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Abstract 
 

3D Tanks Game is a 2-player shooter game using one keyboard that uses simple 

game mechanics, integrating world and screen space UI, as well as game architecture 

and audio mixing. A tank is an armoured fighting vehicle intended as a primary 

offensive weapon in front-line ground combat. Tank designs are a balance of heavy 

firepower, strong armour, and good battlefield mobility provided by tracks and a 

powerful engine; usually their main armament is mounted in a turret. Each player 

controls their tank with a pair of joysticks, moving them forwards and back to drive, 

reverse, and steer, and firing shells with a button to attempt to destroy the other tank. 

The destruction of a tank from a mine or shell earns the opposing player a point, and 

tanks reappear after being destroyed. Tanks 3D is a fascinating tank battle game, perfect 

for those who enjoy action and explosions, and you can enjoy it online and for free on 

Unity.com. In this fast paced battle game, you get to control different types of tanks to 

complete lots of missions in which driving skills, good aim and fast thinking are the key 

to survive. Unity Multiplayer refers to “Unity Multiplayer Networking”, which is 

Unity’s toolset for multiplayer game development. In 2021, Unity made a serious step 

forward toward multiplayer networking. That was when they officially pre-released 

Netcode for GameObjects with an extended feature focusing on moderate pace, small- 

scale, cooperative games. At the same time, Unity enhanced Unity Transport and added 

support for DTLS encryption. Furthermore, at that time, the Unity team released a new 

Network Profiler feature and multiplayer services – Unity Relay and Lobby. Unity 

Multiplayer refers to “Unity Multiplayer Networking”, which is Unity’s toolset for 

multiplayer game development. In 2021, Unity made a serious step forward toward 

multiplayer networking. That was when they officially pre-released Netcode for 

GameObjects with an extended feature focusing on moderate pace, small-scale, 

cooperative games. At the same time, Unity enhanced Unity Transport and added 

support for DTLS encryption. Furthermore, at that time, the Unity team released a new 

Network Profiler feature and multiplayer services – Unity Relay and Lobby. 

 

 
KeyWords: Multiplayer Game, Unity Networking 
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ABSTRACT 

 
 

Escape Room is an immersive game that offers players a thrilling and intellectually 

stimulating experience. Set in a meticulously crafted virtual environment, the game 

challenges players to solve a series of intricate puzzles and unravel mysteries within a time- 

constrained scenario. 

 
The game leverages cutting-edge VR technology to provide players with a realistic and 

immersive experience. With high-quality visuals, spatial audio and intuitive hand-tracking 

controllers, players are transported into a captivating world where they must rely on their 

wits, observation skills, and teamwork to succeed. 

 
Escaping the room is more than just a physical challenge—it is a mental odyssey, a journey 

into the unknown. It demands creativity, resourcefulness, and the ability to think outside the 

box. As the final seconds tick away, the thrill of victory or the bitter taste of defeat awaits. 

 
Escape rooms offer a thrilling and immersive experience that pushes the boundaries of your 

imagination. They are a testament to the power of teamwork, problem solving, and the 

exhilaration of conquering the unknown. So gather your friends, brace yourselves, and 

prepare for an adventure like no other. Can you unlock the secrets, escape the room, and 

emerge victorious? The answer lies within the labyrinth, waiting to be discovered. 

 
Key Words: Immersive, Labyrinth, Unity 3D Engine 
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ABSTRACT 

 
 

Datasets derived from social networks are useful in a number of areas, including sociology 

and psychology. However, technical assistance is inadequate, and precise approaches are 

desperately needed. Our project uses data mining in the field of psychology to classify 

depressed consumers of twitter. To begin, a sentiment analysis approach is proposed that 

uses vocabulary and man-made rules to measure social media’s tendency (twitter). Second, 

a depression identification model is developed using the proposed approach and ten 

depressed consumer characteristics derived from psychological studies. The model is then 

tested using three different forms of classifiers. The relevance of each function is also 

investigated. Finally, within the proposed model, a tool for online mental health monitoring 

is created. Some psychologists endorse this research, which helps them boost their data 

centric approach to analysing the impact of major events. 

Keywords—social media, API, data mining, classification, depression 
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Abstract 

A 2D platformer game is a type of video game that involves a character moving 

through a two-dimensional environment while overcoming obstacles and enemies. 

These games are often characterized by their simple, side-scrolling gameplay, 

which involves the player controlling the character's movement and jumping 

abilities to navigate through the game's levels. 

 
 

To design and implement a 2D platformer game, you will need to define the 

concept and gameplay mechanics, create the game's assets, set up the levels and 

environments, implement the gameplay mechanics and player controls, and test 

and debug the game. It is also important to consider the overall player experience, 

including the difficulty, pacing, and aesthetic of the game, as well as the story and 

characters. 

 
 

By following a structured process and focusing on these key areas, you can create a 

successful and enjoyable 2D platformer game that players will love. 


