Game Design Document for game like mario. 04
(M) HLURYUL Bl - Hi2 A& AU [SHLeet £l Gisildl, oY

(c) Describe popular gameplay mechanics used in game design, such as 07
exploration, resource management and character progression.

(5) AH (S»ieetHi GUALIMI Adldl st AHA M3Asue] dQlet 09
s, BH 5 Alldet, AAldst AULGel W Ulstefl watld.

Q.3 (a) Whatis the purpose of Unity's Scene view and Game view? 03

g3 () Yleieletl Alel e wa AU yell &4 B2 03

(b) What are the advantages of using the Unity Game Engine? List key 04
Components of Unity interface.

(W) Y12l AU Als2yetell GUALL sdlell SIUEL Q) B2 Y[e1dl Se2dUsll 0¥
Hul g2slefl YLl lsildl,

(c) What steps are involved in publishing a game using Unity? 07

(5) Y[ellell GUALIL 530 U USLRId SAIML sUL UAE] AdM] M1d 09
87

OR
Q.3 (a) Describe the role of input, transform, lights, and camera in Unity. 03

usl3 () YlIZlMi velye, 2lsld, dloe wa 302Ul eyHsle] dulst 53 03

(b) What is Genre? List various types of Genre and its importance in game 04
development. Also, list out tools available in Unity for asset
management.
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(c) Explain the process of creating a scene in Unity. 07
(5)  YlA21Mi ¢U Metlddlsfl ulsul uHomdl, 09
Q.4 (a) Explain the concept of inheritance and encapsulation in Unity. 03
Usl4e () Y[A2SIHI dRUL 1A AHwYaLleisil (deildstl qH2d). 03
(b) Demonstrate the use of mathf and random function in C#. 04
(6) C# Himathf e IsSH s52Ustell GUALIL £21ld). 0¥
(c) Explain Vector, Transform and Scriptable Object in C# unity. 07
(5) c# Y[E2HIAseR, 2leUslH 1 ReRud 1o 52 Yud). 09

OR

Q.4 (a) Write down syntax of if statement, While Statement and For loop 03
statement with sample code in C# unity.

Usla () c# Y[2IHi drud S1s U1 if weHR, while WeHR Mol 5 03
gy wetseq] (o254 qul.
(b) Provide an example of creating and instantiating a new GameObject 04
through scripting in Unity.

@) Y[E2HE Rl R «ldl AU {1uBs2 Glellddl Wal YRz 0¥
57le GeleWL WUl

(c) Describe the basic steps involved in creating functions in C# for Unity. 07
Use Time function to explain its usage in game development.

(5) c# SR YL 5521t watlddl HIZ2 ARG YNeld Udldidle] dlst o9
520 AU Sadudeeyi dell GUALIL uMddl Ul 2LoH §5Usisll

Gulal SR,
Q.5 (a) What is sprite management, and how does Unity handle it? 03
UsLs () vlge Aaaiee 9 8 wa Y1l da 5d] 3d &-54 52 B2 03
(b) Explain the basics of Sprite Animination in Unity. 04
@) YlA2lHi L N [eAnletef]l HOed Mioidl AHomdl, oY

(c) What are Colliders, and how are they used in 2D physics simulations? 07
Explain it using code snippet.

(5) Sld1osy 2 8 WA 2p [5[»54 RRAAAH] deil GUAL 3] A 09
AR B2 51S [Retleell GUULL 53a dsl AHedl.

Page 3 of 4



OR
Q.5 (a) Explain Event System in Unity 2D. 03

usts () Y12l 2p Ui vdse [eH duemdl. 03

(b) How would you use ScriptableObjects to manage game settings or 04
configurations?

() Wd AU wWedl dAsedQflulle AUlded sal Ul di Rswewd oY
w[useedl GUAldL 5cl 2ld s220l2

(c) Demonstrate implementation of gravity in a 2D game using Rigidbody? 07

(5) Rigidbody ol GUAL 53 2D AHH| AcalsNRlell WHELSWI, 09
Yeld 5212
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