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	Unity 4.x Game Development by Example Beginner's Guide, 9781849695268 (1849695261), Packt Publishing, 2013

	A seat-of-your-pants manual for building fun, groovy little games quickly with Unity 4.x


	Overview

	
		Learn the basics of the Unity 3D game engine by building five small, functional game projects
	
		Explore simplification and iteration techniques that will make you more successful as a game developer
	
		Take Unity for a spin with a refreshingly humorous approach to technical manuals



	In Detail


	Unity is one of the biggest game engines in the world, providing the user with a range of important tools that they need to bring their ideas into reality. Beginner game developers are optimistic, passionate, and ambitious, but that ambition can be dangerous! Too often, budding indie developers and hobbyists bite off more than they can chew. Games like Angry Birds, Cut the Rope, and Fruit Ninja are fun, simple games that have delighted players and delivered big profits to their creators. This is the perfect climate for new game developers to succeed by creating simple games with Unity, starting today.


	This book teaches you the ins and outs of the unique Unity game engine interface. Clear and concise code examples written in both Unity Javascript and C# take you through the step-by-step process of building five small, functional games. With this understanding you can start making your own mark on the game industry!


	With absolutely no programming or game development experience, you will learn how to build five simple games in Unity by following step-by-step instructions, peppered with amusing analogies and anecdotes from an experienced indie developer. Following a primer on simplifying your game ideas to that single "something" that keeps players coming back for more, dive into the Unity game engine by creating a simple bat-and-ball game. From there, you'll build a complete memory game using only the Unity GUI system. After building a 2.5D mouse avoider game, you'll learn how to re-skin the project to completely change the game's theme. Incorporating everything you've learned, you'll return to complete the bat-and-ball game by adding scoring, replay flow, sound effects, and animations. Finally, in the new bonus chapter, you'll program some simple AI (Artificial Intelligence) for a tic tac toe game.


	"Unity 4.x Game Development by Example" is a fun and light-hearted exploration of one of the most powerful game engines on the market today. Find out what all the fuss is about by getting up to speed using this book!


	What you will learn from this book

	
		Explore the basic development flow of the Unity 3D game engine
	
		Understand fundamental programming concepts in both Javascript and C#
	
		Develop five different games from inception to completion
	
		Discover the secrets new game developers use to be successful when they're just starting out
	
		Grasp the nuances of Unity's immediate-mode GUI
	
		Completely re-skin a game for fun and (potentially) profit
	
		Lengthen gameplay by learning how to use random numbers
	
		Explore the process of writing Artificial Intelligence from scratch



	Approach


	This is a practical and light-hearted guide to get to grips with creating your first games, with easy-to-follow, step-by-step tutorials using the award winning Unity engine.
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Local Electrode Atom Probe Tomography: A User's GuideSpringer, 2013

	This book is the first, single-source guide to successful experiments using the local electrode atom probe (LEAP®) microscope. Coverage is both comprehensive and user friendly, including the fundamentals of preparing specimens for the microscope from a variety of materials, the details of the instrumentation used in data...


		

Privacy and Anonymity in Information Management Systems: New Techniques for New Practical ProblemsSpringer, 2010

	As depicted in David Lodge’s celebrated novel Small World, the perceived size of our world experienced a progressive decrease as jet airplanes became affordable to ever greater shares of the earth’s population. Yet, the really dramatic shrinking had to wait until the mid-1990s, when Internet became widespread and the information...


		

Computer Security Fundamentals (Pearson IT Cybersecurity Curriculum (ITCC))Pearson Education, 2016

	
		ONE-VOLUME INTRODUCTION TO COMPUTER SECURITY

	
		 

	
		Clearly explains core concepts, terminology, challenges, technologies, and skills

	
		 

	
		Covers today’s latest attacks and...






	

Germany For Dummies (Dummies Travel)For Dummies, 2009
From the Bavarian Alps to the Rhine, from Berlin to the Black Forest, Germany is packed with beer gardens, castles, art, culture, and a hopping nightlife. Take it all in with this handy guide to your perfect Teutonic adventure:
	Complete coverage of the big cities and small towns, from Berlin and Munich to the spa town of Baden-Baden...



		

XNA 3.0 Game Programming Recipes: A Problem-Solution Approach (Expert's Voice in XNA)Apress, 2009
When Microsoft released XNA in December 2006, it immediately became clear that this new technology would have a major impact on the possibilities for game developers. XNA was designed from the ground up with ease of use in mind, while not sacrificing performance or capabilities to achieve this goal. As a bonus, any game you create in XNA for the PC...

		

The Complete Idiot's Guide to Better SkinAlpha, 2004
From diet to peels—a complete picture.
 A skin-care expert and a medical writer provide readers with a lifelong plan for good skin. With advice for everyone from teens to seniors, they cover such topics as the importance of diet, exercise, and water intake; which "cosmeceuticals" and pharmaceuticals...
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