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The Design of 2D Side-Scrolling Casual Games in a
Multi-platform Environment
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Casual games are easy in terms of control and mode, and thus everyone can enjoy them in
their free time. Character games, in particular, feature a variety of cute and attractive characters. Such
character games are now available for smartphones, which are used by a large number of users, as well
as for PCs.

This paper is aimed at demonstrating the design of 2D side-scrolling casual shooting games utilizing Unity
3D Engine, which can be manipulated on smartphones. Unity 3D engine was used because it supports
multi-platform with low costs, and it makes it possibile for games to be operated on various platforms
using a single program source code. This approach is unique because the design of the games uses cute
characters, attractive concepts and easy control, targeting users in their 10s or 20s, unlike existing shooting
games that are serious.

e Key Words : Sprite, 2D Side-Scrolling Game, Unity3D Engine, Casual Game, Multi—Platform

1. Az okl Agle] Aol 0|50l R Aow AgTii o
5 o E3| mo EeR ]

S AY NS 102 710 B0 AgitnE g o re I 8RS SE wE wies A

g 1S Aeln slom i Ea wilel AYe

o, 201433 201510 AA ALDAE AA <0 AL}

*WAKKL - Had(kimsk@pcu.ac.kr)
M 2015E 68 12 3 20154 88 13¢ AXEEY 20158 88 20




148 BRgessls

B
4
a2
(o
at
2
i)
ol
ol

ofy
QL
T
Ir
= 3
%
=T

o o,
)
i
o
=)
e
i
o)
ot
lo,
o3
o

N
N
oA g
o ox [
o o
forfr iy
fatn}
o
£oHE

rom
=
irisd
il
S
atg

& o8 2D & ﬂ% T
s, FU¥l 3D
A ADS AASkR= Bl ﬂ%oﬁ 104
Bl OARIFEH A 7ol 2
Helekel = 71s st oju 2] A
o] Soll W Al s A

X
o N
o e o
ff o 12
Mo = N
=
> oud
= FUIO
rir

« o
= =3
N _IE (o
w

r2 [>

2 ol o M\ o
o o e o
[
o
i
ofl
>
= lo,

CONTROL

1Stage 2Stage 3Stage ENDING

RESULT

[Fig. 1] System Overview

3. AY "=l
3.1 2D AZPO|E A=

® Ae oD ameoleleT) Aol sl Agar)
2D AYE A A Fad A 2 AR o
MAE BEE A0E, B =RAE 19 25 o] 4
A oS ARE T2 A3 4 B, B
g 27 2AAE @ dF welz

q /

7% [

//Wl

[Fig. 2] Character Sketch
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[Fig. 3] 2D Sprite
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[Fig. 5] Schematic drawing of Picture space[8]

woid Update()
{

Wector3 movement = new Wector3(
speed.x + direction.x,
speed.y * dirsction.y.
0);

Ol & »= Time,deltaTime:
transform. Translate(movement):

{
Camera main.transform. Translate( 2] T);

i

[Fig. 7] Camera Work and Pseudocode
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public int hp = 1. /7 A" EZNE 43

public void Damagelint damage Count)
{
hp —= damageCount:

if (hp <= 0)
{

Destroy(game Object];
boAHIE O] 0RO JAL ZES

2 Objectmty]
t

[Fig. 8] Pseudocode of the Object destruction and
Collision detection
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[Fig. 9] 2D Sprite Animation
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vold Update(){
this.gameQbject. guiText text = "Score! "+ my_score ToString();
¥

void score_upl int score_obil
{
Debng Log ("score”);

WHlE + =

H

[Fig. 11] Score Pseudocode
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