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	Unity 2D Game Development, 9781849692564 (1849692564), Packt Publishing, 2014

	2D games aren't just fun to play, with this book they're a blast to develop. That's because the guide takes you through every step of creating a fully featured platform game using Unity 4.3, easily and imaginatively.


	Overview

	
		Build a 2D game using the native 2D development support in Unity 4.3
	
		Create a platformer with jumping, falling, enemies, and a final boss
	
		Full of exciting challenges which will help you polish your game development skills



	In Detail


	Unity is a game development ecosystem: a powerful rendering engine fully integrated with a complete set of intuitive tools and rapid workflows to create interactive 3D and 2D content. Unity 4.3 has introduced a variety of exciting new features, and it is about time you use these features to build an amazing 2D game. Prepare yourself to travel back to the 90s and build a game like they used to make them using today's technology. That's right; we're talking about making 2D games using Unity!


	This book will help you build 2D games in Unity using the engine's 2D technologies added in Version 4.3. You'll learn the basics of importing assets and building foundation technology all the way up to full combat and boss battles!


	All the required assets are supplied and detailed code is included, making it a cinch to create functional players, dangerous enemies, a treacherous environment, gameplay scoring, and much more. With the book's straightforward and practical approach, each chapter takes you a step closer to the final game. We will wrap things up by looking into the basic aspects of the game's UI.


	Once you reach the end and have integrated a final boss battle, you can go back to the challenges included in each chapter and use them to improve the game and your 2D game development skills!


	What you will learn from this book

	
		Create a 2D game using Unity 4.3's native 2D technologies
	
		Control collisions using layered collision management
	
		Manage events using basic timed sequencing - specifically, a boss battle
	
		Discover how to track the score and game state
	
		Design the development and deployment of state systems for object management
	
		Use C# events and delegates to pass information between objects
	
		Understand the usage of Unity's tag system
	
		Make 2D sprites make other 2D sprites explode with extreme prejudice



	Approach


	A fun, easy-to-follow experience that takes you from an empty project in Unity 4.3+ all the way to a finished, functional 2D platformer, while giving you challenges and ideas to take what you learn in this book and expand upon it.


	Who this book is written for


	This book is ideal for anyone who wants to learn how to build 2D video games or who just wants to expand their knowledge of the Unity game engine. It would be helpful to know how to navigate your way around Unity and some basic C# before getting started with this book; however, if you don't, no worries - we will point you in the right direction!
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Business Leadership and Market Competitiveness: New Paradigms for Design, Governance, and PerformancePalgrave Macmillan, 2018

	
		Competitive paradigms, which are constantly being shifted, and turbulent environmental conditions, which today are a constant, tend to dictate rather than inform strategic decision making regarding an organization’s status quo and desired outcomes. As such, there is a need for organizational leaders to re-examine current...



		

Positive Trigonometric Polynomials and Signal Processing Applications (Signals and Communication Technology)Springer, 2007
"The book under review is a new contribution on the topic, with a focus on signal processing applications. … this is the first self-contained manuscript on this emerging research area, and hence it is a welcome and timely contribution to the technical literature. … use of illustrative numerical examples, accompanied by Matlab...

		

Inkscape: Guide to a Vector Drawing Program (4th Edition) (SourceForge Community Press)Prentice Hall, 2011

	This book serves as both a textbook and a reference for using Inkscape to produce high-quality drawings. It includes a series of tutorials followed by chapters that cover completely each facet of the Inkscape program. The book is full of tips and notes to enable the user to make the best use of the program.


	Inkscape is an open...





	

Sass EssentialsPackt Publishing, 2015

	Develop efficient and streamlined CSS styles using Sass for any website or online application with minimal effort and maximum scope for reusability in future projects


	About This Book

	
		Streamline CSS development using the power of SASS
	
		Discover how to transition existing projects to...



		

Microsoft BizTalk Server 2010 PatternsPackt Publishing, 2011


	Microsoft BizTalk Server 2010 is an exciting platform for developing middleware

	and integration solutions. As our computing ecosystem moves ever further away

	from monolithic mainframe style applications, we find ourselves spending an ever

	increasing amount of time integrating existing systems. This trend continues and

	increases...

		

Security in Fixed and Wireless Networks: An Introduction to Securing Data CommunicationsJohn Wiley & Sons, 2004

	With our modern society' s increased dependence on information technology and communication networks, the subject of network security is developing into a crucial base technology and most people working in the networking and information technology business will need to know the basics of fixed and wireless network security.? This...






	





©2021 LearnIT (support@pdfchm.net) - Privacy Policy
