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Agenda

Spieleentwicklung goes Mainstream
Demos

Call to Action



Game Development goes
Mainstream!



Fvolution der Frameworks und Plattformen

Spielefahige Hardware im Westentaschenformat
Spiele Frameworks sind erschwinglich
PlattformUbergreitende Tools

Distributionsmaéglichkeiten



Fin lukrativer Markt

Top 10 App Revenue I0S &
Play Store Charts tur Mai 2016
Weltweit

Monster Strike

Clash Royale

Game of War — Fire Age
Clash of Clans

Fantasy Westward Journey
Mobile Strike

Candy Crush Saga

#1 > 70 Mio.

Puzzle & Dragons
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Cross-Plattform Spieleframeworks

Fine Auswahl aus der gro3en Menge verfugbarer
Frameworks und Engines

« Phaser.io
» Babylon,js
« Unity3D




Phaser.io

2D JavaScript Framework tir HTML5 Spiele
Rendering WebGL / Canvas mit Pixi s
Mehrere Physikengines




Phaser.io
Demo



Babylon Js

WebGL Engine

Physics Support
Ottline Support
Supports Gamepad, Touchpad, Mouse, etc...
Supports VR




Babylon. s
Demo



Unity3D
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Graphics

High visual fidelity and advanced
rendering methods combined with
high performance flexibility




2NysIcs

", '” Highly realistic 2D and 3D systems
a* I that makes your game move like
i€ lite




8 11T T LAV W\

] &

Audio, n

etworking

and everything else t

mMake you

p E ]
e 7
- s 5
1 ey Sl P =




o) ICAHEE S L T | BT (ST

= Wasimize on Fla iten ‘ Jfl.ll""l.l)’l’r w o
‘ camera ¥ GUlLayer LK
Directs @ ¥ Audio Listensr o,
0 ¥ Animation # o,
Animatian

Anisr ¥ anm_camara

Culling Typa KHi sy Rrlmate

m ¥ Antialiasing As Post Effect (Script) o

B ¥ Global Fog (Script) oo
B ¥ Depth OF Fiald Scatter (Script) ¥ o
B ¥ Glitel Effect (Scr W o

yapat B Glitch
Shade W Hadd.

2 L
1
f t
e —
3 - B ¥ atoom {Script) o,
B ¥ vignetting (Script) W o,
/ " B ¥ Tonemapping {Script) W o
o Wikl DK 8 sty
- . Thatagiaphl
all fellawing sffaces wil] wge LOW caler buffar
B ¥ color Correction Lut (Seript)
’ = anvarts testures ints cobir lnokup walumes (fer qrading

¥ Camera Jitter (Script) L K3
Eript B Cammrakitts

Settinas

Workflow

Control your game like a movie

R ¥ Enable Depth Buffer (Script) wo
2 it .

set. Camera, lights, action! e
N

hadem Gistance

B Beauty Shet (Script) L K3

/_ . 244 Eamponant

00:00:43.7240000 . Asset is unchanged

o



Extreme Adventure Character Cinema Mo Cap

wPRCE UNITY

| SRR B SPACE BCENE CONSTRUCTION MIT

5 10 CROneE wy 1ES () lnlw] £
SIS BoOne £

" sidn Uit 4 3 1 o g AT 1 # N
Bequires Limity 4 O 1 or higher ——— o ala . o il ‘ ";____ -1
[ T i jiabills =0 Glide: god Magas aae & VERIE Py mHE B piegle e "N A
Part ol the Extreme Pack Series ¥ e l vrisstine sins, ate ne d
Melisl i C Spriai wgh & T PR .. i |
TS ERG# viaias | & EE R ’ . ¥e i i i Maagt® an vl t
- s Fpng W N . ik 1Y
Fally o asrmgmai (Bl melils bles wrmim o at b abulss gulasms plasais = . ' \
I » ’ B i i L & alw L [RRET
L i
A
| ]

1w
-




Unity3D
Demo



Top Sessions at //build

Game Development 1: Introduction to Unity

Game Development 2: Lighting up Your Unity Game on Windows 10

Building a 3D Game with Unity and Visual Studio in 30 Minutes



https://channel9.msdn.com/Events/Build/2016/L707-R1
https://channel9.msdn.com/Events/Build/2016/L708-R1
https://channel9.msdn.com/Events/Build/2016/T607

Call to Action
Unity3D Download

« http://www.unity3d.com

Unity3D Tutorials + HoloLens

« http://unity3d.com/learn/tutorials

« https://mva.microsoft.com/en-us/training-courses/developing-2d-3d-games-with-
unity-for-windows-jump-start-8350

- HoloLens = https://www.microsoft.com/microsoft-hololens/en-us

-visit Build on Channel 9

Continue your education at
Microsoft Virtual Academy online



http://www.unity3d.com/
http://unity3d.com/learn/tutorials
https://mva.microsoft.com/en-us/training-courses/developing-2d-3d-games-with-unity-for-windows-jump-start-8350
https://www.microsoft.com/microsoft-hololens/en-us
https://channel9.msdn.com/Events/Build/2016
http://microsoftvirtualacademy.com/
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