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	If you are a developer who is interested in developing games for the iOS platform and want

	to leverage the Unity platform, this book will provide the core knowledge that you need

	to get started. If you are a Unity developer looking to port an existing application to the

	mobile platform, this book will give you an overview of the processes involved in publishing

	specifically with the Unity iOS plugin.





	Having an understanding of C# or Javascript will help, but if you are an experienced

	developer with either of these languages, you will still learn how to apply your skills to learn

	mobile development using this book, because much of the book is geared to an exploration

	of the concepts and implementation with Unity and the iOS platform.





	The example code in this book is written primarily in C#. However, there are scenarios where

	Javascript is used as an instructional aid. While there is sufficient information to learn the

	necessary components of C# within the book, it is not a goal of the book to teach C# or its

	fundamentals.

	Would you like to create money making games for iOS? If so, Unity iOS Game Development Beginners Guideis for you. It will guide you through the entire creative process of designing a game through to making money from it.


	This book will teach you the secrets of building and monetizing games for the iOS platform using the latest version of Unity. The book is linear and progressive so every chapter builds upon the knowledge of the last. You will learn Unity and the iOS basics necessary to get started. You will design a game for the iOS. You will build that game feature by feature. Finally you will publish your game and add the features that will enable your game to generate revenue.


	You have never built anything using Unity or iOS so we will begin with the basics. We will then move onto the basic features of a game: scenes, AI, characters, accelerometer, and input methods. Once you have mastered this we will begin the creation of our game - a 3rd person perspective dungeon crawler game inspired by the arcade game called Gauntlet. You will bring AAA quality to the game by adding co-op multiplayer so that your friends can join in and participate in the game. You will also add occlusion culling and beastmap lighting. Next you will integrate the game with some 3rd party services for advertisements, micro transactions, and in app purchasing. You will also integrate with Game Center. Finally you will publish your game for the entire world to see.


	What you will learn from this book

	
		Create an AppStore account.
	
		Core Unity from the iOS developer's perspective.
	
		Scripting using C#.
	
		Handling common iOS sensors including GPS, Camera, Accelerometer and Touch Screen.
	
		Handle movies, music, and other multimedia entities.
	
		Build game AI for the mobile space.
	
		Optimize and debug your game for iOS devices using XCode.
	
		Build a multiplayer game using Apple's Game Center and Unity Networking.
	
		Build plugins to extend Unity.
	
		Add micro payments, advertisements and in app purchasing.
	
		Target your audience, and make money from your creation!



	Approach


	This step-by-step book guides you through the process of using Unity to create monetized iOS games. It will get you through all the major learning points in a smooth, logical order. Youwill also learn how to avoid some common pitfalls.


	Who this book is written for


	This book is for developers and designers who want to learn the process of building commercial game applications using Unity. It is intended for novices through to intermediate developers of all types regardless of their skill level with Unity.
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Pro .NET 4 Parallel Programming in C# (Expert's Voice in .NET)Apress, 2010

	Parallel programming has been revolutionised in .NET 4 providing, for the first time, a standardised and simplified method for creating robust, scalable and reliable multi-threaded applications. The Parallel Programming features of .NET 4 allow the programmer to create applications that harness the power of multi-core and multi-processor...
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AI Game Engine Programming (Game Development Series)Charles River, 2004

	AI Game Engine Programming provides game developers with the tools and wisdom necessary to create modern game AI engines. It takes programmers from theory to actual game development, with usable code frameworks designed to go beyond merely detailing how a technique might be used. In addition, it surveys the capabilities of the different...
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Embedded Signal Processing with the Micro Signal ArchitectureJohn Wiley & Sons, 2007


	Embedded systems are usually part of larger and complex systems and are usually

	implemented on dedicated hardware with associated software to form a computational

	engine that will effi ciently perform a specifi c function. The dedicated hardware

	(or embedded processor) with the associated software is embedded into many...
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MCSE Training Guide: TCP/IP (Covers Exam #70-059)New Riders Publishing, 1997
MCSE Training Guide: TCP/IP is the most comprehensive, cost-effective, efficient way to pass the Internetworking Microsoft TCP/IP on the Microsoft Windows NT 4.0 (Exam 70-59) elective. Organized in a concise, easy-to-read manner, this book is the only study material readers will need to pass one of the most challenging elective s to become a...
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New Frontiers in Information and Software as Services: Service and Application Design Challenges in the CloudSpringer, 2011

	The increasing costs of creating and maintaining infrastructures for delivering services to consumers have led to the emergence of cloud based third party service providers renting networks, computation power, storage, and even entire software application suites. On the other hand, service customers demand competitive pricing, service level...
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Stock Trader's Almanac 2005John Wiley & Sons, 2004
J.P. Morgan's classic retort "Stocks will fluctuate" is often quoted with a wink-of-the-eye implication that the only predication one can make about the stock market is that it will go up, down, or sideways. Many investors agree that no one ever really knows which way the market will move.  Nothing could be farther from the truth. We...
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