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GUJARAT TECHNOLOGICAL UNIVERSITY

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

Subject Code: 4360708

Subject Name: Introduction to Game Development

Time: 10:30 AM TO 01:00 PM

Date: 16-05-2025

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) Explain the importance of each person’s role in the game development 03
process.
usl1 | 1) | AH Sadunee Ulsaiui esell of(Hst w41yl 03
(b) Explain basics of LOVE2D tool in development of game. 04
) A Sdduied| LovE2D gdeil YNHd Hitddl HHmdl. 0%
Define Game engine. List all game engines available in the market
©) with its advantages and disadvantages. Also write programming 07
language that are used for game development in particular game
engines.
Y A [+2gel A UALRIA $2). detl §lAEL A AR§LUEL UL GRHI
) Gudot, dHIH AH A[eoellefl ALE] toticll. WALBL d2d% ULl | 9
U] %ell GUALIL W1 M A (el AH Sadune HI2 Ul 8.
OR
(¢) | Explain key components of a Video Games. 07
(5) | [AlS¥L Apell Hu g2 sl AHostdl. 09
02 | (;alcglate cost of developing and maintenance to create a basic game 03
like tic-tac toe.
[25-25 2l W] Yneld AU etldd] Hi 2AEUTL Ma Hnd el
MRL2 | () | ugafe] a1t 53, °3
(b) | Describe understanding of game machines. 04
(1) | A Hellotofl AR dglet 521, 0¥
Write Pros and cons of publishing a game exclusively on a single
©) platform (e.g., Steam) versus releasing it across multiple platforms 07
(e.g., PC, consoles, mobile). Justify using real-world examples to
support your analysis.




A % WeslH (eld., IH) U A4 UsLRld Sscllell SRl 1
As1AEL Guil wal A oigldy Wesly (eld., Pc, Sold,

(5) | Hlwlsd) U2 Rely 5dl (e dHIRL (AN uHeld wludl| o9
UL dird[ds glddlel GeleRUlell GUANIL 53 1] &d).
OR
Q.2 | (a) | Describe understanding your player while creating a game. 03
Ug12 | () | dHRLWAUA dHesd s dRlet 521, AM [SHIoelR f Ulgee dil3. | o3
(b) | Create a brief Game Design Document for game like mario. 04
(0f) | HURAL Bl M HI2 (&M AM (S8l £2d1A% Gistidl. oY
(¢) | Describe popular gameplay mechanics used in game design. 07
M (SHLoetHi GUALIMIL Adldl dlsUy AHE (354 dARle
®) | 52 09
5.
Q.3 | (a) | What is the use of Unity's Scene view and Game view? 03
usl3 | 4) | Y[eAlletl Alet cf a4el Y yeil & Q) B2 03
(b) What are the advantages of using the Unity Game Engine? List key 04
Components of Unity interface.
Y2l AU Afewelell GUADL sdlell sluel 9 B2 Y[l
() | goadaetl yuat g28lefl UlE] aetld. °¥
(c) | Write down steps that are involved in publishing a game using Unity? 07
) Y[12lell GUALL 53 M USLRLA SAML sUL UG ] Qo H w1d 09
B2
OR
Q.3 | (@ ghat is the use or need of input, transform, lights, and camera in 03
nity.
usL3 | () | dlMiveye, 2lesl, dloe wa SR1el offisigatia 521 | o3
What is Genre? List various types of Genre and its importance in game
(b) | development. Also, list out tools available in Unity for asset 04
management.
Adl 2] B2 [alay usieil Al wa AH SdduneeHi def Hecd
() YR 5. GURid, wA2 HA%HR HIZ Y[A2lHi Guast | o
Altletlef] ALE] 24
(¢) | How to create a scene in Unity. 07
(5) | WlAEIHL ¢oY tstladlefl Ulsul yudl. 09




Q.4 | (a) | Explain inheritance and encapsulation in Unity. 03
usl4 | () | AlASIHI ciL v VBuy@eletol (detidetl qHdl. 03
(b) | How to use mathf and random function in C#. 04
(@) | C# Himathf e 354 §52leloll Gualal eolidl. 0¥
(c) | Describe Vector, Transform and Scriptable Object in C# unity. 07
(5) | c# YASHidseR, 2leusl wa ReRud wloBse uHxdl. | o9
OR
Q.4 | () Write down syntax of if statement, While Statement and For loop 03
) statement with sample code in C# unity.
c# YlAllHi Ay sls A8 i wWeHeR, while wWeHeR Wal
a4 () ) 63 qu Reieed R sy quil. °3
(b) Provide an example of creating and instantiating a new GameObject 04
through scripting in Unity.
Y[2lHl Rsllal gL odl AH vlus2 Gsildd] Wl Yoo
) | 53014 Geleal M), °¥
© Describe the basic steps involved in creating functions in C# for 07
Unity. Use Time function to explain its usage in game development.
c#  8IR Y[AlIUl 5206l welladl HI2 HING YN d UdAEin)s]
(5) | 98l 52U M Saduileeui dell GUALL UMAAAL HIZ 218U | og
§52Ustell GUYULL $2U.
Q.5 | (a) | What is sprite management, and how does Unity handle it? 03
U5 | () | g2 Hadee 9 8 wal Y[l da 5l 2ld &-56 52 B2 03
(b) | Explain the basics of Sprite Animination in Unity. 04
©1) | YEAEHI Lge A [ARLets{l HOed Ginidl uHedl. 0¥
©) What are Colliders, and how are they used in 2D physics simulations? 07
Explain it using code snippet.
S\Alesy 2 8 wa 2D (5[35U R1R}A”AAH] dell GulaL 3] 21d
(5) | el 82 sls Retleel GUAIL 531 Axd umostdl. °9
OR
Q.5 | (a) | Explain Event System in Unity 2D. 03
usls | () | 4l 20 Hi Bdee (UM uHdl. 03




How would you use ScriptableObjects to manage game settings or

(b) configurations? 04
o | Aoy Hadl dNedRlu{le AUldel sdl Ul di Rsewd ox
(*1) w[useedl GUAldL 5dl 2ld s220l2
©) Demonstrate implementation of gravity in a 2D game using 07
Rigidbody?
) Rigidoody ol GUAL s 2p  AHHI I2cdlsNQledl 5
o

WU 5201 Uelet 532
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Define game. Write the name of key components of a game.
Game VAL 53, Gamesll YU €2 5ls] ol 14 Gud),

Write steps to develop fun game by using scratch.
Scratchell GUYIL 53 Hell2%s W d Mellddlstl steps G,

Discuss the roles of game development team.

Hd development 214ell roleseil AL 53
OR
Describe the structure of video game.
(L[S AUl structures] dRlel 53,
List the names of platform where game are published.

Game publish 52 lell platform eil ellHls{l (U 4eild) .
Demonstrate the use of key design principals to create a game.

M Watlddl Hi2etl Hul (Sleel [Mlulesdl Gualal eolldl.
Describe game development process from idea to game.
Idea &1 Md {i’iﬂd'l game development Ll@zll"i dRle 53N,
OR
Define game genre. List names of classic game genres.
M el cuvALRld 5. s4LRLS 4 d Ael2letl ot 1Hlefl YR Watidl,

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

AY (S518etRell ¢ [B51QL Yosod, R dHT WELSlof] queral 2tld).

Describe gameplay mechanics.

A (M3 (s 54s] 4Qlet 520
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Describe Unity interface.

Y1) Boede] dllet S3).

List benefits and Advantages of using Unity.

AU (SHLEel Sal HIR Y(eA2lel GUALIL s leil SLAEIMNA] Y RL Waild),

[lustrate the role of scene in game designing and write steps to use scene
templates of unity game engine.

AU [SALB (12U scene ofl @fH51 AU Wal Y1) AU A [%etell scene
template oll GURAIL SAL UL steps qul.

OR
Describe game objects.

Game objects dRlel 53
Define following terms: Scene, Prefab, Asset, and storyboard.
ofleil Quel AULVALRIA 5 Scene, Prefab, Asset, storyboard.

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

Creative 3d [SRH18el 50l UL Y[l AY [SAIOUL 5HR1 Wal dleseeil

GulaL elidl,

Define following terms: Script, Multithreading, Array

o[ Aol Auel UL 52 Script, Multithreading, Array
Create C# scripts to handle any one game objects in Unity.

Y (21U S16URL W5 Y WIo 52 S5 Sl HIe C# R Weildl.

Describe operators of C# with appropriate example.

C# o1l v1U2Re] Ao GelsL AIE et 53,

OR
Write syntax of if-else statement, for loop, while loop.
if-else 2H<2, for loop, while loop of| (Ao 54 Qud).
Create a simple script which uses the operators of C#.

C# oll 31U 2RNetl GUAlaL 53] o (k512 et lcll,
Describe multithreading with suitable example in C#.

C# Ui 1Y GelsL 418 H[C2E(Solef dlet 53).
List benefits of sprite editor.

Sprite editor sil SIAEIAL{] ALE] Welldl.
Describe different types of classes that can be used to develop game in Unity.

Y(A2IHI M d Wetlddl Hie GUAIML 48 SsLA ddl [dfdd UsIRell classs]
dRlel 53
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(c) Write steps to apply rigid body and colliders of 2D physics in game design. 07

(5) A [SHL®Ui 2D physics el rigid body ¥ colliders @1, 5dlsli steps ©9
ud).
OR
Q.5 (a) State the use of 2D Physics in Game designing. 03
Usls () A [SHI8 (1M1 2D physics o1l GUUN2L %L Ld). 03
(b) Illustrate the role of sprite in Game. 04
(W) MM spriteetl ¢ [HSL AL oY

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

(5) M o5 &56 $Al monobehaviour Wl transform $Eldell GUALL
530 Wal Wefl script qul.

[e]

9
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