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Unity in Action

A lot goes into publishing a successful game: amazing artwork, advanced programming techniques, creative
story and gameplay, and highly-collaborative teamwork—not to mention flawless rendering and smooth
performance on platforms ranging from game consol es to mobile phones. The Unity game development
platform combines a powerful rendering engine with the professional code and art workflow tools needed to
bring gamesto life. Unity in Action focuses on the programming part of game development (as opposed to
art or design) and teaches readers to create projects in multiple game genres. Building on existing
programming experience, readers will work through examples using the Unity toolset, adding the skills
needed to go from application coder to game developer. They will leave the book with awell-rounded
understanding of how to create graphically driven 2D and 3D applications. Purchase of the print book
includes afree eBook in PDF, Kindle, and ePub formats from Manning Publications.

Pro Unity Game Development with C#

In Pro Unity Game Development with C#, Alan Thorn, author of Learn Unity for 2D Game Development
and experienced game devel oper, takes you through the complete C# workflow for developing a cross-
platform first person shooter in Unity. C# is the most popular programming language for experienced Unity
developers, helping them get the most out of what Unity offers. If you're already using C# with Unity and
you want to take the next step in becoming an experienced, professional-level game devel oper, thisisthe
book you need. Whether you are a student, an indie developer, or a season game dev professional, you'll find
helpful C# examples of how to build intelligent enemies, create event systems and GUI s, develop save-game
states, and lots more. Y ou'll understand and apply powerful programming concepts such as singleton classes,
component based design, resolution independence, delegates, and event driven programming. By the end of
the book, you will have a complete first person shooter game up and running with Unity. Plus you'll be
equipped with the know-how and techniques needed to deploy your own professional-grade C# games. If you
already know abit of C# and you want to improve your Unity skills, thisis just the right book for you.

Unity Game Development Cookbook

Discover how to use the Unity game engine to its full potential for both 3D and 2D game

devel opment—from the basics of scripting to useful tricks in gameplay, behavior, and animation. With this
problem-solving cookbook, you' |l get started in two ways: First, you'll learn about the Unity game engine
through brief recipes that teach specific features of the software and scripting systems. Second, you'll apply a
collection of snippets to address common gameplay scenarios, such as properly keeping score. Using our
cookbook format, we pinpoint the problem, set out the solution, and discuss how to solve your problem in the
best and most straightforward way possible. This book isideal for beginning to intermediate Unity
developers. You'll find solutions for: 2D and 3D graphics Math, physics, and character control Animation
and movement Behavior and Al Sound and music Input and gameplay Scripting and user interface

Developing 2D Gameswith Unity

Follow awalkthrough of the Unity Engine and learn important 2D-centric lessons in scripting, working with
image assets, animations, cameras, collision detection, and state management. In addition to the



fundamentals, you'll learn best practices, helpful game-architectural patterns, and how to customize Unity to
suit your needs, al in the context of building aworking 2D game. While many books focus on 3D game
creation with Unity, the easiest market for an independent developer to thrive inis 2D games. 2D games are
generally cheaper to produce, more feasible for small teams, and more likely to be completed. If you live and
breathe games and want to create them then 2D games are a great place to start. By focusing exclusively on
2D games and Unity's ever-expanding 2D workflow, this book gives aspiring independent game developers
the tools they need to thrive. Various real-world examples of independent games are used to teach
fundamental concepts of developing 2D gamesin Unity, using the very latest toolsin Unity's updated 2D
workflow. New al-digital channels for distribution, such as Nintendo eShop, XBox Live Marketplace, the
Playstation Store, the App Store, Google Play, itch.io, Steam, and GOG.com have made it easier than ever to
discover, buy, and sell games. The golden age of independent gaming is upon us, and there has never been a
better time to get creative, roll up your sleeves, and build that game you've always dreamed aboult.
Developing 2D Games with Unity can show you the way.

Game Development Patternswith Unity 2021

Solve your programming woes in Unity with practical design propositions Key Features Gain a
comprehensive overview of Unity engine architecture and coding model Build a complete racing game using
software design patterns and understand how to implement them in Unity Download the source code of the
complete prototype demonstrating each of the software patterns used Book DescriptionThis book is written
for every game devel oper ready to tackle the bigger picture and start working with advanced programming
techniques and design patterns in Unity. Game Development Patterns with Unity 2021 is an introduction to
the core principles of reusable software patterns and how to employ them to build components efficiently. In
this second edition, you'll tackle design patterns with the help of a practical example; a playable racing game
prototype where you' |l get to apply all your newfound knowledge. Notable updates also include a game
design document (GDD), a Unity programming primer, and the downloadable source code of a complete
prototype. Your journey will start by learning about overall design of the core game mechanics and systems.
You'll discover tried-and-tested software patterns to code essential components of agame in a structured
manner, and start using classic design patterns to utilize Unity's unique API features. As you progress, you'll
also identify the negative impacts of bad architectural decisions and understand how to overcome them with
simple but effective practices. By the end of this Unity book, the way you develop Unity games will change —
you' || adapt a more structured, scalable, and optimized process that will help you take the next step in your
career. What you will learn Structure professional Unity code using industry-standard devel opment patterns
Identify the right patterns for implementing specific game mechanics or features Devel op configurable core
game mechanics and ingredients that can be modified without writing asingle line of code Review practical
object-oriented programming (OOP) techniques and learn how they re used in the context of a Unity project
Build unique game development systems such as alevel editor Explore ways to adapt traditional design
patterns for use with the Unity APl Who this book is for This book is for Unity game developers who want to
learn industry standards for building Unity games. Knowledge of the Unity game engine and programming in
the C# language isamust, so if you’ re a beginner, try our Learning C# by Developing Games with Unity
2021 handbook instead.

Game Engine Architecture

Hailed as a\"must-have textbook\" (CHOICE, January 2010), the first edition of Game Engine Architecture
provided readers with a complete guide to the theory and practice of game engine software development.
Updating the content to match today’ s landscape of game engine architecture, this second edition continues
to thoroughly cover the major components that make up atypical commercial game engine. New to the
Second Edition Information on new topics, including the latest variant of the C++ programming language,
C++11, and the architecture of the eighth generation of gaming consoles, the Xbox One and PlayStation 4
New chapter on audio technology covering the fundamentals of the physics, mathematics, and technol ogy
that go into creating an AAA game audio engine Updated sections on multicore programming, pipelined



CPU architecture and optimization, localization, pseudovectors and Grassman algebra, dual quaternions,
SIMD vector math, memory alignment, and anti-aliasing Insight into the making of Naughty Dog’s latest hit,
The Last of Us The book presents the theory underlying various subsystems that comprise a commercial
game engine as well as the data structures, algorithms, and software interfaces that are typically used to
implement them. It primarily focuses on the engine itself, including a host of low-level foundation systems,
the rendering engine, the collision system, the physics simulation, character animation, and audio. Anin-
depth discussion on the \"gameplay foundation layer\" delves into the game’ s object model, world editor,
event system, and scripting system. The text also touches on some aspects of gameplay programming,
including player mechanics, cameras, and Al. An awareness-building tool and ajumping-off point for further
learning, Game Engine Architecture, Second Edition gives readers a solid understanding of both the theory
and common practices employed within each of the engineering disciplines covered. The book will help
readers on their journey through this fascinating and multifaceted field.

Hands-On Unity 2021 Game Development

Achieve mesmerizing game experiences using the latest Unity 2021 features by following a practical
approach to building professional games Key FeaturesUnleash the capabilities of C# scripting to create Uls,
graphics, game Al agents and moreExplore Unity's latest tools, including Universal Render Pipeline, Shader
Graph, Ul Toolkit, Visual Scripting, and VFX graph, to enhance graphics and animationBuild an AR
experience using Unity’s AR FoundationBook Description Learning how to use Unity is the quickest way to
creating afull game, but that’ s not al you can do with this ssmple, yet comprehensive suite of video game
development tools — Unity isjust as useful for creating AR/VR experiences, complex simulations, real-time
realistic rendering, films, and practical games for training and education. Hands-On Unity 2021 Game
Development outlines a practical journey to creating your first full game from the ground up, building it step-
by-step and applying your knowledge as you progress. Complete with hands-on tutorials and projects, this
easy-to-follow guide will teach you how to develop the game using several Unity tools. Asyou advance, you
will learn how to use the Unity engine, create simple scripts using C#, integrate graphics, sound, and
animations, and manipulate physics to create interesting mechanics for your game. You'll be able to apply all
the knowledge that you gain to areal-world game. Later chapters will show you how to code asimple Al
agent to challenge the user and use profiling tools to ensure that the code runs efficiently. Finally, you'll work
with Unity's AR tools to create AR experiences for 3D apps and games. By the end of this Unity book, you
will have created a complete game and built a solid foundation in using a wide variety of Unity tools. What
you will learnExplore both C# and Visual Scripting tools to customize various aspects of a game, such as
physics, gameplay, and the UlProgram rich shaders and effects using Unity's new Shader Graph and
Universal Render Pipelinel mplement postprocessing to improve graphics quality with full-screen
effectsCreate rich particle systems for your Unity games from scratch using VFX Graph and ShurikenAdd
animations to your game using the Animator, Cinemachine, and TimelineUse the brand new Ul Toolkit
package to create user interfaceslmplement game Al to control character behaviorWho this book isfor This
book is best suited for game devel opers looking to upgrade their knowledge and those who want to migrate
their existing skills to the Unity game engine. Those with prior Unity knowledge will also benefit from the
chapters exploring the latest features. While you' Il still able to follow along if you don’t have any
programming experience, knowing the fundamentals of C# programming will help you get the most out of
this book.

Game Programming with Unity and C#

\u200bDesigned for beginners with no knowledge or experience in game development or programming, this
book teaches the essentials of the Unity game engine, the C# programming language, and the art of object-
oriented programming. New concepts are not only explained, but thoroughly demonstrated. Starting with an
introduction to Unity, you'll learn about scenes, GameObjects, prefabs, components, and how to use the
various windows to interact with the engine. Y ou'll then dive into the fundamentals of programming by
reviewing syntax rules, formatting, methods, variables, objects and types, classes, and inheritance, al while



getting your hands dirty writing and testing code yourself. Later, the book explains how to expose script data
in the Inspector and the basics of Unity’s serialization system. This carefully crafted work guides you
through the planning and development of bare bones, simple game projects designed to exercise
programming concepts while keeping less relevant interruptions out of the way, allowing you to focus on the
implementation of game mechanics first and foremost. Through these example projects, the book teaches
input handling, rigidbodies, colliders, cameras, prefab instantiation, scene loading, user interface design and
coding, and more. By the end, you'll have built a solid foundation in programming that will pave your way
forward in understanding core C# syntax and fundamentals of object-oriented programming—not just what
to type but why it's typed and what it’ s really doing. Game Programming with Unity and C# will send you on
your way to becoming comfortable with the Unity game engine and its documentation and how to
independently seek further information on yet-untouched concepts and challenges. What You'll Learn
Understand the fundamentals of object-oriented computer programming, including topics specifically
relevant for games. Leverage beginner-to-intermediate-level skills of the C# programming language and its
syntax. Review all major component types of the Unity game engine: colliders and rigidbodies, lights,
cameras, scripts, etc. Use essential knowledge of the Unity game engine and its features to balance gameplay
mechanics for making interesting experiences. Who This Book Is For Beginners who have no prior
experience in programming or game development who would like to learn with a solid foundation that
prepares them to further develop their skills.

SDL Game Development

Written as a practical and engaging tutorial, SDL Game Devel opment guides you through developing your
own framework and the creation of two engaging games.If you know C]+ and you're looking to make great
games from the ground up, then this book is perfect for you.

M obile Game Development with Unity

Do you want to build mobile games, but lack game development experience? No problem. This practical
guide shows you how to create beautiful, interactive content for iOS and Android devices with the Unity
game engine. Authors Jon Manning and Paris Buttfield-Addison (iOS Swift Game Devel opment Cookbook)
provide a top-to-bottom overview of Unity’s features with specific, project-oriented guidance on how to use
them in real game situations. Over the course of this book, you’'ll learn hands-on how to build 2D and 3D
games from scratch that will hook and delight players. If you have basic programming skills, you’ re ready to
get started. Explore the basics of Unity, and learn how to structure games, graphics, scripting, sounds,
physics, and particle systems Use 2D graphics and physics features to build a side-scrolling action game
Create a 3D space combat simulator with projectile shooting and respawning objects, and learn how to
manage the appearance of 3D models Dive into Unity’s advanced features, such as precomputed lighting,
shading, customizing the editor, and deployment

Learn 2D Game Development with C#

2D games are hugely popular across a wide range of platforms and the ideal place to start if you're new to
game development. With Learn 2D Game Devel opment with C#, you'll learn your way around the universal
building blocks of game development, and how to put them together to create areal working game. C#is
increasingly becoming the language of choice for new game developers. Productive and easier to learn than
C++, C# lets you get your games working quickly and safely without worrying about tricky low-level details
like memory management. This book uses MonoGame, an open source framework that's powerful, free to
use and easy to handle, to further reduce low-level details, meaning you can concentrate on the most
interesting and universal aspects of a game development: frame, camera, objects and particles, sprites, and
the logic and simple physics that determines how they interact. In each chapter, you'll explore one of these
key elements of game development in the context of aworking game, learn how to implement the example
for yourself, and integrate it into your own game library. At the end of the book, you'll put everything you've



learned together to build your first full working game! And what’s more, MonoGame is designed for
maximum cross-platform support, so once you' ve mastered the fundamentalsin this book, you'll be ready to
explore and publish games on awide range of platformsincluding Windows 8, MAC OSX, Windows Phone,
i0S, Android, and Playstation Mobile. Whether you're starting a new hobby or considering a career in game
development, Learn 2D Game Development with C# isthe ideal place to start. What you' |l learnKnow your
way around the world of game design and the process of designing a game from scratch. Understand the
basic architecture of a2D game engine and develop your own game library. Work with the MonoGame
framework and use it to build your own 2D interactive games. Learn and implement simple in-game pseudo
autonomous behaviors. Understand and implement the math and physics underlying realistic game
interactions. Give your game impact with graphic effects, and audio and special effects. Who this book is for
This book is perfect for game enthusiasts, hobbyists, and anyone who isinterested in building interactive
games but is unsure of how to begin. It assumes no background in computer graphics or game development,
but readers should be familiar with C# or another object-oriented language. Table of Contentslntroducing 2D
Game Development in C# Getting to Know the MonoGame Framework 2D Graphics, Coordinates, and
Game State Getting Things Moving Pixel-Accurate Collisions Game Object States and Semiautonomous
Behaviors Sprites, Camera, Action! Particle SystemsBuilding Your First 2D Game

L earning Libgdx Game Development

A clear and practical guide to building gamesin libGDX.This book is great for Indie and existing game
developers, aswell as those who want to get started with game development using libGDX. Java game
knowledge of game development basics is recommended.

Mastering Unity Scripting

Mastering Unity Scripting is an advanced book intended for students, educators, and professionals familiar
with the Unity basics as well as the basics of scripting. Whether you've been using Unity for a short time or
are an experienced user, this book has something important and valuable to offer to help you improve your
game development workflow.

Beginning 3D Game Development with Unity 4

Beginning 3D Game Development with Unity 4 is perfect for those who would like to come to grips with
programming Unity. Y ou may be an artist who has learned 3D tools such as 3ds Max, Maya, or Cinema 4D,
or you may come from 2D tools such as Photoshop and Illustrator. On the other hand, you may just want to
familiarize yourself with programming games and the |latest ideas in game production. This book introduces
key game production conceptsin an artist-friendly way, and rapidly teaches the basic scripting skills you'll
need with Unity. It goes on to show how you, as an independent game artist, can create interactive games,
ideal in scope for today's casual and mobile markets, while also giving you afirm foundation in game logic
and design. Thefirst part of the book explains the logic involved in game interaction, and soon has you
creating game assets through simple examples that you can build upon and gradually expand. In the second
part, you'll build the foundations of a point-and-click style first-person adventure game—including reusable
state management scripts, dialogue trees for character interaction, load/save functionality, arobust inventory
system, and a bonus feature: a dynamically configured maze and mini-map. With the help of the provided 2D
and 3D content, you'll learn to evaluate and deal with challenges in bite-sized pieces as the project
progresses, gaining valuable problem-solving skillsin interactive design. By the end of the book, you will be
ableto actively use the Unity 3D game engine, having learned the necessary workflows to utilize your own
assets. You will also have an assortment of reusable scripts and art assets with which to build future games.

L earning C# Programming with Unity 3D

Designed to give you enough familiarity in a programming language to be immediately productive, Learning



C# Programming with Unity 3D provides the basics of programming and brings you quickly up to speed.
Organized into easy-to-follow lessons, the book covers how C# is used to make agame in Unity3D. After
reading this book, you will be armed with the knowledge required to feel confident in learning more. Y ou'll
have what it takesto at least ook at code without your head spinning. Writing a massive multiplayer online
role-playing game is quite hard, of course, but learning how to write a simple behavior isn’t. Like drawing,
you start off with the basics such as spheres and cubes. After plenty of practice, you'll be able to create areal
work of art. This appliesto writing code—you start off with basic calculations, then move on to the logic that
drives a complex game. By the end of this book, you will have the skills to be a capable programmer, or at
least know what is involved with how to read and write code. Although you could go online and find videos
and tutorials, there is a distinct advantage when it comes to learning thingsin order and in one place. Most
online tutorials for C# are scattered, disordered, and incohesive. It’ s difficult to find a good starting point,
and even more difficult to find a continuous list of tutorialsto bring you to any clear understanding of the C#
programming language. This book not only gives you a strong foundation, but puts you on the path to game
devel opment.

Game Programming Patterns

The biggest challenge facing many game programmers is completing their game. Most game projects fizzle
out, overwhelmed by the complexity of their own code. Game Programming Patterns tackles that exact
problem. Based on years of experience in shipped AAA titles, this book collects proven patterns to untangle
and optimize your game, organized as independent recipes so you can pick just the patterns you need. You
will learn how to write a robust game loop, how to organize your entities using components, and take
advantage of the CPUs cache to improve your performance. Y ou'll dive deep into how scripting engines
encode behavior, how quadtrees and other spatial partitions optimize your engine, and how other classic
design patterns can be used in games.

Practical Statechartsin C/C++

'Downright revolutionary... the title is a major understatement... '‘Quantum Programming' may ultimately
change the way embedded software is designed.’ -- Michael Barr, Editor-in-Chief, Embedded Systems
Programming magazine (Click here

L earning C# by Developing Games with Unity 2021

Learn C# programming from scratch using Unity as afun and accessible entry point with this updated edition
of the bestselling series. Includes invitation to join the online Unity Game Development community to read
the book alongside peers, Unity devel opers/C# programmers and Harrison Ferrone. Purchase of the print or
Kindle book includes afree eBook in the PDF format. Key FeaturesLearn C# programming basics,
terminology, and coding best practicesBecome confident with Unity fundamentals and featuresin line with
Unity 2021Apply your C# knowledge in practice and build a working first-person shooter game prototype in
UnityBook Description The Learning C# by Developing Games with Unity series has established itself asa
popular choice for getting up to speed with C#, a powerful and versatile programming language with awide
array of applicationsin various domains. This bestselling franchise presents a clear path for learning C#
programming from the ground up through the world of Unity game development. This sixth edition has been
updated to introduce modern C# features with Unity 2021. A new chapter has also been added that covers
reading and writing binary data from files, which will help you become proficient in handling errors and
asynchronous operations. The book acquaints you with the core concepts of programming in C#, including
variables, classes, and object-oriented programming. Y ou will explore the fundamentals of Unity game
development, including game design, lighting basics, player movement, camera controls, and collisions. Y ou
will write C# scripts for simple game mechanics, perform procedural programming, and add complexity to
your games by introducing smart enemies and damage-causing projectiles. By the end of the book, you will
have developed the skills to become proficient in C# programming and built a playable game prototype with



the Unity game engine. What you will learnFollow simple steps and examples to create and implement C#
scriptsin UnityDevelop a 3D mindset to build games that come to lifeCreate basic game mechanics such as
player controllers and shooting projectiles using C#Divide your code into pluggable building blocks using
interfaces, abstract classes, and class extensionsBecome familiar with stacks, queues, exceptions, error
handling, and other core C# conceptsLearn how to handle text, XML, and JSON data to save and load your
game dataExplore the basics of Al for games and implement them to control enemy behaviorWho this book
isfor If you're adeveloper, programmer, hobbyist, or anyone who wants to get started with Unity and C#
programming in afun and engaging manner, this book isfor you. You'll still be able to follow along if you
don't have programming experience, but knowing the basics will help you get the most out of this book.

Introduction to Game Design, Prototyping, and Development

This hands-on guide covers both game development and design, and both Unity and C?. This guide
illuminates the basic tenets of game design and presents a detailed, project-based introduction to game
prototyping and devel opment, using both paper and the Unity game engine.

Unity in Action, Third Edition

This hands-on beginners guide gets you building games fast, all with the awesome Unity engine! You'll
speed past the basics and use your existing coding skills to create 2D, 3D, and AR/VR games. In Unity in
Action, Third Edition, you will learn how to: Create characters that run, jump, and bump into things Build
3D first-person shooters and third-person action games Construct 2D card games and side-scrolling
platformers Script enemies with Al Improve game graphics by importing models and images Design an
intuitive user interface for your games Play music and spatially-aware sound effects Connect your games to
the internet for online play Deploy your games to desktop, mobile, and the web Thousands of new game
developers have chosen Joe Hocking' s Unity in Action astheir first step toward Unity mastery. Starting with
theinitial groundwork of a new game development project, you'll quickly start writing custom code instead
of clicking together premade scripts. This fully updated third edition comes packed with fully refreshed
graphics, Unity’s latest features, and coverage of augmented and virtua reality toolkits. You'll master the
Unity toolset from the ground up, learning the skills to go from application coder to game devel oper.
Foreword by Jesse Schell. About the technology Writing games is rewarding and fun—and with Unity, it's
easy to get started! Unity handles the heavy lifting, so you can focus on game play, graphics, and user
experience. C# support and a huge ecosystem of prebuilt components help even first-time devel opers go from
the drawing board to the screen fast. About the book Unity in Action, Third Edition teaches you to create
games with the Unity game platform. It's many 2D, 3D, and AR/V R game examples give you hands-on
experience with Unity’ s workflow tools and state-of-the-art rendering engine. This fully updated third edition
presents new coverage of Unity’s XR toolkit and shows you how you can start building with virtual and
augmented reality. What's inside Create characters that run, jJump, and bump into things Script enemies with
Al Play music and spatially-aware sound effects Deploy your games to desktop, mobile, and the web About
the reader For programmers who know any object-oriented programming language. Examples are in C#.
About the author Joe Hocking is a software engineer and Unity expert specializing in interactive media
development. Table of Contents PART 1 FIRST STEPS 1 Getting to know Unity 2 Building a demo that puts
you in 3D space 3 Adding enemies and projectiles to the 3D game 4 Developing graphics for your game
PART 2 GETTING COMFORTABLE 5 Building a Memory game using Unity’s 2D functionality 6 Creating
abasic 2D platformer 7 Putting a GUI onto a game 8 Creating a third-person 3D game: Player movement and
animation 9 Adding interactive devices and items within the game PART 3 STRONG FINISH 10 Connecting
your game to the internet 11 Playing audio: Sound effects and music 12 Putting the parts together into a
complete game 13 Deploying your game to players devices

The Art of Game Design

Anyone can master the fundamentals of game design - no technological expertise is necessary. The Art of



Game Design: A Book of Lenses shows that the same basic principles of psychology that work for board
games, card games and athletic games also are the keys to making top-quality videogames. Good game
design happens when you view your game from many different perspectives, or lenses. While touring
through the unusual territory that is game design, this book gives the reader one hundred of these lenses - one
hundred sets of insightful questions to ask yourself that will help make your game better. These lenses are
gathered from fields as diverse as psychology, architecture, music, visual design, film, software engineering,
theme park design, mathematics, writing, puzzle design, and anthropology. Anyone who reads this book will
be inspired to become a better game designer - and will understand how to do it.

Unity from Zero to Proficiency (I ntermediate)

Third Edition updated for Unity 2019, Published in October 2019 In this book, the third book in the series,
you will become comfortable with C# programming and Unity by creating three games: a 3D First-Person
Shooter, a 2D space shooter, a card matching game, and a 2D puzzle game. The book includes step-by-step
activities, aswell as quizzes and challenges at the end of each chapter. The content of each chapter isas
follows: Chapter 1 provides an introduction to C# and explains key programming concepts such as variables,
variable types, polymorphism, constructors, or methods as well as best practices for C# programming within
Unity. Chapter 2 helps you to code your first script in C#. 1t explains common coding mistakes and errorsin
Unity, and how to avoid them easily. Chapter 3 gets you to use C# to instantiate, use and control Rigidbody
objects from your script as well as explosionsto create intelligent robots that track and shoot projectiles at
the player. Chapter 4 explains how to create and manage both weapons (e.g., a gun and a grenade launcher)
and ammunitions. Chapter 5 explains how to use Mecanim and NavMesh navigation to control an animated
character that detects, follows, or attacks the player. Chapter 6 makes it possible to combine the skills that
you have acquired in the previous chaptersto create afully functional level. Y ou will also learn how to
generate a maze (or game level) dynamically from your code. Chapter 7 explains how to create asimple 2D
scrolling shooter where the player will pilot a space ship, avoid asteroids, and destroy enemiesto win.
Chapter 8 shows you how to add explosions and a scrolling background to your game. Chapter 9 gets you to
add intelligent enemiesto your game. Chapter 10 explains how you can include a shield to the player, aong
with audio, more intelligent enemies, and a scoring system. Chapter 11 explains how you can create a card-
guessing game. Chapter 12 explains how you can create a 2D puzzle game. Chapter 13 summarizes the topics
covered in the book and provides you with more information on the next steps. If you want to create FPS
games,2D Shooters, Card Games and Puzzles with Unity using a tried-and-tested method: buy this book
now!

Unity 5 from Zero to Proficiency (Intermediate)

Why this book can help you to get started with Game Development Creating your own game can be very
intimidating at the start, and quite often, regardless of your experience with games, it is sometimes difficult
to find the time and motivation to get over the first barriers and to get started. Often, these barriers seem
higher than they actually are. Maybe you are a teacher trying to introduce gamesin your classroom or a
parent trying to help your child with coding, but with no previous coding or game development experience;
maybe you are a hobbyist who would love to create interactive environments based on your favorite games;
maybe you are a student getting started with game devel opment but you just don't know where to start or
what resources to use; or maybe you have tried online video tutorials but found them digointed. Y ou may be
wondering: \"How can | start to create my games if | have no experience of coding\

Oculus Rift in Action

Summary Oculus Rift in Action introduces the powerful Oculus Rift headset and teaches you how to
integrate its many features into 3D games and other virtual reality experiences. You'll start by understanding
the capabilities of the Rift hardware. Then you'll follow interesting and instantly-relevant examples that walk
you through programming real applications using the Oculus SDK. Examples are provided for both using the



Oculus C API directly and for using Unity, a popular development and 3D graphics engine, with the Oculus
Unity integration package. Purchase of the print book includes a free eBook in PDF, Kindle, and ePub
formats from Manning Publications. About the Book Virtual reality has long been the domain of researchers
and developers with access to specialized hardware and proprietary tools. With the appearance of the Oculus
Rift VR headset, the game has changed. Using standard programming tools and the intuitive Oculus SDKs,
you can deliver powerful immersive games, simulations, and other virtual experiences that finally nail the
feeling of being in the middle of the action. Oculus Rift in Action teaches you how to create 3D games and
other virtua reality experiences for the Oculus Rift. You'll explore the Rift hardware through examples of
real applications using the Oculus SDK and both the Oculus C API and the Unity 3D graphics engine. Along
the way, you'll get practical guidance on how to use the Rift's sensors to produce fluid VR experiences.
Experience with C++, C#, or another OO language is assumed. What's Inside Creating immersive VR
Integrating the Rift with the Unity 3D SDK Implementing the mathematics of 3D Avoiding motion-sickness
triggers About the Authors Brad Davisis an active VR developer who maintains a great set of example Rift
applications on Github. Karen Brylais a freelance developer and writer. Alex Benton is alecturer in 3D
graphics at the University of Cambridge and a software engineer at Google. Table of Contents PART 1
GETTING STARTED Meet the Oculus Rift PART 2 USING THE OCULUS C API Creating your first Rift
interactions Pulling data out of the Rift: working with the head tracker Sending output to the Rift: working
with the display Putting it all together: integrating head tracking and 3D rendering Performance and quality
PART 3 USING UNITY Unity: creating applications that run on the Rift Unity: tailoring your application for
the Rift PART 4 THE VR USER EXPERIENCE Ul design for VR Reducing motion sickness and discomfort
PART 5 ADVANCED RIFT INTEGRATIONS Using the Rift with Java and Python Case study: aVR
shader editor Augmenting virtual reality

L ear ning C# by Developing Games with Unity 2020

Get to grips with coding in C# and build simple 3D games with Unity from the ground up with this updated
fifth edition of the bestselling guide Key Features Understand C# programming basics, terminology, and
coding best practices Put your knowledge of C# concepts into practice by building afun and playable game
Come away with aclear direction for taking your C# programming and Unity game development skills to the
next level Book DescriptionOver the years, the Learning C# by Developing Games with Unity series has
established itself as a popular choice for getting up to speed with C#, a powerful and versatile programming
language that can be applied in awide array of application areas. This book presents a clear path for learning
C# programming from the ground up without complex jargon or unclear programming logic, all while
building a simple game with Unity. Thisfifth edition has been updated to introduce modern C# features with
the latest version of the Unity game engine, and a new chapter has been added on intermediate collection
types. Starting with the basics of software programming and the C# language, you' Il learn the core concepts
of programming in C#, including variables, classes, and object-oriented programming. Once you’ ve got to
grips with C# programming, you'll enter the world of Unity game development and discover how you can
create C# scripts for simple game mechanics. Throughout the book, you’ll gain hands-on experience with
programming best practices to help you take your Unity and C# skills to the next level. By the end of this
book, you'll be able to leverage the C# language to build your own real-world Unity game devel opment
projects.What you will learn Discover easy-to-follow steps and examples for learning C# programming
fundamentals Get to grips with creating and implementing scripts in Unity Create basic game mechanics such
as player controllers and shooting projectiles using C# Understand the concepts of interfaces and abstract
classes Leverage the power of the latest C# features to solve complex programming problems Become
familiar with stacks, queues, exceptions, error handling, and other core C# concepts Explore the basics of
artificia intelligence (Al) for games and implement them to control enemy behavior Who this book isfor If
you're adeveloper, programmer, hobbyist, or anyone who wants to get started with C# programming in afun
and engaging manner, this book is for you. Prior experience in programming or Unity is not required.

The Art of Game Design



The Art of Game Design guides you through the design process step-by-step, helping you to develop new
and innovative games that will be played again and again. It explains the fundamental principles of game
design and demonstrates how tactics used in classic board, card and athletic games also work in top-quality
video games. Good game design happens when you view your game from as many perspectives as possible,
and award-winning author Jesse Schell presents over 100 sets of questions to ask yourself as you build, play
and change your game until you finalise your design. This latest third edition includes examples from new
VR and AR platforms as well as from modern games such as Uncharted 4 and The Last of Us, Free to Play
games, hybrid games, transformational games, and more. Whatever your role in video game development an
understanding of the principles of game design will make you better at what you do. For over 10 years this
book has provided inspiration and guidance to budding and experienced game designers - helping to make
better games faster.

Playground Worlds

Beginning 3D Game Development with Unity is perfect for those who would like to come to grips with
programming Unity. Y ou may be an artist who has learned 3D tools such as 3ds Max, Maya, or Cinema 4D,
or you may come from 2D tools such as Photoshop and Illustrator. On the other hand, you may just want to
familiarize yourself with programming games and the latest ideas in game production. This book introduces
key game production conceptsin an artist-friendly way, and rapidly teaches the basic scripting skills you'll
need with Unity. It goes on to show how you, as an independent game artist, can create casual interactive
adventure games in the style of Telltale's Tales of Monkey Island, while also giving you a firm foundation in
game logic and design. Thefirst part of the book explains the logic involved in game interaction, and soon
has you creating game assets through simple examples that you can build upon and gradually expand. In the
second part, you'll build the foundations of a point-and-click style first-person adventure game—including
reusabl e state management scripts, load/save functionality, a robust inventory system, and a bonus feature: a
dynamically configured maze and mini-map. With the help of the provided 2D and 3D content, you'll learn to
evaluate and deal with challenges in bite-sized pieces as the project progresses, gaining valuable problem-
solving skillsin interactive design. By the end of the book, you will be able to actively use the Unity 3D
game engine, having learned the necessary workflows to utilize your own assets. Y ou will also have an
assortment of reusable scripts and art assets with which to build future games.

Beginning 3D Game Development with Unity

Unity for Absolute Beginners walks you through the fundamentals of creating a small third-person shooter
game with Unity. Using the free version of Unity to begin your game development career, you'll learn how to
import, evaluate and manage your game resources to create awesome third-person shooters. This book
assumes that you have little or no experience with game development, scripting, or 3D assets, and that you're
eager to start creating games as quickly as possible, while learning Unity in afun and interactive
environment. With Unity for Absolute Beginners you'll become familiar with the Unity editor, key concepts
and functionality. You'll learn how to import, evaluate and manage resources. Y ou'll explore C# scripting in
Unity, and learn how to use the Unity API. Using the provided art assets, you will learn the fundamental s of
good game design and iterative refinement as you take your game from a simple prototype to a quirky, but
challenging variationof the ever-popular first-person shooter. As can be expected, there will be plenty of
destruction, special effects and mayhem along the way. Unity for Absolute Beginners assumes that you have
little or no experience with game development, scripting, or 3D assets, but are eager to get up-to-speed as
quickly as possible while learning Unity in afun and interactive environment.

Unity for Absolute Beginners

2D games are everywhere, from mobile devices and websites to game consoles and PCs. Timeless and
popular, 2D games represent a substantial segment of the games market. In Learn Unity for 2D Game
Development, targeted at both game devel opment newcomers and established devel opers, experienced game



developer Alan Thorn shows you how to use the powerful Unity engine to create fun and imaginative 2D
games. Written in clear and accessible language, Learn Unity for 2D Game Development will show you how
to set up a step-by-step 2D workflow in Unity, how to build and import textures, how to configure and work
with cameras, how to establish pixel-perfect ratios, and all of this so you can put that infrastructure to work in
areal, playable game. Then the final chapters show you how to put what you've already made to work in
creating a card-matching game, plus you'll learn how to optimize your game for mobile devices.

Learn Unity for 2D Game Development

Discover the latest features of Unity 2021 and dive deeper into the nuances of professional game
development with Unity Key Features Discover the latest features of Unity 2021 including coverage of
AR/VR development Follow practical recipes for better 2D and 2D character development with Unity
GameKits Learn powerful techniques and expert best practices in building 3D objects, textures, and materials
Book Descriptionlf you are a Unity developer looking to explore the newest features of Unity 2021 and
recipes for advanced challenges, then this fourth edition of Unity Cookbook is here to help you. With this
cookbook, you'll work through awide variety of recipes that will help you use the essential features of the
Unity game engineto their fullest potential. Y ou familiarize yourself with shaders and Shader Graph before
exploring animation features to enhance your skills in building games. Asyou progress, you will gain
insightsinto Unity's latest editor, which will help you in laying out scenes, tweaking existing apps, and
building custom tools for augmented reality and virtual reality (AR/VR) experiences. The book will also
guide you through many Unity C# gameplay scripting techniques, teaching you how to communicate with
database-driven websites and process XML and JSON datafiles. By the end of this Unity book, you will
have gained a comprehensive understanding of Unity game development and built your development skills.
The easy-to-follow recipes will earn a permanent place on your bookshelf for reference and help you build
better games that stay true to your vision.What you will learn Discover how to add core game features to
your projects with C# scripting Create powerful and stylish Ul with Unity's Ul system, including power bars,
radars, and button-driven scene changes Work with essential audio features, including background music and
sound effects Discover Cinemachine in Unity to intelligently control camera movements Add visual effects
such as smoke and explosions by creating and customizing particle systems Understand how to build your
own Shaders with the Shader Graph tool Who this book isfor If you're a Unity developer looking for better
ways to resolve common recurring problems with recipes, then this book is for you. Programmers dipping
their toes into multimedia features for the first time will also find this book useful. Before you get started
with this Unity engine book, you' [l need a solid understanding of Unity’ s functionality and experience with
programming in C#.

Unity 2021 Cookbook

Game designers spend their lives solving extraordinary problems and facing mind-bending paradoxes. It's
their job to make a meticulous plan for “ spontaneous fun” players will want to experience over and over
again. Pressure is heaped on with demands for innovation and blockbuster status. So designers find
themselves facing an abyss of problems, pressure, and possibilities, armed only with their brains and an
assortment of design principles they picked up over years of experience. For the first time, 100 Principles of
Game Design gathers some of the best of these big ideas into one toolkit. Seasoned designers will be glad
they don’'t have to hold it all in their heads anymore, and beginning design students can use the book to learn
the tools of the trade. When the going gets tough, everyone can turn to this book for guidance, inspiration, or
just to remind them of what works. Collected from every popular school of thought in game design, these
core principles are organized by theme: innovation, creation, balancing, and troubleshooting. « Includes
advances from the world’ s leading authorities on game design, some explained by the creators themselves ¢
A reference book of finite, individual principles for easy access, providing ajumping off point for further
research ¢ Principles originating in fields as diverse as architecture, psychiatry, and economics, but shown
here as they apply to game design « Richly designed with illustrations and photos, making each principle easy
to understand and memorable » Timeless approach includes feedback |oops, game mechanics, prototyping,



economies of scale, user-centered design, and much more Professional designers and instructors at one of the
world’ s leading game design institutions lay out the building blocks of diverse knowledge required to design
even the simplest of games.

100 Principles of Game Design

C# in Depth, Fourth Edition is arevised edition of the bestseller written by C# legend Jon Skeet. This
authoritative and engaging guide is your key to unlocking this powerful language, including the new features
of C#6 and 7. Init, Jon introduces expression-bodied members, interpolated strings, pattern matching, and
more. Real-world examples drive it all home. By the end of this awesome book, you'll be writing C# code
with skill, style, and confidence.

C#in Depth

Game Coding Complete, Second Edition is the essential hands-on guide to developing commercia quality
games written by master game programmer, Mike McSahffry. This must-have second edition has been
expanded from the bestselling first edition to include the absolute latest in exciting new techniquesin game
interface design programming, game audio programming, game scripting, 3D programming, network game
programming and gam engine technology. All of the code in the book has been completely updated to work
with al of the latest compiler technology.

Game Coding Complete

First Edition, Published in September 2019 Content and structure of this book In this book, the fifth book in
the series, you will become comfortable with creating your own RPG. If you were ever interested in creating
systems for your game to speed-up your coding and create and maintain levels easily, then this book isfor
you. The book includes alist of the learning objectives at the start of each chapter, step-by-step activities, and
guizzes to test your knowledge, and the content of each chapter is asfollows: - Chapter 1 gives an
introduction to the RPG genre. Y ou will learn the design principles that will help you to speed-up your
development process. - Chapter 2 helps you to create and animate your main 3D character, add a camera that
will follow this character as well as amini-map. You will aso learn to use ProBuilder to create avillage. -
Chapter 3 explains how to create a dialogue system from an XML file, and how to integrate it seamlessly into
your game. - Chapter 4 explains how you can create a ssimple inventory system and use it to collect, store,
and use items that you will find in your quest. - Chapter 5 shows you how to create a shop where the player
can buy items that will then be added to the inventory. - Chapter 6 explains how you can create different
types of animated and intelligent NPCs that will challenge the player. - Chapter 7 explains how you can
create a quest system based on an XML file to manage the objectives for each of your levels. You will learn
to read, and use thisfile for your game. - Chapter 8 explains how you can create an XP attribution system
where the player can use the Xps gained in the previous level to increase his’her skills (e.g., accuracy, power,
etc.) - Chapter 9 shows you how you can create a maze randomly using a procedural method so that the maze
isdifferent every time the gameis played. - Chapter 10 combines the skills that you have learned so far to
create afinal level where the player needs to eliminate guards, collect gold, and also defeat the boss. After
reading this book you will become a better game programmer, improve your knowledge of coding and unity,
understand how to make a more complex product, learn some techniques to make an RPG game more
modular, especially the quest system, use reusable code/assets that you can employ in your own game, create
an inventory for your characters and much more... If you want to get started with your first RPG in Unity and
learn reusable systems for your other games, using atried-and-tested method: buy this book now!

Unity from Zero to Proficiency (Proficient)

Learn C# from first principles the Rob Miles way. With jokes, puns, and arigorous problem solving based
approach.Y ou can download all the code samples used in the book from here: http:
Unity In Action: Multiplatform Game Development In C



Ihwww.robmiles.com/g/Y ellow-Book-Code-Samples-64.z
The C# Programming Y ellow Book

\"iOS development with Swift\" is a hands-on guide to creating iOS apps. It takes you through the experience
of building an app-- from ideato App store. After setting up your dev environment, you'll learn the basics by
experimenting in Swift playgrounds. Then you'll build a simple app layout, adding features like animations
and Ul widgets. Along the way, you'll retrieve, format, and display data; interact with the camera and other
device features; and touch on cloud and networking basics.

| OS Development with Swift

Summary Manning's bestselling and highly recommended Unity book has been fully revised! Unity in
Action, Second Edition teaches you to write and deploy games with the Unity game development platform.
Y ou'll master the Unity toolset from the ground up, adding the skills you need to go from application coder to
game developer. Foreword by Jesse Schell, author of The Art of Game Design Purchase of the print book
includes afree eBook in PDF, Kindle, and ePub formats from Manning Publications. About the Technology
Build your next game without sweating the low-level details. The Unity game development platform handles
the heavy lifting, so you can focus on game play, graphics, and user experience. With support for C#
programming, a huge ecosystem of production-quality prebuilt assets, and a strong dev community, Unity
can get your next great game idea off the drawing board and onto the screen! About the Book Unity in
Action, Second Edition teaches you to write and deploy games with Unity. As you explore the many
interesting examples, you'll get hands-on practice with Unity's intuitive workflow tools and state-of-the-art
rendering engine. This practical guide exposes every aspect of the game dev process, from the initial
groundwork to creating custom Al scripts and building easy-to-read Uls. And because you asked for it, this
totally revised Second Edition includes a new chapter on building 2D platformers with Unity's expanded 2D
toolkit. What's Inside Revised for new best practices, updates, and more! 2D and 3D games Characters that
run, jump, and bump into things Connect your games to the internet About the Reader Y ou need to know C#
or asimilar language. No game development knowledge is assumed. About the Author Joe Hocking isa
software engineer and Unity expert specializing in interactive media development. Table of Contents PART
1 - First steps Getting to know Unity Building a demo that puts you in 3D space Adding enemies and
projectilesto the 3D game Developing graphics for your game PART 2 - Getting comfortable Building a
Memory game using Unity's 2D functionality Creating a basic 2D Platformer Putting a GUI onto a game
Creating athird-person 3D game: player movement and animation Adding interactive devices and items
within the game PART 3 - Strong finish Connecting your game to the internet Playing audio: sound effects
and music Putting the parts together into a complete game Deploying your game to players devices

Unity in Action

Thisisaspecia edition color interior version of Metal by Tutorias. It is split into two volumes because
Metal by Tutorialsis apretty big book, and there are limitations on the page count of color books with our
publisher. Thisisonly Volume 1. It is recommended that you purchase the single-volume black-and-white-
interior version of Metal by Tutorials, by searching Amazon for that or clicking our raywenderlich Team
author link.

Metal by Tutorials

The Unity game engine is at the heart of many of today's hottest games, including the global phenomenon
Temple Run. More than 1.5 million devel opers have downloaded Unity already. Now, there's a practical,
hands-on tutorial and reference for everyone who wants to devel op games with this powerhouse game
engine. One step at atime, this manual teaches you all you need to know to succeed - from the essentials of
game design for beginners, all the way through sophisticated physics and deployment to mobile devices.

Unity In Action: Multiplatform Game Development In C



Unity 2018 Game Development in 24 Hours, Sams Teach Y our self
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