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Instructions :

1. The Question Paper is divided in five Units. Each unit carries an internal
choice.

2. Attempt one question from each Unit. Thus attempt five questions in all.

3. All questions carry equal marks.

4, Assume suitable data wherever necessary.

5. English version should be deemed to be correct in case of any anomaly in
translation.

6. Candidate should write his/her Roll Number at the prescribed space on the

question paper.
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g3 I/(Unit D)
1. v ‘T fesed e @ ufRwifta w1 T fesmea cwmew & fafve ger
7?2

Define the term "game design document". What are the different types of

game design documents ?
YAt (Or)
2. T feod & fafv= wq@ T@ e ¥2?
What the various key elements of game design ?
g&E IU/(Unit II)
3. T Sia w fefd wn %7 S ow fefs 4 W A wt yfier @ ®2
What is a victory condition ? What is role of Game mechanic in victory
conditions ?

et (Or)

4. Tl & U=l dcl gt wi)

Define formal elements of games.
gehte III/(Unit III)

5. ®M W ®HA R THNA R H AT FR R FT ? M IW K FHIMA wA
% fau s S

What are the key differences between home game console and personal computers?

Give examples to support your answer.
Fgar (Or)

6. fafy= oAl # SAd gL TH W T GuiE L

Describe a game by stating its various dimensions.
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g IV/(Unit IV)

T A fawm gwvie & fafy= o=l &1 g=t 9|
List various elements of a character development worksheet.
AYgar (Or)
Rfeg fesmea =1 g difedr ™ =refam & faen § wifg 9 o W ¥ 2

How is the Rise of Narrative Design revolutionizing the craft of Video Games

Storytelling ?
F&1E V/(Unit V)
M PR wEHREE’ (UX) ®1 ® iR 98 %9 Heg Ha §7

What is Games 'User Experience' (UX) and how does it help ?

3qgar (Or)

feerR wgem iR faefid ¥gem & o= sT@|

Differentiate between static balance and dynamic balance.



