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Design of 2.5D Survival Game using Inventory
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Abstract

The survival game is characterized by the ability to survive until the item is collected and the
game is completed at the specified time, and the inventory function to store the item is the core of
the game. Typical survival games include ‘Don't Starve’, ‘H1Z1’, and ‘Lust’. The purpose of this paper
is to design a 2.5D survival game that can be enjoyed by the smart device using Unity 3D engine.
Because it is designed as a mobile platform, designing light inventory function using two lists rather
than existing inventory function makes it easier to design than existing inventory and light design
suitable for mobile. In general, it is characterized by designing a mobile game so that it does not
depend on the place of the survival game.
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[I. Game Design
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3.1. Implement inventory using a list
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Fig. 3. Inventory Pseudocode
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Fig. 4. Delete Function

3.2. Combination Function
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Fig. 6. Combination Window
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3.3. Design of Joystick using Directional Vector
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Fig. 10. Joystick
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Fig. 11. Pseudocode of Vector

V. Experimental Results
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Fig. 17. Execution on a Mobile

V. Conclusions
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