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		Summary

	
		Unity in Action teaches you how to write and deploy games. You'll master the Unity toolset from the ground up, adding the skills you need to go from application coder to game developer. Based on Unity version 5.

	
		Purchase of the print book includes a free eBook in PDF, Kindle, and ePub formats from Manning Publications.

	
		About the Book

	
		This book helps readers build successful games with the Unity game development platform. You will use the powerful C# language, Unity's intuitive workflow tools, and a state-of-the-art rendering engine to build and deploy mobile, desktop, and console games. Unity's single codebase approach minimizes inefficient switching among development tools and concentrates your attention on making great interactive experiences.

	
		Unity in Action teaches you how to write and deploy games. You'll master the Unity toolset from the ground up, adding the skills you need to go from application coder to game developer. Each sample project illuminates specific Unity features and game development strategies. As you read and practice, you'll build up a well-rounded skill set for creating graphically driven 2D and 3D game applications.

	
		You'll need to know how to program, in C# or a similar OO language. No previous Unity experience or game development knowledge is assumed.

	
		What's Inside

		
			Program characters that run, jump, and interact
	
			Build code architectures that manage the game's state
	
			Connect your games to the internet to download live data
	
			Deploy games to platforms including web and mobile
	
			Covers Unity 5


	
		About the Author

	
		Joe Hocking is a software engineer specializing in interactive media development. He works for Synapse Games and teaches classes in game development at Columbia College Chicago.

	
		Table of Contents

	
		PART 1 FIRST STEPS

	
		PART 2 GETTING COMFORTABLE

	
		PART 3 STRONG FINISH

		
			Getting to know Unity
	
			Building a demo that puts you in 3D space
	
			Adding enemies and projectiles to the 3D game
	
			Developing graphics for your game
	
			Building a Memory game using Unity's new 2D functionality
	
			Putting a 2D GUI in a 3D game
	
			Creating a third-person 3D game: player movement and animation
	
			Adding interactive devices and items within the game
	
			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
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Alpha-Synuclein: Methods and Protocols (Methods in Molecular Biology)Humana Press, 2019

	
		This volume provides the reader with detailed protocols that describe a variety of in vitro and in vivo techniques that study reductionist systems and human samples. The methods covered in this book explore a broad selection of topics such as functional aspects of alpha-synuclein biology, its lipid-interactions and misfolding, and...
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A Problem Book in Real Analysis (Problem Books in Mathematics)Springer, 2009

	Today, nearly every undergraduate mathematics program requires at least one semester of real analysis. Often, students consider this course to be the most challenging or even intimidating of all their mathematics major requirements. The primary goal of A Problem Book in Real Analysis is to alleviate those concerns by systematically solving...
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Excel 2013 For DummiesFor Dummies, 2013

	The bestselling Excel book - completely updated for Excel 2013!


	As the world's leading spreadsheet application, Excel has an enormous user base. The release of Office 2013 brings major changes to Excel, so Excel For Dummies comes to the rescue once more! Featuring the friendly For Dummies style, this...
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Real-Time Java Platform ProgrammingPrentice Hall, 2002
Build powerful real-time Java platform applications.

	The authoritative reference to the Real-Time Specification for Java (RTSJ)—by one of its creators
	Complete introduction to Java-based RT development—no real-time experience necessary
	Covers scheduling, asynchronous transfer control,...
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Oracle Siebel CRM 8 Developer's HandbookPackt Publishing, 2011

	Siebel CRM, Oracles' market-leading Customer Relationship Management software, can be tailored to customers needs. In this book, the ambitious developer will learn how to safely implement customer requirements in Siebel CRM using Siebel Tools, Siebel's own integrated development environment.


	This book is a complete...
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Introduction to Security, Eighth EditionButterworth-Heinemann, 2008

	Introduction to Security, 8th Edition, has been the leading introduction to private security for over thirty years, celebrated for its balanced and professional approach to this increasingly important area. Now the eighth edition expands the key topics and adds material on important issues in the 21st c environment.
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