Seat No. / Enrolment No.:

GUJARAT TECHNOLOGICAL UNIVERSITY

Diploma Engineering —- SEMESTER — 6 (NEW) - EXAMINATION — WINTER -2025

Subject Code: 4360708

Subject Name: Introduction to Game Development

Time: 02:30 PM TO 05:00 PM

Date: 20-11-2025

Total Marks: 70

Instructions:
1.  Attempt all questions.
2. Make Suitable assumptions wherever necessary.
3.  Figures to the right indicate full marks.
4.  Use of simple calculators and non-programmable scientific calculators are permitted.
5.  English version is authentic.
Marks
Q.1 | (a) | Define game. List software commonly used in game development. 03
U1 | () | Game AlUALRIA 2. AlHLA Id AH SdquieeHi GuAlaHi Adldl | o3
Algedrell ALEL teildl,
(b) | Write the stages of game design process. 04
() | Game design process il AW 5S4 Qud)., oY
(c) | Discuss the roles of game development team. 07
(5) | Game development SlHell roleseil AUl 2. 09
OR
(¢) | Describe the key components of game. 07
(5) | Game il YU components <] dRlel 53). 09
Q.2 | (a) | Define game genre. List names of classic game genres. 03
URL2 | (¥) | Game genre UL 5. SALRIS game genresell <llHlsl ULEL | 03
Weildl,
(b) | Demonstrate the use of key design principles to create a game. 04
(©4) | Game Gdelldcll HISstl Hu [SHIoet Riegidlelloll GUL e2Lldl. oY
(¢) | Describe game development process step by step. 07
(5) | Game development uf%zuoi step by step dilel 52). 09
Q.2 | (a) | List the names of platforms to publish the game. 03
U2 | () | Game publish $cll HI& platform eil etlHlefl YLE] Weildl. 03
(b) | Demonstrate role of level design in game development process. 04
(W) | Game development U(SUIH Add [Saleetei]l @i(Hs] e2lld). oY
(¢) | Describe the role of gameplay mechanics. 07
(5) | Gameplay (M3 (c15¥ =il roles] dile 53, 09
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Q.3 | (a) | Describe creating and destroying of Game Objects. 03
Ual.3 | () | Game Objects Gdellcldll ¥al o112l S2cllo] ABlel 53). 03
(b) | List benefits and drawbacks of unity game designing interface. 04

(W) | Y[l game designing &e25¥Usll SLUEL Wl WIHH1eA] ALE] Glsild), oY

(c) | Write steps to create scene of any game by using scene template. 07

(5) | Scene template GuAldL s3la sl8uRl gamee], ¢QY Glelldd] Y[ 2sil steps | 09

qudl,
OR

Q.3 | (a) | Describe unity interface with its components. 03
U3 | (H) | Unity Sfa{%%{ﬂ dell components 18l dRlet 530, 03
(b) | Write steps to publish game by using unity. 04

(W) | Unityetl GULIL 53]l gamesl publish S lell steps QW) oY

(c) | Hllustrate the role of prefabs and transform to create a game with example. 07

(5) | Game Gsilddl HI2 prefabs ¥ transform il Gel&WL UL ¢{[HSL | 09

YHdl.

Q.4 | (a) | List C# operators. 03
U4 | () | C# HluReRlsll ulel welidl. 03
(b) | Create C# scripts to demonstrate the use of loop. 04

(1) | queil GUAaL sallddl Hizell C# Rsie wietld). oY

(¢) | Describe multithreading in C# with appropriate example. 07

(5) | C#HI AU GeleL U1 H[C2A[Sdle] cllet 53, 09

OR

Q.4 | (a) | Define following terms: namespace, inheritance, encapsulation 03
U4 | (M) o{|Asil QLoe] AluALRId 52 namespace, inheritance, encapsulation o3
(b) | Create a simple script which uses the operators of C#. 04

(M) | C# ol 31U2RNell BUANIL 53] o 512 Waildl. oY

(c) | Describe for and while loop with example of C# script. 07

(5) | for ¥ while GUs} C# Rs1201l GelSL U8 dQlet 53, 09

Q.5 | (a) | List important classes used to develop games. 03
URLS | () | Game [dslddl M2 GUALIMI Adidl HecdYWl classeseil ULl ielld). | 03
(b) | Illustrate the role of sprite in Game. 04

(W) | GameMi spritesil G151 Y1) oY
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(c) | Write steps to apply rigid body and colliders of 2D physics in game design. | 07
(5) | AU (SHLB=tUi 2D physics <il rigid body el colliders €12} $clleli steps | 09
i),
OR

Q.5 | (a) | Define following terms: 2D game, prefabs, colliders. 03
USR5 | () | oilAsil 20l cALUALRId 52): 2D game, prefabs, colliders. 03
(b) | Describe any four important classes for game development. 04

() | Game development H[2 S16URL YR Y&cdail classese] ARlel 52). oY

(c) | Write steps to use sprite editor to create a sprite in unity game engine. 07

5) |42l AM Ao 1L wWelladl Hi L2 AW[s2ell GUlL | 09

5 1ol steps qudl,
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Q.1

U1

Q.2

usl2 ()

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.

(@)

()

(b)

(%)
(©

(5)

(©)

()
()

(b)

(A1)

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.

dls Aos(ed, Add (Spleel, WAMR, sdIsR, [AHidlad?
Bl ¢fusilel Gedw s3al dUIR] uedlol sleurl AM Hie
Usilfodd A [SHIel 214 sild]l Ha AY Sadudee ulsAulHi
L INCIETRN NN

Explain basics of SCRATCH tool in development of game.

A SdduneeH| 35U 2dsil YN Hd Widdl 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.

Y Alooel cUlLALRIA S, dell SIUAEL Aol ASIUEL A18) WwRUI
Guast, dH M AY W [yellof] ALEL Wettd). WlALHL dodo UL qudl
ogoll GUULIL WY AH W [eaeiH | AH SAEUH2 HI eIy 8.

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.

[25-25 2l Bl Yed AU Weilddl Hi2 AUl Ha sngglsil
EREISTSRE ERE

As a game designer view point, Describe understanding of game
machines.

AY (SL8el2 g Ulger d3, AU Hellelsll YH QLo dilel 53).
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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 09
As1AEL Uil A A wglay @esld (eld., pc, Sedld,
Hlo419e) U Refly sl [Aed, dHIRL [ARNRla dHeld vudl HI2
dld(as gletdlel GeleWell GUANIL 53] U] ).

OR
Q.2 (a) Asagame designer view point, Describe understanding your player. 03
usl2  f) A [SHIee Wlgee dild, dHIRIWAUA YHosdls] dilel 5. 03
(b) Create a brief Game Design Document for game like mario. 04
(W) HURYUL Bl - Hi2 Al&H AU [SHLeet £l Gisildl, oY
(¢) Describe popular gameplay mechanics used in game design, such as 07

exploration, resource management and character progression.

(5) AH (S»ieetHi GUALIMI Adldl s AHA M3Ase] dQlet o9
s, BH 5 Alldet, AAlst AULGel W Ulste{] watld.

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

usl3  4) Yeilletl Alet @ wa AU el & Q) B2 03

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

(W) Y12l AU A[e2yetell GUALL sClell SIUEL Q) B2 Y[Adl Se2dYUsll 0¥
Hu g2slefl YLl olsildl,

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

(5) Y[lell GUALIL 530 U USLRId SAIML sUL YAE] AdM] H1d 09
87

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

usl3d  4) YlIZlMi velye, 2lslH, 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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() Qdl 9 B> (Aldy uslell Al e AU SdquieeHi dof Hecd o
YR, 5. GUid, Al HaxHee Ul Y[d42lHi Gudoey
Aldstlef] ALel w41l

(c) Explain the process of creating a scene in Unity. 07
(5)  YlA21Mi ¢U Wetlddlsfl ulsul uHomdl, 09
Q.4 (a) Explain the concept of inheritance and encapsulation in Unity. 03
Usl4e (M) Y[A2SIUI dRUL 1A UHwYQLleisil (deildstl qH2d). 03
(b) Demonstrate the use of mathf and random function in C#. 04
(1) c# Himathf e Io5H §52Usteil GUALIL £2Lld). oY
(¢) Explain Vector, Transform and Scriptable Object in C# unity. 07
(5) c# YM2HIAseR, 2leUsIH A ReRuid 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 Arud Sls U1 if weHR, while WeHR Mol 5 03
gy w@etseq] (o254 qul.
(b) Provide an example of creating and instantiating a new GameObject 04

through scripting in Unity.

@) YE2UI Rl gRRL «ldl AU e Glsildd]l Wel B2 0¥
57le GeleWL WUl

(¢) 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 YMEIMI 552t viellddl HIZ UG HOed Udldiddle] dlel 09
520, AU Sadudeedi dell GUALIL uMddl Ul 2LeH §5Usisll

Gualal 53U,
Q.5 (a) Whatis sprite management, and how does Unity handle it? 03
U5 () AP Hagde 9 8 wal Y[l dad 5l 2ld &56 52 B2 03
(b) Explain the basics of Sprite Animination in Unity. 04
() Y(A2IHI s A[AN sl Yneld eledd) qHesdl. oY

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

5) Sd1osd 9 O WA 2 [5[3sU RYAAAHT dsll GuUAlL 3] A 09
AR B2 51S [Retleell GUULL 53al dsl M.
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OR

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

usl.s () Y12l 2p Ui vdse [eH yuemdl. 03

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

(@) Wd Al wYdl dANsar{lale YUlde sl HIe dH Rsewd oy
w[useell GUAldL 5dl 2ld s:20l2

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

(5) Rigidbody ell GUUL 531A 2D AHHI J2cdlsNQotl MHLSW] 09
Yeldd 5212

Khkhhdbb b enk
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