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One-man Mobile Casual Game Production Using Unity 3D
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Abstract

Due to smart phones introduced since 2007, mobile contents production become activated and
with this trend, attention among different age groups to production of mobile games has been
growing. Whereas in the past, development of games was the domain of developers equipped with
technical knowledge, provision of editor-type engines in recent times is lowering the high barrier of
entry to game production. This paper proposes an event-based module design method from the

perspective of general users, aimed at

module includes diverse events that express game characteristics. In addition, the script function
provided by the Unity 3D is appropriate to embody the proposed module structure and utilizes the
Unity 3D. Lastly, this study produce a simple 3D mobile casual game in order to verify whether
effective game production from the planning to the development is possible through the proposed

producing games by oneself with a Unity 3D, one of
editor-type game engines. This is to plan behaviors and roles in the unit of modules in the whole
process of a game to be in line with the perspective of game production by one person. Each

method.
Keywords : Casual Game, Event—-based Module Design, One—man Game Production, Unity 3D Engine
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Scene image Contents
Main scene
1. BGM Sound on/off Best score scene
= Back : move result scene
2. Best Score & Coin
3. Menu
Strart game @ move game
scene
= Exit : move exit scene
<Table 1> Organization of each scene
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(213 5) olWE|WN w5 o

Module - Scene_Transition
Interface

¢ Input key
¢ Select image

Event

* Move scene
e Active sub-menu

Module - Object_Motion
Interface - none
Event

¢ Acceleration - left/right
*« Add force(physics) -
left/right

forward,

Module - Item_Collision
Interface

¢ Classify objects

¢ Interchange information
Event

¢ Increase score or coin
* Decrease HP
¢ Get item or bonus

Module - Item_Object(Coin / Score)
Interface - none
Event

* Manage coin or score

(Figure 5) Examples of event-based module

(Td 6) AY A ellM g ojHlES] o

Aﬂ ﬁ p + Tree Bonus
§&

- Time(HP) '/;;

(Figure 6) Examples of various events in
game scene
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Background
No. 2 3 4 5

Name UI_MainBG | Ul _Loading | UI_ExitBG | UI_BuyBG

8
UI BestBG | BlackBG

Button etc
No.| L | 2 [ 3 4 5 6 7
Name | UL Start | UL Buy | ULOK | ULNo | ULExit |UI Pause | UL Back
— oo | = 0 | O

No. 8 9 10 11 12 13 14

Name | UL SoundOff [UI_SoundOn | UL TimeBar| UI_Box1 | UI_Box2 |UL ltemBG | UI_Item

mage| @ | 74 o | e | [@
(Figure 8) Result of UI images
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3D Models
No.| 1 2 3 4 5 | 6
Name Ball Terrain Girl Boy Girl@Walk | Boy@Walk
o e “‘g‘;‘;‘;’ ‘ g ﬁ g ﬁ
No. 7 8 9 10 1 | 12

Name Tree Penguin Bear Elephant | Obstacle Coin

fomu
e 4; e x e (1
No.| 13 14 15 16 17 | 18
Name | XMasTree | TreeBall Socks J Star ItemBox

-4 034

(Figure 9) Result of 3D item resources

a8 taelue] BRAGA 9o FAL
A% ARl e 5 9 %

N

2 95% + gom Yst JxrES w2

Fahel ERHYoR AYL ARY 5 Ut AT
I Aol

34 T2aH9 A
Unity 3D¥ A=A HES} CHAAHEES 7]
oz AYE FAsE AAEY By, FE %
3

:
ol NleEs AWAR R AT F A&
=

c
=3
<
wW
O
U
o
0
o
=
o
o
e
U

H==2 e ME 507

AAZ AL AN S TFEA Fe A
Fo Agole FAE Mol 44 Be Ao
ddolth ¥ w¥e oleld WAl oues
Ads] A o A5 AR

19

2

pul

lo

o
o fooX
2 g Ho o g
oo o EE
-
e
re lo, N
el
15 B

XN
E 22
ro

Y
14 &J
tlo o
e o

U ﬂ"
e
o
e
o
Z |
L
Koo
-+ o
oX, g

o
o

_IF‘O
lo

B
o
=)

N

o 1 e 23
A % koo
o ot ox

s
o
&
N

I my
°
r

o
fu
>
ofo
i
ol
rE o
rlj
o
L)

o
av o
3
i
o ™
du _Q,
3

R
o
Au)
ol
[r
°
o
=

L)
a)
A
fn)
&
=
rle
M
L U e Tk o

do
S
T

o
I
o
[>
ju
)
m
1o,
f
N
[}
oX,

3
ob
38
to
2
2l
i

rr N )
o
fol
o
2 [
o
vl

B e
2
o

ﬁﬂlf#
off N Ao 2 hu oo o 2 opx QK

"

e
Im 2 ot
o g (m
N

[

Unity 3DelAl A &3t= W=l 2
wdel A3 el )
Ne FAHL dYuche e

[¢]

Azl AL MLEES E&H
o
=

0
1o,

M
Hui?ﬁ_,é
[m > Y o
Nook o 2 rlo

& ol Mo

Module
Scene_Transition.js(or .cs)
function Update() {
@ Interface
If 7}$2 12 and GUITexture 419 Then
@ Event ( th& $tH olF or
A B W &43 )

End If
GUIText =3
)
Event
» Application.LoadLevel(”scene_name”)
D 3kH olF
e GameObject.SetActive(true)
P HAE(ME W 2% A3t

e guiText.text = “FAYL” + score
: GUIText &9
Interface

¢ Input.GetMouseButtonDown(index)
Lok g2s e
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¢ GUITexture.HitTest(new Vector3(Input. mou
-sePosition.x, Input.mousePosition.y,0))
: GUITexture A&

T ouAE B4 23Y BREZ o] 9A o
I o] A 4 Ak
Module

Object_Motion.js(or .cs)
function FixedUpdate() {
Vector3 dir
Vector3 forward = Vector3(0,0,1)
int speed
@ =it A& AA @/ $AY)
dir.x = Input.acceleration.x
@ Az }E &= F7}
dir *= Time.deltaTime * speed
@ A%, F/% HFo= I H&
ball.rigidbody.AddForce
(transform. TransformDirection(forward
* speed *(Time.timeScale)))
ball.rigidbody.AddForce
(transform. TransformDirection(dir))
}
Event
* Input.acceleration :

A A
* transform.TransformDirection(direction)
e

» GameObject.rigidbody.AddForce() : ¥ (&g])

FAol ] BE Abelo] xS
BAE a35ow Aol g},

Module
Item_Collision.js(or .cs)
function OnCollisionEnter(Collision coll) {
® Interface : AA 7
If 5 A7 A3 o5 Then
@ Event ( A4 57F or A 24 or
A F7F or ofold 5 or

Hys 85
@ AT REs T4
® oMES &= T+ EF or
oHlEe thgH= M T4
End If
)
Event

e GameObject.Find("module_name”)
: module_name®] 23] w4
¢ SendMessage("function_name”, value)
DA% 25 ) 3<F(function_name) &
¢ PlayerPrefs.SetInt("key”, value);
D value BT E "key"2 A A
* PlayerPrefs.Save()
Dkey"®2 AARE WS AR
e PlayerPrefs.GetInt("key”)
Dkey"dl HEHE BF F 5F

\i

=
Interface
24 24Y EE2 I Jd3ge gE2A = * coll.gameObject.tag : tagE o8& A &7
g Ao Txm Hist: Aol Eostth atito ex) If coll.gameObject.tag == "Player” Then
HasR s oWES we=E Feo] ofyel
o|HIEL Alolo] el @A} ER5t7] wjiol vpxlgo g MA BEL J|BHow FsE
o2 wm=glFol Tz oo A wAEE ZAs= TFZ27b fFARE T e F9 #e] RER =9
Aol #Aoltt. Unity 3D #& A Axde = 452 W FHE I8 Heldn
AAgstE FH T stue B4 84 v Module
ANEIZEAE 1 9o LR FAHow = ?tem_.Com.Js(or .cs)
nt coin

A~ A B3F Frl= Aot} o] ko] F7}A X o
o u:ﬂ\ R OHX] o]rj A#]E}o] L‘ 101];_; F function AddCoin(int value) {
o2 AL FHdS v 2 MR a=H @ Event - value"t& coin 57}
AdAT AT AAE T3 iH 5350 }
HE® Unty 3D9 ZHdga @A = Event
FixedUpdate $t<ol] 78S 54 A3 22 * coin = coin + value
ds FdT & JdrHiel = EAo 22 AdS . .

i ololdl FE EEA FZ 5 oWEE 4
ueb7ks ZhvEke] ol Unity 3DelA 710

2 Agshs e 49 232 P E(Smooth
Follow.js)& Za3dle] o A e mE=Z
gg3tw sidgt

Z GameObject.Find("Ttem_Coin”).SendMessage(
"AddCoin”, 1) Zo] v& EEY & &

3 A Y PlayerPrefs.SetInt("key_coin”, coin)¥ %+
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(Figure 11) Game play scene with object

motion and item collision module
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existing game[16]

our game
(Figure 12) Comparison of result with existing

study
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