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Blopunxavia tTaixvisdiov

2012-2021 GLOBAL GAMES MARKET

REVENUES PER SEGMENT 2012-2021 WITH COMPOUND ANNUAL GROWTH RATES

newzZzoo
CAGR
@ HMobile Games 20M12-2021
@ PC Games o
180.1B +11.0%
@ Conscle Games $165.9Bn = "
$151.9Bn
$137.9Bn
MOBILE
$121.7Bn +26.8%
©2018 Newzoo $106.5Bn
$93.1Bn
$B4.8Bn
$70.6Bn $76.5Bn
PC
+11.0%
COMSOLE
+11.0%

2012 2013 2014 2015 2016 2018 2019 2020 2021
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Serious Games
(Code hunt)

LEVEL: 06.82 » ATTEMPTS: 1

Micscover the arithmetic onerati1on & ] .

plied t

System;
Program {
Puzzle( x) { 0
0

Well done so far. Look at numbers on line 4 to
capture the code.
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Unity 3D

Unreal Engine
Game Maker Studio
Cry Engine
Lumberyard

Game Engine Architecture

Your Game

Game Engine API
i

Graphics Sound Physics Al Scripting
Engine Engine Engine Engine Engine

Hardware Abstraction Layer - DirectX, OpenGL,...

Hardware Layer - graphics card, sound card,...
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Unity 3D

Unity Boo

> CH Script yr
Javascript

» BoO

C#
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Free Version \@Wﬁf‘r T
Community Forum

Asset Store




Scene View
Game View
Hierarchy
Project

INnspector

Unity Editor

TS
Uied - Gthiebastont Lo be - PO a9 Mac lancabese

- i

Scene Project

Pcmel Ponel

Hierarchy
Panel

Camera
Panel

Inspector
Panel




Publishing

BUILD ONCE DEPLOY ANYWHERE

os % ®| = & @®H g &€ N f &

A 7S 1 Gear .
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“EmmAoyn emmmedon”

SYNTAX VARIABLES ARRAYS

Loops CLASSES/OBJECTS METHODS

5 I 6



“MoTo ETTITTESO”

Help \ : 2 ; using System;
- z using System.Collections.Generic;
using System.Ling;
HINT using System.Threading.Tasks;

using System

using System.Collections.Generic

using System.Ling namespace Tutorial
using System.Text (

using System.Threading. Tasks class Program

namespace Tutorial ;
{ - static void Main(string[] args)
class Program (
( " "
t string m = "Hello World!!";
static void Main(string[] args) tring message ello

{
Console.WriteLine("Hello World") " Console.WriteLine(message);
} }
}

In this code, different namespaces have been used at the beginning but one of them
d g is missing. We want to use the Text Class from System namespace
b
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b 4
Congratulations!

Thank you for playing my game.




# Scene @@ Game ™ Animator Ei
Layers Parameters ® Base Layer

+
Base Layer o

Entry
cl_walk
¢1_fishing
Animalionft:haracler.conlroller
Be Project B Console @ Animation
rayiew @ K4 |4 > Bl MM 0 0:0 (01 o2 1:0 11 |1:2 |20
-1 fishing v < & |
.. : -~ ’ 2

v & Character : Sprite . i = . ) fa Vs f

Add Property

Dopeshest  Cumves 4 g

= Hierarchy
AutoLivelink +~

ar A

v & Level 5

P Main Camera
i Player
£ Directional Light
P Carvas
£ EventSystem
¥ QuestionAnswersManager
¥ DialougeManager
@9 Fishing rod

& Bait

0 images

i Character
i Grid

&3 Tilemap

&9 Tilemap (1)

& by
9 UIManager
¥ BoMusic
P Seuare
£ Square_1

21 |2:2

Vi

g i

Sleeping Mode

0 Inspector g i
: ﬁ +  Character Static ¥
I - Tag Untagged ¥ Layer Default -

Prefab Open Select Overrides v
A Transform (2
[d v sprite Renderer o i
Sprite «Idle (1) (O]
Color I,
Flip X Y
Draw Mode Simple v
Mask Interaction None v
Sprite Sort Point Center -
Material ® Sprites-Default ®
Additional Settings
Sorting Layer EETE -
Order in Layer 1
# ¥ Animator (7
Controller % Character @
Avatar Nene (Avatar) (O]
Apply Root Motion
Update Mode Normal hd
Culling Mode Always Animate v
Clip Count: 3
Curves Pos: 0 Quat: 0 Euler: 0 Secale: 0 Muscles: 0 Generic: O PPLr: 3
Curves Count: 3 Constant: 0 (0.0%) Dense: 0 (0.0%) Stream: 3 (100.0%)
Bl v Character (Script) 9
Script B Character
Animator None (Animator) O]
Fishing Rod Animator = Fishing rod (Animator) ®
Bait Images 4
Fish Images 5
Bait Sprite Renderer ‘mimages (Sprite Renderer) ®
Character Animation 4
.  Rigidbody 2D e
Body Type Dynarmic v
EIENE] None (Physics Material 2D) ®
Simulated 4
Use Auto Mass
Mass 1
Linear Drag ]
Angular Drag 0.05
Gravity Scale 1
Caollision Detection Discrete -

Start Awake A



FOXOPIOTW YIO

TNV TTPOooXN oac!




