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	Create exciting 3D game worlds with Unity


	About This Book

	
		Craft game environments with extreme clarity by adding realism to characters, objects, and props
	
		Import and set up custom assets such as meshes, textures, and normal maps in Unity
	
		A step-by-step guide written in a practical format to take advantage of the many features available in Unity



	Who This Book Is For


	The book is aimed at game artists with no past programming experience who are interested in designing levels in Unity. It does not assume detailed knowledge of similar game platforms.


	What You Will Learn

	
		Get familiar with Unity editor by learning basic tools and features
	
		Import and configure custom props and environmental assets
	
		Use Mecanim and Animate props inside Unity
	
		Discover details and nuances of character, import and create locomotion with Mecanim
	
		Work with lighting to greatly enhance the environment
	
		Create transitions, apply final touches, and journey through levels as a standalone application
	
		Bring sound and particle effects to your levels



	In Detail


	Unity is a top industry choice, perfected for video game development, simulation creation, and environmental design. Its accessibility, flexible tuning, and fair licensing have made it the number one option for independent developers throughout the world.


	From the basics to a playable demo, this book will help you build levels in Unity with hands-on practices.


	Full of practical examples, it will start by getting you comfortable with the engine as it will enable you to freely navigate and complete tutorials with ease. The book will walk you through the technical requirements of importing your own assets, created with popular 2D and 3D applications, and how to optimize and enhance them with Unity.


	By the end of the book, you will get accustomed to Unity editor and will be able to develop a fully-featured game world in Unity.
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Internet Fraud Casebook: The World Wide Web of DeceitJohn Wiley & Sons, 2010

	Real case studies on Internet fraud written by real fraud examiners


	Internet Fraud Casebook: The World Wide Web of Deceit is a one-of-a-kind collection of actual cases written by the fraud examiners who investigated them. These stories were hand-selected from hundreds of submissions and together form a comprehensive,...
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Windows Vista Annoyances: Tips, Secrets, and HacksO'Reilly, 2008
Windows Vista may be the next big thing, but it still contains enough quirks and unaccountable behaviors to vex anyone. This unique guide not only discusses the most irritating features of the latest Microsoft operating system and how to get around them, but also explains how to improve Windows and do more with the software than Microsoft intended....
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System Modeling and Control with Resource-Oriented Petri Nets (Automation and Control Engineering)CRC Press, 2009
Petri nets are widely used in modeling, analysis, and control of discrete event systems arising from manufacturing, transportation, computer and communication networks, and web service systems. However, Petri net models for practical systems can be very large, making it difficult to apply such models to real-life problems.

System...
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Architectures and Mechanisms for Language ProcessingCambridge University Press, 2006

	The chapters in the present volume constitute a selection from the papers presented at AMLaP-95, the first conference on "Architectures and Mechanisms for Language Processing." AMLaP-95 came about when members of the Human Communication Research Centre at the Universities of Edinburgh and Glasgow decided to have a small workshop in...
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Market Leader Upper intermediate Teacher s Book Testmaster CD ROM Market LeaderPearson Education, 2006

	Market Leader is an extensive new Business English course

	designed to bring the real world of international business into

	the language teaching classroom. It has been developed in

	association with the Financial Times, one of the world's leading

	sources of professional information, to ensure the maximum

	range and...
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Learning Bulma: Understand How to Develop Responsive, Mobile-first Websites Using This Impressive, Modern FrameworkApress, 2019

	
		Learn to use Bulma in your HTML file by applying easy-to-understand practical examples to create responsive and mobile-first websites.

	
		Featuring  a step-by-step approach, this book encourages you to modify its code examples and review the changes produced in the output, to thereby reveal the subtle nuances of this...
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