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	Unity Game Development in 24 Hours, Sams Teach Yourself (2nd Edition), 9780672337512 (0672337517), Sams Publishing, 2015

	In just 24 lessons of one hour or less, Sams Teach Yourself Unity Game Development in 24 Hours will help you master the Unity 5 game engine at the heart of Hearthstone: Heroes of Warcraft, Kerbal Space Program, and many other sizzling-hot games!


	 


	This book’s straightforward, step-by-step approach teaches you everything from the absolute basics through sophisticated game physics, animation, and mobile device deployment techniques. Every lesson builds on what you’ve already learned, giving you a rock-solid foundation for real-world success.

	
		
			Step-by-step instructions carefully walk you through the most common Unity game development tasks.

	
	
		
			Practical, hands-on examples show you how to apply what you learn.

	
	
		
			Quizzes and exercises help you test your knowledge and stretch your skills.

	
	
		
			Notes and tips point out shortcuts and solutions.

	



	Learn how to… 

	
		
			Get up and running fast with the Unity 5 game engine and editor

	
	
		
			Work efficiently with Unity’s graphical asset pipeline

	
	
		
			Make the most of lights and cameras

	
	
		
			Sculpt stunning worlds with Unity’s terrain and environmental tools

	
	
		
			Script tasks ranging from capturing input to building complex behaviors

	
	
		
			Quickly create repeatable, reusable game objects with prefabs

	
	
		
			Implement easy, intuitive game user interfaces

	
	
		
			Control players through built-in and custom character controllers

	
	
		
			Build realistic physical and trigger collisions

	
	
		
			Leverage the full power of Unity’s Mecanim animation system

	
	
		
			Integrate complex audio into your games

	
	
		
			Use mobile device accelerometers and multi-touch displays

	
	
		
			Modify desktop games for mobile platforms

	
	
		
			Apply the “finishing touches” and deploy your games
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The Universalist Movement in America, 1770-1880Oxford University Press, 2005
"...an erudite and coherent analysis of Universalism as a powerful religious idea in the wider culture of American Protestantism."
-TLS

"Provides welcome guidance through the complexities of this neglected movement....this well-researched and well-argued book deserves a wide reading among early Americanists and...

		

The ROI from Software QualityAuerbach Publications, 2005
The ROI from Software Quality provides the tools needed for software engineers and project managers to calculate how much they should invest in quality, what benefits the investment will reap, and just how quickly those benefits will be realized. This text provides the quantitative models necessary for making real and reasonable calculations and it...

		

How Race Car Drivers Use Math (Math in the Real World)Chelsea House Publications, 2009
The drivers have suited up and climbed into their cars. Engines roar. All eyes are on the checkered flag. The flag drops. The drivers roar off—challenging themselves, their teams, and other drivers to perform to the best of their ability. Math is used by the drivers, by their pit crews, and by race car designers before, during, and after a...





	

Advances in Databases and Information Systems: 8th East European Conference, ADBIS 2004, BudapestSpringer, 2004


	This volume continues the series of proceedings of the annual ADBIS conferences

	in the field of advances in databases and information systems.




	ADBIS, founded by the Moscow ACM SIGMOD Chapter, was extended into

	a regular East-European conference in 1996 to establish a forum for promoting

	interaction and...

		

Managing Information Technology Projects: Applying Project Management Strategies to Software, Hardware, and Integration InitiativesAMACOM, 2003
With software and hardware development techniques improving constantly, it’s surprising to learn that more than half of all technology projects overrun their schedules and budgets by 200 percent or more. Computerworld magazine recently reported several surveys showing that project failure is overwhelmingly traceable to poorly...


		

The Object Constraint Language: Getting Your Models Ready for MDA, Second EditionAddison Wesley, 2003
The release of Unified Modeling Language (UML) 2.0 places renewed emphasis on the Object Constraint Language (OCL). Within UML, OCL is the standard for specifying expressions that add vital information to object-oriented models and other object-modeling artifacts. Model-Driven Architecture (MDA) relies on OCL to add the level of...
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