Journal of The Korea Society of Computer and Information www.ksci.re.kr
Vol. 23 No. 8, pp. 31-36, August 2018 https://doi.org/10.9708/jksci.2018.23.08.031

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.

» Keyword: List, Inventory, 2.5D Game, Unity3D, Joystick

[. Introduction [I. System Overview

2017 Eukd A APR1]2 Aduin] 24.3% 437813, -2 ARde gl il Aieit) Fig. 12 AlY 48
EudALS 70 AT o 7o Wl @itk ojn] B2 Al ¥ A T, HIQl shHA AJAIRL FA, B
A AREAE 7ML Q= Bk Al APl B BupdE T g A FRE Hddnh
Alde] Aol drelA i glck matd E3E9] 42 PCE
o} A& ug, 22 Ao A% g 5= 9la Fjado] F7) v
woll el FolE AA B AYE 24 F doe Holth [ . ‘ s
Aol AYel BHE B AR AE SD B2 (o) (o | [ wep | [emeow
B(Don't Starve)[21'2h= Alele] Aol @A) vl ek 48 I [
AR wed AYEEE Zeololsg  FFAL [ Guide ] [ App. Close ]

Character

Game Over

Game Clear

g BRE sk, FUE3D x[4-7]3 NGUI[8-10]5 ©] T T
3to] muted Muteld AYE AASE Wl sl 2% [ wainscene | [ restnt |
ok BEAME BAES o g3 QilEe] F@R mupdle]

ek 2o 2g[11] A, AY BARL ol tal AR Fig. 1. Flowchart

29

* First Author: Soo Kyun Kim, Corresponding Author: Won Joo Lee

*Soo Kyun Kim (kimsk@pcu.ac.kr), Dept. of Game Engineering, Pai Chai University

*Hong-Rae Kim (minlog@empal.com), Dept. of Game Engineering, Pai Chai University

**Won Joo Lee (wonjoo2@inhatc.ac.kr), Department of Computer Science, Inha Technical College
* Received: 2018. 07. 26, Revised: 2018. 08. 05, Accepted: 2018. 08. 07.
* This work was supported by the research grant of Pai Chai University in 2018.



32 Journal of The Korea Society of Computer and Information

Start
J

Character )
[ hp = ] [ Live ] [ Pause
[ Game Over J [ Result Scene }
4[ Restart ] [ Start Scene ]

Fig. 2. Play Scene

Fig. 201M= AL S HES B2 Aol

AEEE
o HP7} 0] 5lo] sejsrct 28 A4 BEste] st

el E

A4HY A%} sl =) B3 ALE A
oz Holhes TR,

AL <l

[I. Game Design
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3.1. Implement inventory using a list
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Fig. 3. Inventory Pseudocode

Fig. 49] Q1HE ]
= HEo] e,

ES 29 F A8

A 7155 7
s Uehle =
Fdolo)7} 553
A i

HleaL el Eeel] 37}

ojuj#] F-2-& HA =W A ADelete) 2}
o] WEo] olo|Bl AAE ghgetct, AA W
Ash= ofoldlS EX|5HA ¥ ArAlH T
H HEo] 23S W} ot 23S A5
S 79 Fig. 3914 wHed
EoA dddls g AE ARE
SQHAEL AA| FFrh

5
IE

20| 271 ojojdle
EfX[8}A 5|2t 2|29
B Fl ST

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

x9 A g-27] Fo]2~¥H 4AlH 9 ,
FAQl & xo|x¥ AEQ yHA| gh-%7] Fo|~¥E AlE
o] y9A #h).nomalized;
A Y gl S A1
=AY E}7 9] 3 + =13 W E]
*Time.deltaTime*E} 79| ©]F4

Fig. 11. Pseudocode of Vector

V. Experimental Results
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Fig. 13. Game Play Scene
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Fig. 15. Combination Item
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Fig. 17. Execution on a Mobile

V. Conclusions
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