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Game engines are central to the video games we know and love. From the artwork to the mathematics that underpin the frames onscreen, the engine calls the shots. Aside from offering one of the leading 3D game engines, Unity also provides a superlative development tool - a tool that can produce professional standard games for Mac, PC, and the Unity Web Player.

This book is a complete exercise in game development covering environments, physics, sound, particles, and much more, to get you up and working with Unity quickly.

Taking a practical approach, this book will introduce you to the concepts of developing 3D games before getting to grips with development in Unity itself. From creating 3D worlds to scripting and creating simple game elements you will learn everything you'll need to get started with game development for the PC, Mac, and Web. 

This book is designed to cover a set of easy to follow examples, which culminate in the production of a First Person 3D game, complete with an interactive island environment. By introducing common concepts of game and 3D production, you'll explore Unity to make a character interact with the game world, and build puzzles for the player to solve, in order to complete the game. At the end of the book, you will have a fully working 3D game and all the skills required to extend the game further, giving your end-user, the player, the best experience possible. Soon you will be creating your own 3D games with ease!

What you will learn from this book?

	An understanding of the Unity 3D Engine and game development 
	Build a 3D island and set of mini-games for your players 
	Incorporate terrains and externally produced 3D models to get your game environment up and running 
	Build your own first person player character 
	Combine scripting and animation to transform your static objects into dynamic interactive game elements 

	Add realism to your games by using particle systems 
	Create a professional, easy-to-navigate menu and link the menu scene with levels of your game 
	Add sound, lighting effects, realistic shadows, and other dynamic effects to your game environment 
	Creating stunning user interfaces with textures and scripting


Approach

This book follows an informal, demystifying approach to the world of game development with the Unity game engine. With no prior knowledge of game development or 3D required, you will learn from scratch, taking each concept at a time working up to a full 3D mini-game. You'll learn scripting with JavaScript and master the Unity development environment with easy to follow stepwise tasks.
The printed version of the book is in black and white, but a full color version of the images is available for download here. The eBook version, available from Packt, is in full color. 

Who this book is written for?

 If you're a designer or animator who wishes to take their first steps into game development, or if you've simply spent many hours sitting in front of video games, with ideas bubbling away in the back of your mind, Unity and this book should be your starting point. No prior knowledge of game production is required, inviting you to simply bring with you a passion for making great games. 

About the Author

 Will Goldstone

Will Goldstone is an Interactive designer and tutor based in the south west of England. Spending much of his time online, he focuses on web design and game development, specializing in online tutoring of many interactive disciplines. Having discovered Unity in its first version, he has been working to promote its 'game development for everyone' ethic ever since. He spends his free time on graphic design, writing loud music and playing Frisbee on the beach. 
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Web Standards: Mastering HTML5, CSS3, and XMLApress, 2014

	Web Standards: Mastering HTML5, CSS3, and XML provides solutions to the most common web design problems, and gives you a deep understanding of web standards and how they can be implemented to improve your web sites. You will learn how to develop fully standards-compliant, mobile-friendly, and search engine-optimized web sites that...
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Successful Project Management (with Microsoft Project CD-ROM)South-Western College, 2008

	Project management is more than merely parceling out work assignments to
	individuals and hoping that they will somehow accomplish a desired result. In
	fact, projects that could have been successful often fail because of such take-itfor-
	granted approaches. Individuals need hard information and real skills to
	work successfully in a...


	[image: ]	[image: ][image: Designing Menus with Encore DVD]

Designing Menus with Encore DVDCMP Books, 2004
Create great looking, functional menus with Encore DVD 1.5. This full-color book offers an insider's tour of the application - and your guide is the designer himself! You get all the essentials, including a concise description of the relevant DVD specifications and real-world tutorial projects that demonstrate how you can:
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Imperfect C++ Practical Solutions for Real-Life ProgrammingAddison Wesley, 2004
C++, although a marvelous language, isn't perfect. Matthew  Wilson has been working with it for over a decade, and during that time he has  found inherent limitations that require skillful workarounds. In this book, he  doesn't just tell you what's wrong with C++, but offers practical techniques and  tools for writing code that's...
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Automatic Program Development: A Tribute to Robert PaigeSpringer, 2008
Automatic Program Development is a tribute to Robert Paige (1947-1999), our accomplished and respected colleague, and moreover our good friend, whose untimely passing was a loss to our academic and research community. We have collected the revised, updated versions of the papers published in his honor in the Higher-Order and Symbolic Computation...
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Game Day: A Rollicking Journey to the Heart of College FootballJohn Wiley & Sons, 2009
The popular college football analyst weighs in on the craziness of college football and the 2008 season

If television's college football analysts had a Hall of Fame, Craig James would definitely be in it. His opinion and insight on ABC and ESPN-not to mention occasional jabs of sharp humor and Texas charm-are as addictive as the games...
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