The Journal of the Convergence on Culture Technology (JCCT)
Vol. 10, No. 6, pp.691—-696, November 30, 2024. pISSN 2384—0358, elSSN 2384—0366

http://dx.doi.org/10.17703/JCCT.2024.10.6.691
JCCT 2024-11-84

SUE RS 83 52 et A3 AlyulE A=
718ke] 3D I ATE A AL

Development of 3D Side-Scrolling Game Based on Dynamic Camera
Transitions and Cinematic Effects Using Unity Engine
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Abstract In this study, a dynamic camera transition system was developed and applied to a cinematic 3D
side-scrolling game based on the traditional fairy tale "Jack and the Beanstalk." The game was developed with
filmic storytelling and emotionally engaging visual expressions, utilizing zooming, following, panning, and tilting
techniques to convey its narrative. The effectiveness of the cinematic presentation in enhancing player immersion
was validated through an initial internal review and a subsequent expert evaluation. Therefore, this research aims
to assist game developers in creating games that provide high levels of player immersion.
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Figure 1 Game main screen.

- 692 -



The Journal of the Convergence on Culture Technology (JCCT)
Vol. 10, No. 6, pp.691—-696, November 30, 2024. pISSN 2384—0358, elSSN 2384—0366

BITUSEE
2F:
| #HH | AMX | =EE
1F:
g | AE | oold | FH | #HI
B1:
| Fskd | RSE AT | AstE gF |

a2 Jelel & #x 3 S8k

Figure 2. Giant's House Structure and Flow Chart.
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Figure 3. Developed 3D side-scrolling game screen.
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Figure 6. Dynamic Camera Switching System Editor Screen:
Visualization of Camera Zones.
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Figure 7. Zooming production screen.
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Figure 8. Follow production screen.
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Figure 9. Panning production screen.
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Figure 10. Tilting production screen.
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