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GAME INDUSTRY OVERVIEW
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EVOLUTION OF VIDEO GAMES
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GAME GENRES EXPLORATION
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e.g., Platformer, Shooter, Fighting e.g., Point-and-Click, Visual Novels e.g., Action RPG, MMORPG
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e.g., RTS, Turn-Based Strategy e.g., Life Sim, Vehicle Simulation e.g., FIFA, Tetris, Portal




GAME DESIGN PRINCIPLES

CLEARGOALS
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THE HEART OF GAMES: GAME LOOP
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2D/3D GRAPHICS & RENDERING

2D GRAPHICS
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3D GRAPHICS
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GAME PHYSICS FUNDAMENTALS
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ARTIFICIAL INTELLIGENCE IN GAMES

PATHFINDING
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FINITE STATE MACHINES (FSM)
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BEHAVIOR TREES
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MACHINE LEARNING
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MODERN GAME ENGINES

UNREAL ENGINE

Language: C# (Easy to learn) Language: C++ & Blueprints
Focus: Mobile, 2D, and Indie Games Graphics: Photorealistic Rendering

Asset Store: Huge library of assets Visual Scripting: Powerful Blueprints

Community: Massive support & tutorials Industry: AAA Games & Film Production

BEST FOR: Cross-platform & Rapid Prototyping BEST FOR: High-end Graphics & Large Scale Projects




CROSS-PLATFORM DEVELOPMENT
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ANY QUESTIONS?

KEY TAKEAWAYS

Game Loop Mechanics 2D/3D Rendering
Physics Simulation Game Al Logic

Engine Selection Platform Constraints
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THANK YOU FOR YOUR ATTENTION!
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