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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
01 | (a Explain the importance of each person’s role in the game development 03
' process.
usl1 | (1) | AH Saduiee Ulsaiui esell of(Hst w41yl 03
(b) Explain basics of LOVE2D tool in development of game. 04
() A Sdduiei LovE2D 2deil YNHd Mitddl 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 et AALRIA 5. detl SLAEL HA ASIAEL 418 WM
(5) | BuaC dHIM A Afesellof] Alel wettd] VAL A ual |
ULl %Bell GURLLIL L1 M A (et A Sadquile HI2 Yl 8.
OR
(c) | Explain key components of a Video Games. 07
(5) | [AS¥L Apell Hu g2 sl AHostdl. 09
02 | (a) Calculate cost of developing and maintenance to create a basic game 03
' like tic-tac toe.
[25-25 2l W] Yneld AU stldd] Hie 2AEUTL Ma gl
MA2Z | () | yafef] a1a1ddl 82, °3
(b) | Describe understanding of game machines. 04
(1) | A Hellotefl AU dglet 52, 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.




As % WeslH (tld., IH) U A4 UsLRld Sscllell SRUEL
A2s1AEL Guil wal A oigldy Wesly (eld., pc, Sold,

(5) | Hlwlsd) U2 Rl 5dl (e dHIRL (AN uHeld wludl| o9
UL dird[ds glddlel GeleRUlell GUANIL 53 1] &q).
OR
Q.2 | (a) | Describe understanding your player while creating a game. 03
Ugl2 | () | dHRLW@URA dHesd e dRlet 521, AM [SHIeelR f Ulee dil3. | o3
(b) | Create a brief Game Design Document for game like mario. 04
(0f) | HURAL Bl M HI2 A[&H AH (S8l £2cd1A% Gdstidll. oY
(c) | Describe popular gameplay mechanics used in game design. 07
AH (SHI8etHi GUAMI Adldl lsud AHA (3 [AsUe] dlet
(5) | 52, 09
Q.3 | (a) | What is the use of Unity's Scene view and Game view? 03
usl3 | (1) | Y[eAlletl Alot cf u4el AY yeil &q Q) B2 03
What are the advantages of using the Unity Game Engine? List key
(b) o 04
Components of Unity interface.
Y2l AU A[ewelell GUADL sdlell sluel 9 B2  yY[«All
() | goadaetl yuat g28)efl UlEl wetld)., °¥
(c) | Write down steps that are involved in publishing a game using Unity? | 07
) Y[12lell GUALL 53 M USLRLA SAML sULUAAE] A Hi w1d 09
87
OR
0.3 | @ \L/JVh_at is the use or need of input, transform, lights, and camera in 03
nity.
usL3 | () | dlMiveye, 2lesl, dlo wa 3R1el 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 [aldy usieil Al wa AH SaduneeHi def Hecd
() YR 5. GURid, WA2 HAxHR HIZ Y[A2lHi Guast | o
Ultetlef] ALE] 241U,
(c) | How to create a scene in Unity. 07
(5) | YlAEIHL ¢oY tstladlefl Ulsul ymdl. 09




Q.4 | (a) | Explain inheritance and encapsulation in Unity. 03
usl4 | () | AlASIHI diL 2 VBy@eletol [detidetl qHdl. 03
(b) | How to use mathf and random function in C#. 04
(@) | c# Himatht e wSH s5RUetell GUAlaL eRuldl. 0¥
(c) | Describe Vector, Transform and Scriptable Object in C# unity. 07
(5) | c# YEMiAseR, 2luslH wA RsRodd wluBs2 UHAAL | o9
OR
Q.4 | Write down syntax of if statement, While Statement and For loop 03
' statement with sample code in C# unity.
c# YlAZlHi Ay sls A8 i wWeHeR, while wWeHeR Wal
a4 () ) 62 qu Reieed R sy quil. °3
Provide an example of creating and instantiating a new GameObject
(b) SR 04
through scripting in Unity.
Y[2lHi Rslal gRRL odl AH vlus2 Gsildd] Wl Yoo
(D | 52019 Gele 2L, °¥
© 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[AllUl 52061 welladl HI2 AING YO d UdAE i)
(5) | A8t 52U M JadquieeHi dell GUALL UMl HIZ 2181 | og
§5%1etell GUALIL 3.
Q.5 | (a) | What is sprite management, and how does Unity handle it? 03
UsL5 | () | Al Haese2 Q) 8 wal Y[12] dal ¥l 3ld &-5d 52 B2 03
(b) | Explain the basics of Sprite Animination in Unity. 04
() | YlASIHIT B2 A[eAnlet+ll Hneid ilid] qHndl. 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) |uy B2 sl Retlesl Gualal 531 dal Auostel. °9
OR
Q.5 | (a) | Explain Event System in Unity 2D. 03
usls | () | 4leél 20 Hi Bdee (UM uHdl. 03




How would you use ScriptableObjects to manage game settings or

(b) configurations? 04
“ WM Al Hadl Asdlale AUldel sdl Ul di Rseud ox
) w[ugseedl GUAldL 5dl 2ld 522012
© Demonstrate implementation of gravity in a 2D game using 07
Rigidbody?
Rigidoody ol GUAL s 2p  AHHI I2cdlsNQledl
(5) | vyl 5201 ueelet 52 °9




