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	Beginning 3D Game Development with Unity 4 is perfect for those who would like to come to grips with programming Unity. You may be an artist who has learned 3D tools such as 3ds Max, Maya, or Cinema 4D, or you may come from 2D tools such as Photoshop and Illustrator. On the other hand, you may just want to familiarize yourself with programming games and the latest ideas in game production.


	This book introduces key game production concepts in an artist-friendly way, and rapidly teaches the basic scripting skills you'll need with Unity. It goes on to show how you, as an independent game artist, can create interactive games, ideal in scope for today's casual and mobile markets, while also giving you a firm foundation in game logic and design.

	
		The first part of the book explains the logic involved in game interaction, and soon has you creating game assets through simple examples that you can build upon and gradually expand.
	
		In the second part, you'll build the foundations of a point-and-click style first-person adventure game—including reusable state management scripts, dialogue trees for character interaction, load/save functionality, a robust inventory system, and a bonus feature: a dynamically configured maze and mini-map.
	
		With the help of the provided 2D and 3D content, you'll learn to evaluate and deal with challenges in bite-sized pieces as the project progresses, gaining valuable problem-solving skills in interactive design.



	By the end of the book, you will be able to actively use the Unity 3D game engine, having learned the necessary workflows to utilize your own assets. You will also have an assortment of reusable scripts and art assets with which to build future games.


	What you’ll learn

	
		How to build interactive games that work on a variety of platforms
	
		Take the tour around Unity user interface fundamentals, scripting and more
	
		Create a test environment and gain control over functionality, cursor control, action objects, state management, object metadata, message text and more
	
		What is inventory logic and how to manage it
	
		How to handle 3D object visibility, effects and other special cases
	
		How to handle variety of menus and levels in your games development
	
		How to handle characters, scrollers, and more How to create or integrate a story/walkthrough
	
		How to use the new Mecanim animation



	Who this book is for


	Students or artists familiar with tools such as 3ds Max or Maya who want to create games for mobile platforms, computers, or consoles, but with little or no experience in scripting or the logic behind games development.
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Capital Investment & Financing: a practical guide to financial evaluationButterworth-Heinemann, 2005

	The requirement to maximise value for shareholders is at the core of any corporate investment or financing decision. The intrinsic value of proposed investments should be assessed before deciding how much capital to allocate; the benefits and risks associated with each available source of finance should be considered when capital is being...
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Debugging ASP.NETSams Publishing, 2001
The typical web or software developer spends over 50% of their time debugging  code, yet most development books spend little (if any) time on the subject.  Debugging ASP.NET concentrates on debugging issues related to Microsoft’s  new web development platform, ASP.NET. All of the new debugging tools introduced  in ASP.NET are...
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Handbook of Discrete and Computational Geometry, Second Edition (Discrete Mathematics and Its Applications)CRC Press, 2004

	While high-quality books and journals in this field continue to proliferate, none has yet come close to matching the Handbook of Discrete and Computational Geometry, which in its first edition, quickly became the definitive reference work in its field. But with the rapid growth of the discipline and the many advances made over the past seven...
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Obstruction of Justice: How the Deep State Risked National Security to Protect the DemocratsRegnery Publishing, 2019

	Investigative reporter Luke Rosiak is being hailed as “one of the smartest, most diligent reporters in Washington” (TUCKER CARLSON) and “a bulldog” (DANA LOESCH) for uncovering “what is possibly the largest scandal and coverup in the history of the United States House of Representatives” (NEWT...
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Windows 2000: Quick FixesO'Reilly, 2001
O'Reilly and Associates is known mainly for publishing excellent books about programming languages and operating systems, and for catering to propellerheads' endless appetite for minor details. In Windows 2000 Quick Fixes, O'Reilly proves that it can put out equally excellent books for less technical users of operating systems--people...
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The McKinsey Engagement: A Powerful Toolkit For More Efficient and Effective Team Problem SolvingMcGraw-Hill, 2008

	The third volume in the internationally bestselling McKinsey Trilogy, The McKinsey Engagement is an action guide to realizing the consistently high level of business solutions achieved by the experts at the world’s most respected consulting firms.


	Former consultant Dr. Paul Friga distills the guiding principles first...
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