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The APSSDC- Skill Development Cell, Madanapalle Institute of Technology 

and Science, Andhra Pradesh, Madanapalle in association with the Department of Computer 

Science and Technology, MITS has organized a six-day skill development program from 

22.01.2025 to 29.01.2025 on “Game Design Using Unity 3D” In this program, 67 

participants participated and made the event grant success. 



 

 
 

 
 

 

 

 

 

 

 

 

 

 

 

A summary of the skill development program is as follows: 

 

Dr. P. Ramanathan, Professor and Vice Principal of Academics at MITS, along with Dr. 

K. Dinesh, Associate Professor and Head of the Department of Computer Science & 

Technology (CST), warmly welcomed the resource person for the event. Dr. K. Dinesh 

provided a concise overview of the six-day skill development program, outlining its objectives 

and significance. Dr. P. Ramanathan then officially inaugurated the program with an inspiring 

and motivational speech, encouraging participants to make the most of the learning 

opportunity.  Dr. V.B. Thurai Raaj, Assistant Professor in the Department of Electrical and 

Electronics Engineering (EEE) and SPOC-APSSDC t-SDI, introduced the resource person to 

the audience and formally handed over the session to them. The program saw active 

participation from 67 second- and third-year students, accompanied by two faculty members 

from the Department of Computer Science & Technology, all of whom engaged in the hands-

on training sessions over the six-day period. 

Wednesday [22/01/2025] 

Session 1: 

The workshop commenced with an inauguration session followed by an explanation of 

different game engines. Participants were introduced to the Unity game engine, its interface, 

and the seven main windows, along with the process of downloading, installing, and using 

essential tools.  

Session 2:  

The first day concluded with setting up Microsoft Visual Studio for Unity, creating 3D objects, 

adding scripts, applying colors, and implementing basic keyboard-based movements while 

understanding Transform properties such as position, rotation, and scale. 
 

Thursday [23/01/2025] 

Session 1:   

The session focused on physics-based movements by introducing object gravity, the usage of 

Rigidbody, and script-based manipulations. Movements like left, right, up, down, and 

jumping were implemented.  
Session 2:   

This session covered the creation of new projects and different scenes. A road-like object was 

designed to move in a loop, images were imported and applied to objects, and character 

designing was explained along with an introduction to materials and shaders. 
 

Friday [24/01/2025] 

Session 1: 

Participants learned how to download and integrate a character from Mixamo, script its 

movements, and manage different animations such as running and jumping using Animator 



Controller. Rigidbody and capsule colliders were added for better physics interactions.  

Session 2:   

Later, the concept of prefabs was introduced by creating coin objects, tagging them, and 

making them move towards the player while learning about collision detection and triggers. 

 
Monday [27/01/2025] 

Session 1: 

The workshop focused on generating multiple coins randomly across the game world and 

destroying them upon collision with the player. Sphere colliders were introduced, and the 

concept of randomization was explored.  

Session 2: 

Score display mechanisms were implemented, and participants learned about UI elements such 

as Rect Transform and buttons. The SceneManager and LoadScene functions were also 

explained, along with the UI Canvas and layout system. 
 

Tuesday [28/01/2025] 

Session 1: 

This session was dedicated to scene management. Participants created menu, level, game over, 

and win scenes, arranged them in Build Settings, and accessed images for these scenes. 

Connections between different scenes were established, and transitions were implemented.  

Session 2:   

Later, enemy characters were introduced, and game-over functionality was triggered upon 

collision with the player. Additional buttons like Play,  Replay, Exit, Pause, Play again etc and 

directional controls were implemented. 
 

Wednesday [29/01/2025] 

Session 1: 

A health bar system with three lives was implemented for the player. The project was finalized, 

exported, and prepared for publishing. WebGL was downloaded and converted into a ZIP file.  

Session 2:   

The final session covered uploading the game to Itch.io. Public access settings were configured, 

and a URL was generated to access the game via a mobile browser. 

  

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Photography of the event 

 

valedictory session: -  

The valedictory session commenced with Dr. K. Dinesh, Head of the Department of 

Computer Science & Technology (HOD/CST), presiding over the event. The trainer, Mr. SK. 

Gousepeer, a Technical Skill Trainer from APSSDC, Vijayawada, was honored and felicitated 

by Dr. K. Dinesh, along with the faculty members of the CST department. The session 

concluded with a heartfelt vote of thanks delivered by Dr. V.B. Thurai Raaj, expressing 

gratitude to all participants, organizers, and contributors for their efforts in making the program 

a success. 

 

I would like to extend my heartfelt gratitude to the management and our esteemed 

Principal, Dr. C. Yuvaraj, for granting the necessary authorization and support to conduct this 

program successfully. I am deeply thankful for the timely provision of resources and the 

invaluable assistance provided by Dr. C. Kamal Basha, Professor and Vice Principal-

Administration. I also wish to express my sincere appreciation to Professor Dr. A.V. Pavan 

Kumar, Head of the Department of Electrical and Electronics Engineering (HOD/EEE), for his 

constant guidance and mentorship across all aspects of this initiative. Lastly, I am profoundly 

grateful to Dr. K. Dinesh, Head of the Department of Computer Science & Technology 

(HOD/CST), for entrusting me with the opportunity to organize and lead this program. Your 

collective support has been instrumental in making this endeavor a reality. The event garnered 

significant attention and was featured in several media outlets. The proof of coverage is 

provided below for reference. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 The day-wise report for the event was meticulously compiled by Mr. P. Firoze 

Khan, Assistant Professor in the Department of Computer Science & Technology (CST) and 

Dept. Coordinator of the Skill Development Cell.  The final comprehensive report was prepared 

by Dr. V.B. Thurai Raaj, Assistant Professor in the Department of Electrical and Electronics 

Engineering (EEE), Coordinator of the Skill Development Cell and SPOC-APSSDC t-SDI.  

 

 

 

 

 

 

Dr. V B Thurai Raaj, 

Coordinator -Skill Development Cell  


