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A fun, quick, step by step guide to level design and creating your own game world.
If you are really passionate about games and have always wanted to write your own, this book is perfect for you. It will help you get
started with programming in C++ and explore the immense functionalities of UE4.
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 development newcomers and
established developers, 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 pixelperfect ratios, and all of this so you can put that infrastructure to work in a real, 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.
Get the best out of your games by scripting them using UE4 About This Book A straightforward and easy-to-follow format A selection of
the most important tasks and problems Carefully organized instructions to solve problems efficiently Clear explanations of what you did
Solutions that can be applied to solve real-world problems Who This Book Is For This book is intended for game developers who
understand the fundamentals of game design and C++ and would like to incorporate native code into the games they make with Unreal.
They will be programmers who want to extend the engine, or implement systems and Actors that allow designers control and flexibility
when building levels. What You Will Learn Build function libraries (Blueprints) containing reusable code to reduce upkeep Move low-level
functions from Blueprint into C++ to improve performance Abstract away complex implementation details to simplify designer workflows
Incorporate existing libraries into your game to add extra functionality such as hardware integration Implement AI tasks and behaviors in
Blueprints and C++ Generate data to control the appearance and content of UI elements In Detail Unreal Engine 4 (UE4) is a complete
suite of game development tools made by game developers, for game developers. With more than 100 practical recipes, this book is a
guide showcasing techniques to use the power of C++ scripting while developing games with UE4. It will start with adding and editing C++
classes from within the Unreal Editor. It will delve into one of Unreal's primary strengths, the ability for designers to customize
programmer-developed actors and components. It will help you understand the benefits of when and how to use C++ as the scripting tool.
With a blend of task-oriented recipes, this book will provide actionable information about scripting games with UE4, and manipulating the
game and the development environment using C++. Towards the end of the book, you will be empowered to become a top-notch
developer with Unreal Engine 4 using C++ as the scripting language. Style and approach A recipe based practical guide to show you how
you can leverage C++ to manipulate and change your game behavior and game design using Unreal Engine 4.
The first computer simulation book for anyone designing or building a game Answering the growing demand for a book catered for those
who design, develop, or use simulations and games this book teaches you exactly what you need to know in order to understand the
simulations you build or use all without having to earn another degree. Organized into three parts, this informative book first defines
computer simulations and describes how they are different from live-action and paper-based simulations. The second section builds upon
the previous, with coverage of the technical details of simulations, a detailed description of how models are built, and an explanation of
how those models are translated into simulations. Finally, the last section develops four examples that walk you through the process
from model to finished and functional simulation, all of which are created using freely available software and all of which can be
downloaded. Targets anyone interested in learning about the inner workings of a simulation or game, but may not necessarily be a
programmer or scientist Offers technical details on what simulations are and how they are built without overwhelming you with intricate
jargon Breaks down simulation vs. modeling and traditional vs. computer simulations Examines verification and validation and discusses
simulation tools Whether you need to learn how simulations work or it's something you've always been curious about but couldn't find
the right resource, look no further. The Guide to Computer Simulations and Games is the ideal book for getting a solid understanding of
this fascinating subject.
Everything you need to know to become a professional VFX whizz in one thorough and comprehensive guide.
If you want to build enticing projects with Unity, this book is for you. Readers who are familiar with the basics of how to create simple
projects in Unity will have an easier time.
Beginning Android 4 Games Development offers everything you need to join the ranks of successful Android game developers. You'll
start with game design fundamentals and programming basics, and then progress toward creating your own basic game engine and
playable game that works on Android 4.0 and earlier devices. This will give you everything you need to branch out and write your own
Android games. The potential user base and the wide array of available high-performance devices makes Android an attractive target for
aspiring game developers. Do you have an awesome idea for the next break-through mobile gaming title? Beginning Android 4 Games
Development will help you kick-start your project. The book will guide you through the process of making several example games for the
Android platform, and involves a wide range of topics: The fundamentals of Android game development targeting Android 1.5-4.0+
devices The Android platform basics to apply those fundamentals in the context of making a game The design of 2D and 3D games and
their successful implementation on the Android platform
Mastering Unity Scripting is an advanced book intended for students, educators, and professionals familiar with the Unity basics as well
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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.
If you are a game developer, designer, artist, or a beginner in the gaming industry, and want to make iOS games efficiently at a low cost,
this book is ideal for you.
Develop fantastic games and solve common development problems with Unreal Engine 4 About This Book Investigate the big world of
Unreal Engine, computer graphics rendering and Material editor to implement in your games Construct a top-notch game by using the
assets offered by Unreal Engine, thereby reducing the time to download, create assets on your own. Understand when and why to use
different features and functionalities of Unreal Engine 4 to create your own games Learn to use Unreal 4 by making a first person puzzle
game, Blockmania, for Android. Who This Book Is For This path is ideal for those who have a strong interest in game development and
some development experience. An intermediate understanding of C++ is recommended. What You Will Learn Explore the Unreal Engine 4
editor controls and learn how to use the editor to create a room in a game level Get clued up about working with Slate, Unreal's UI
solution through the UMG Editor Put together your own content and materials to build cutscenes and learn how to light scenes effectively
Get tips and tricks on how to create environments using terrain for outdoor areas and a workflow for interiors as well using brushes
Explore the ways to package your game for Android Devices and porting it to the Google Playstore Know inside out about creating
materials, and applying them to assets for better performance Understand the differences between BSP and static meshes to make
objects interactive In Detail Unreal Engine technology powers hundreds of games. This Learning Path will help you create great 2D and
3D games that are distributed across multiple platforms. The first module, Learning Unreal Engine Game Development, starts with small,
simple game ideas and playable projects. It starts by showing you the basics in the context of an individual game level. Then, you'll learn
how to add details such as actors, animation, effects, and so on to the game. This module aims to equip you with the confidence and
skills to design and build your own games using Unreal Engine 4. By the end of this module, you will be able to put into practise your own
content.After getting familiar with Unreal Engine's core concepts, it's time that you dive into the field of game development. In this second
module, Unreal Engine Game Development Cookbook we show you how to solve development problems using Unreal Engine, which you
can work through as you build your own unique project. Every recipe provides step-by-step instructions, with explanations of how these
features work, and alternative approaches and research materials so you can learn even more. You will start by building out levels for
your game, followed by recipes to help you create environments, place meshes, and implement your characters. By the end of this
module, you will see how to create a health bar and main menu, and then get your game ready to be deployed and published.The final
step is to create your very own game that will keep mobile users hooked. This is what you'll be learning in our third module, Learning
Unreal Engine Android Game Development,Once you get the hang of things, you will start developing our game, wherein you will
graduate from movement and character control to AI and spawning. Once you've created your application, you will learn how to port and
publish your game to the Google Play Store. With this course, you will be inspired to come up with your own great ideas for your future
game development projects. Style and approach A practical collection of bestselling Packt titles, this Learning Path aims to help you skill
up with Unreal Engine by curating some of our best titles into an essential, sequential collection.
This unique take on quests, incorporating literary and digital theory, provides an excellent resource for game developers. Focused on
both the theory and practice of the four main aspects of quests (spaces, objects, actors, and challenges) each theoretical section is
followed by a practical section that contains exercises using the Neverwinter Nigh
Part of the new Foundations of Game Development Series! Almost every video game on the market today is powered by a game engine.
But, what is a game engine? What does it do? How are they useful to both developers and the game? And how are they made? These, and
other important engine related questions, are explored and discussed in this book. In clear and concise language, this book examines
through examples and exercises both the design and implementation of a video game engine. Specifically, it focuses on the core
components of a game engine, audio and sound systems, file and resource management, graphics and optimization techniques, scripting
and physics, and much more. Suitable for students, hobbyists, and independent developers, this no-nonsense book helps fine-tune an
understanding of solid engine design and implementation for creating games that sell.
Explore every nook and cranny of Unity 5 to turn your imaginations into realityAbout This Book* Demystify the C# programming language
in Unity 5.x.* Unleash the power of Unity to create a wide variety of projects in numerous genres and formats.* Master the art of
optimization for Unity 5.x applications with tips and techniques that will further enhance your game.Who This Book Is ForBeginner level
Unity developers who do not have much programming experience.What You Will Learn* Master the art of applying C# in Unity. Get to
know about techniques to turn your game idea into working project.* Use loops and collections efficiently in Unity to reduce the amount
of code.* Create and code a good-looking functional UI system for your game.* Find out how to create exciting and interactive games
using GUIs.* Work with different animation assets and components to enhance your game further.* Personalize your game by learning
how to use Unity's advanced animation system.* Create, visualize, and edit animated creatures to add to your already amazing game.*
Familiarize yourself with the tools and practices of game development Discover how to create the Game Manager class to, generate game
levels, and develop UI for the game.* Use the Unity Profiler to find bottlenecks anywhere in your application, and discover how to resolve
them.* Implement best practices for C# scripting to avoid common mistakesIn DetailUnity is a cross-platform game engine that is used to
develop 2D and 3D video games. Unity 5 is the latest version, and adds a real-time global illumination to the games; and its powerful new
features help to improve a game's efficiency.If you love games and want to learn how to make them but have no idea where to begin, then
this course is built just for you. This learning path is divided into three modules which will take you in this incredible journey of creating
games.The course begins with getting you started with programming behaviors in C# so that you can create 2D games in Unity. You will
begin by installing Unity and learning about its features. You will learn how to perform object-oriented programming and discover how to
manage the game play loop, generate game levels, and develop a simple UI for the game. By the time this module comes to a close, you
will have mastered the art of applying C# in Unity.It is now time we put into use what we learned in the previous module into reality as we
move onto the second module. Here, we will be building 7-8 action-packed games of different difficulty levels. Each project will focus on
key Unity features as well as game strategy development. This module will mark your transformation from an application developer to a
full-fledged Unity game developer.Who wouldn't love a game that is fully perfect, functional, and without any glitches? The third module
deals with just that by teaching how to enhance your game by learning game optimization skills. Here, you'll gain an understanding of
possible solutions to any problem and how to implement them. You will then learn everything you need to know about where performance
bottlenecks can be found, why they happen, and how to work around them.With this massive wealth of knowledge, at the end of this
learning path, you will be able to leverage an array of game development techniques to create your own basic games while resolving any
issues that you encounter.Style and approachThis learning path should be treated as the complete package necessary for building
games. It is a step-by-step guide to develop a game from scratch by applying the fundamentals of C# and Unity scripting, with a reference
guide in the end to solve all your gaming problems.
Take your game development skills to the next level with one of the best engines on the market About This Book Build an entire AAA
game level throughout the book Take your C++ scripting skills to the next level and use them extensively to build the game An advanced
practical guide with a tutorial style approach that will help you make the best of Unreal engine 4 Who This Book Is For This book is for
game developers who have a basic knowledge of Unreal Engine and C++ scripting knowledge. If you want to take the leap from a casual
game developer to a full-fledged professional game developer with Unreal Engine 4, this is the book for you. What You Will Learn Script
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your player controls in C++ Build a superb and engaging level with advanced design techniques Program AI with C++ Use Cascade to add
life to your games Use custom shaders and advanced shading techniques to make things pretty Implement an awesome UI in the game
Control gameplay using data tables In Detail Unreal Engine 4 has garnered a lot of attention in the gaming world because of its new and
improved graphics and rendering engine, the physics simulator, particle generator, and more. This book is the ideal guide to help you
leverage all these features to create state-of-the-art games that capture the eye of your audience. Inside we'll explain advanced shaders
and effects techniques and how you can implement them in your games. You'll create custom lighting effects, use the physics simulator
to add that extra edge to your games, and create customized game environments that look visually stunning using the rendering
technique. You'll find out how to use the new rendering engine efficiently, add amazing post-processing effects, and use data tables to
create data-driven gameplay that is engaging and exciting. By the end of this book, you will be able to create professional games with
stunning graphics using Unreal Engine 4! Style and approach An advanced guide that will take you to the next level of developing games
with Unreal engine with illustrative examples that will make you confident of creating customized professional level games on your won.
If you have C# knowledge but now want to become truly confident in creating fully functional 2D RPG games with Unity, then this book
will show you everything you need to know.
This book is a great investment for those interested in developing camera related projects for the Arduino. These camera applications can
involve security, surveillance, photography, toys, robots, and drones. Specifically, this book covers the Omnivision ov7670 digital camera
and its use with the Arduino microcontroller. This book takes an interactive hands on approach and shows the reader in a step by step
guide how to use the ov7670 with the Arduino and an SD card reader/writer to take photos, save them to an SD card, and then to convert
them to an easily viewable format. This book will save you many hours or even weeks of frustration in trying to get this camera to work
correctly. This book also gives you the basic background on the Arduino and digital cameras in general so that you will be able to
develop camera projects for cameras other than the ov7670. Who this book is for: 1. Beginners to the Arduino interested in developing
custom Arduino camera related projects that are suitable for photography, surveillance, security applications or for use with drones and
robots. 2. High school and university students needing a quick start guide to using a low cost digital camera in their school projects. Key
Selling Points: 1. Provides an interactive "hands on example" based beginner's quick start guide to using the extremely popular
Omnivision ov7670 camera with the Arduino including using the undocumented features and incorrectly documented features that are
necessary to get the camera to operate correctly. 2. Provides a good starting point for Arduino based camera applications as diverse as
image processing, photography, surveillance, and home security with professional quality reusable code for the reader to use in his or
her own projects. 3. Covers the FIFO version of the ov7670 which is the preferred camera version for most camera projects. Table of
Contents: Chapter 1: Introducing the Omnivision OV7670 Camera A. What is the OV7670 Camera? B. Key Camera Terminology C. OV7670
Camera with AL422B FIFO Memory Overview D. Summary of Steps Needed for Taking a Photo Chapter 2: Introducing the Arduino A. What
is an Arduino? B. The Arduino Mega 2560 C. Arduino Development System Requirements D. Arduino Software IDE E. Hands on Example:
A simple Arduino "Hello World" program with an LED Chapter 3: Arduino Programming Language Basics A. C/C++ Language for Arduino
Overview Chapter 4: Digital Design Review A. How Data is Stored in the ov7670 Camera B. Decimal Numbers (Base 10 Representation) C.
Binary Numbers (Base 2 Representation) D. Hexadecimal Numbers (Base 16 Representation) E. Converting a Binary Number (Base 2) to a
Hex Number (Base 16) F. Converting a Hexadecimal Number (Base 16) to a Binary Number (Base 2) G. Hands On Example: Setting
Registers on the OV7670 Camera H. Boolean Variables, Logic and Truth Tables I. The Clock Pulse J. Reading Schematics K. Design
Overview for the OV7670 Camera with FIFO Memory Chapter 5: Taking Photos with the Omnivision ov7670 Camera - Part 1 A. Overview of
SD Card Storage for the Arduino B. Overview of Arduino's I2C Interface C. Hands on Example: Testing the I2C Interface with the OV7670
Camera D. Overview of the Omnivision ov7670 FIFO Camera Image Capture Software E. Overview of FFMPEG Chapter 6: Taking Photos
with the Omnivision ov7670 Camera - Part 2 A. Hands on Example: Taking a picture with the camera, saving the picture to the SD card
storage, and viewing the image on your computer. Appendix A: Camera Register Defines Appendix B: Image Capture Program Variables
Bring your games to fruition by mastering pro game development patterns and best practicesAbout This Book* Untangle your game
development workflow, make cleaner code, and create structurally solid games* Implement key programming patterns that will enable you
to make efficient AI and remove duplication* Optimize your game using memory management techniquesWho This Book Is ForIf you are a
game developer who wants to solve commonly-encountered issues or have some way to communicate to other developers in a
standardized format, then this book is for you. Knowledge of basic game programming principles and C++ programming is assumed.What
you will learn* Implement key data interaction techniques to enable seamless online gaming* Reduce the maintenance burden with welltested, cleaner code* Employ the singleton pattern effectively to reduce your compiler workload* Use the factory pattern to help you
create different objects with the same creation logic and reduce coding time* Improve game performance with Object Pools* Allow game
play to interact with physics or graphics in an abstract way* Refractor your code to remove common code smellsIn DetailYou've learned
how to program, and you've probably created some simple games at some point, but now you want to build larger projects and find out
how to resolve your problems. So instead of a coder, you might now want to think like a game developer or software engineer. To
organize your code well, you need certain tools to do so, and that's what this book is all about.You will learn techniques to code quickly
and correctly, while ensuring your code is modular and easily understandable.To begin, we will start with the core game programming
patterns, but not the usual way. We will take the use case strategy with this book. We will take an AAA standard game and show you the
hurdles at multiple stages of development. Similarly, various use cases are used to showcase other patterns such as the adapter pattern,
prototype pattern, flyweight pattern, and observer pattern. Lastly, we'll go over some tips and tricks on how to refactor your code to
remove common code smells and make it easier for others to work with you. By the end of the book you will be proficient in using the
most popular and frequently used patterns with the best practices.
This is a practical hands-on book with clear instructions and lot of code examples. It takes a simple approach, guiding you through
different architectural topics using realistic sample projects.
A step-by-step guide that paves the way for developing fantastic games with Unreal Engine 4 About This Book Learn about game
development and the building blocks that go into creating a game A simple tutorial for beginners to get acquainted with the Unreal Engine
architecture Learn about the features and functionalities of Unreal Engine 4 and how to use them to create your own games Who This
Book Is For If you are new to game development and want to learn how games are created using Unreal Engine 4, this book is the right
choice for you. You do not need prior game development experience, but it is expected that you have played games before. Knowledge of
C++ would prove to be useful. What You Will Learn Learn what a game engine is, the history of Unreal Engine, and how game studios
create games Explore the Unreal Engine 4 editor controls and learn how to use the editor to create a room in a game level Understand the
basic structures of objects in a game, such as the differences between BSP and static meshes Make objects interactive using level
blueprints Learn more about computer graphics rendering; how materials and light are rendered in your game Get acquainted with the
Material Editor to create materials and use different types of lights in the game levels Utilize the various editors, tools, and features such
as UI, the particle system, audio, terrain manipulation, and cinematics in Unreal Engine 4 to create game levels In Detail Unreal Engine 4 is
a powerful game development engine that provides rich functionalities to create 2D and 3D games across multiple platforms. Many people
know what a game is and they play games every day, but how many of them know how to create a game? Unreal Engine technology
powers hundreds of games, and thousands of individuals have built careers and companies around skills developed using this engine.
Learning Unreal Engine 4 Game Development starts with small, simple game ideas and playable projects that you can actually finish. The
book first teaches you the basics of using Unreal Engine to create a simple game level. Then, you'll learn how to add details such as
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actors, animation, effects, and so on to the game. The complexity will increase over the chapters and the examples chosen will help you
learn a wide variety of game development techniques. This book aims to equip you with the confidence and skills to design and build your
own games using Unreal Engine 4. By the end of this book, you'll have learnt about the entire Unreal suite and know how to successfully
create fun, simple games. Style and approach This book explains in detail what goes into the development of a game, provides hands-on
examples that you can follow to create the different components of a game, and provides sufficient background/theory to equip you with a
solid foundation for creating your own games.
The book takes a step-by-step process in completing tasks with many detailed illustrations while allowing you to add your own creativity
to the mix to create a game that is uniquely your own.If you would like to make iOS games with the Unreal Development Kit or are
interested in porting your game from PC to iOS, this book is for you
Blueprints Visual Scripting for Unreal Engine is a step-by-step approach to building a fully functional game, one system at a time. Starting
with a basic First Person Shooter template, each chapter will extend the prototype to create an increasingly complex and robust game
experience. You will progress from creating basic shooting mechanics to gradually more complex systems that will generate user
interface elements and intelligent enemy behavior. Focusing on universally applicable skills, the expertise you will develop in utilizing
Blueprints can translate to other types of genres. By the time you finish the book, you will have a fully functional First Person Shooter
game and the skills necessary to expand on the game to develop an entertaining, memorable experience for your players. From making
customizations to player movement to creating new AI and game mechanics from scratch, you will discover everything you need to know
to get started with game development using Blueprints and Unreal Engine 4.
Design and implement video game sound from beginning to end with this hands-on course in game audio. Music and sound effects speak
to players on a deep level, and this book will show you how to design and implement powerful, interactive sound that measurably
improves gameplay. If you are a sound designer or composer and want to do more than just create audio elements and hand them over to
someone else for insertion into the game, this book is for you. You'll understand the game development process and implement vital
audio experiences-not just create music loops or one-off sound effects. The Game Audio Tutorial isn't just a book-you also get a powerful
website (www.thegameaudiotutorial.com)
Learn to create, publish and monetize your mobile games with the latest Unity 2017 tool-set easily for Android and iOS About This Book
One-stop solution to becoming proficient in mobile game development using Unity 2017 Port your Unity games to popular platforms such
as iOS and Android Unleash the power of C# scripting to create realistic gameplay and animations in Unity 2017. Who This Book Is For If
you are a game developer and want to build mobile games for iOS and Android, then this is the book for you. Previous knowledge of C#
and Unity is helpful, but not required. What You Will Learn Use Unity to build an endless runner game Set up and deploy a project to a
mobile device Create interesting gameplay elements using inputs from your mobile device Monetize your game projects with Unity ads
and in-app purchases Design UI elements that can be used well in Landscape and Portrait mode at different resolutions, supporting
phones, tablets, and PCs. How to submit your game to the iOS and Android app stores In Detail Unity has established itself as an
overpowering force for developing mobile games. If you love mobile games and want to learn how to make them but have no idea where
to begin, then this book is just what you need. This book takes a clear, step-by-step approach to building an endless runner game using
Unity with plenty of examples on how to create a game that is uniquely your own. Starting from scratch, you will build, set up, and deploy
a simple game to a mobile device. You will learn to add touch gestures and design UI elements that can be used in both landscape and
portrait mode at different resolutions. You will explore the best ways to monetize your game projects using Unity Ads and in-app
purchases before you share your game information on social networks. Next, using Unity's analytics tools you will be able to make your
game better by gaining insights into how players like and use your game. Finally, you'll learn how to publish your game on the iOS and
Android App Stores for the world to see and play along. Style and approach This book takes a clear, step-by-step approach for Unity
game developers to explore everything needed to develop mobile games with Unity.
Introduce the versatility and simplicity of the highly popular, powerful UDK game development engine with this book's thorough
presentation and project-based training designed speficially for those who have no experience with this engine.
To create successful games for the iPhone family of mobile devices, developers need to know how touch-input, real-time graphics, and
sound come together in the iOS environment. iOS Game Development: Developing Games for iPad, iPhone, and iPod Touch takes you
from the basics of app coding to releasing and marketing your game on the App Store. The book offers a wealth of previously
unpublished information about the iOS platform. The text focuses on the concrete requirements of game developers, presenting in-depth
details on each step in the mobile game development process. It explains the use of OpenGL ES for 2D/3D graphics and OpenAL for
sound, both of which are recommended for game performance on the iOS platform. It also covers new APIs such as the GLKit, GameKit,
and Box2D Physics Engine. To better understand the explanations, the author encourages you to access more than 30 iOS example apps
from his website. Each app represents a small piece of the complex field of game development in a straightforward manner. The apps can
be run on any device in the iPhone family and have been extensively tested with various iOS versions. Suitable for both newcomers and
more advanced developers, this color book helps you get started with iOS game development. By following the book’s clear descriptions
and example programs, you will understand how to implement the fundamentals in smaller game projects and be able to create your first
game for the App Store.
Composing Music for Games is a guidebook for launching and maintaining a successful career as a video game composer. It offers a
pragmatic approach to learning, intensified through challenging project assignments and simulations. Author Chance Thomas begins
with the foundation of scoring principles applicable to all media, and then progresses serially through core methodologies specific to
video game music. This book offers a powerful blend of aesthetic, technique, technology and business, which are all necessary
components for a successful career as a video game composer.
This book is written by someone who is passionate about games for those who are equally passionate about games. The step-by-step
instructions contained within this guide will make creating your first game simple.If you have ever had the urge to know more about how
all those amazing games you played for countless hours are created, then this book is definitely for you! This step-by-step tutorial will
teach you how to create a complete game within UDK.Even if you have no prior experience of UDK, you can still start building the games
you want today.
Beginning Android 4 is an update to Beginning Android 3, originally written by Mark Murphy. It is your first step on the path to creating
marketable apps for the burgeoning Android Market, Amazon's Android Appstore, and more. Google’s Android operating-system has
taken the industry by storm, going from its humble beginnings as a smartphone operating system to its current status as a platform for
apps that run across a gamut of devices from phones to tablets to netbooks to televisions, and the list is sure to grow. Smart developers
are not sitting idly by in the stands, but are jumping into the game of creating innovative and salable applications for this fast-growing,
mobile- and consumer-device platform. If you’re not in the game yet, now is your chance! Beginning Android 4 is fresh with details on the
latest iteration of the Android platform. Begin at the beginning by installing the tools and compiling a skeleton app. Move through creating
layouts, employing widgets, taking user input, and giving back results. Soon you’ll be creating innovative applications involving multi-
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touch, multi-tasking, location-based feature sets using GPS. You’ll be drawing data live from the Internet using web services and
delighting your customers with life-enhancing apps. Not since the PC era first began has there been this much opportunity for the
common developer. What are you waiting for? Grab your copy of Beginning Android 4 and get started!
In Pro Unity Game Development with C#, Alan Thorn, author of Learn Unity for 2D Game Development and experienced game developer,
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 developer, this is the 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 GUIs, develop save-game states, and lots more. You'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 a bit of C#
and you want to improve your Unity skills, this is just the right book for you.
Written in cookbook style, this book offers many recipes to learn game design with UDK. Each recipe contains step-by-step instructions
followed by analysis of what was done in each task and other useful information. The book is designed so that you can read it chapter by
chapter, or you can look at the list of recipes and refer to them in no particular order. This book is meant for game artists who are getting
used to UDK but may feel the need for guidance on matters of implementation. It also targets brave beginners who are struggling to find
an all in one package for getting started with UDK, and want a ready to hand reference. Level designers can use this book to gauge their
understanding of the editor, check for specific problems, and discover gems they may not have come across before.
Learn how to use Unreal Engine 4 by building 3D and multiplayer games using Blueprints Key Features Learn the fundamentals of Unreal
Engine such as project templates, Blueprints, and C++ Learn to design games; use UMG to create menus and HUDs, and replication to
create multiplayer games Build dynamic game elements using Animation Blueprints and Behavior Trees Book Description Unreal Engine
is a popular game engine for developers to build high-end 2D and 3D games. This book is a practical guide, starting off by quickly
introducing you to the Unreal Engine 4 (UE4) ecosystem. You will learn how to create Blueprints and C++ code to define your game's
functionality. You will be familiarized with the core systems of UE4 such as UMG, Animation Blueprints, and Behavior Trees. You will also
learn how to use replication to create multiplayer games. By the end of this book, you will have a broad, solid knowledge base to expand
upon on your journey with UE4. What you will learn Use project templates to give your game a head start Create custom Blueprints and
C++ classes and extend from Epic's base classes Use UMG to create menus and HUDs for your game Create more dynamic characters
using Animation Blueprints Learn how to create complex AI with Behavior Trees Use replication to create multiplayer games Optimize,
test, and deploy a UE4 project Who this book is for Readers who already have some game development experience and Unity users who
would like to try UE4 will all benefit from this book. Knowledge of basic Object-Oriented Programming topics such as variables, functions,
and classes is assumed.
Utilize proven solutions to solve common problems in game development About This Book Untangle your game development workflow,
make cleaner code, and create structurally solid games Implement key programming patterns that will enable you to make efficient AI and
remove duplication Optimize your game using memory management techniques Who This Book Is For If you are a game developer who
wants to solve commonly-encountered issues or have some way to communicate to other developers in a standardized format, then this
book is for you. Knowledge of basic game programming principles and C++ programming is assumed. What You Will Learn Learn what
design patterns are and why you would want to use them Reduce the maintenance burden with well-tested, cleaner code Employ the
singleton pattern effectively to reduce your compiler workload Use the factory pattern to help you create different objects with the same
creation logic and reduce coding time Improve game performance with Object Pools Allow game play to interact with physics or graphics
in an abstract way Refractor your code to remove common code smells In Detail You've learned how to program, and you've probably
created some simple games at some point, but now you want to build larger projects and find out how to resolve your problems. So
instead of a coder, you might now want to think like a game developer or software engineer. To organize your code well, you need certain
tools to do so, and that's what this book is all about. You will learn techniques to code quickly and correctly, while ensuring your code is
modular and easily understandable. To begin, we will start with the core game programming patterns, but not the usual way. We will take
the use case strategy with this book. We will take an AAA standard game and show you the hurdles at multiple stages of development.
Similarly, various use cases are used to showcase other patterns such as the adapter pattern, prototype pattern, flyweight pattern, and
observer pattern. Lastly, we'll go over some tips and tricks on how to refactor your code to remove common code smells and make it
easier for others to work with you. By the end of the book you will be proficient in using the most popular and frequently used patterns
with the best practices. Style and approach This book takes a step-by-step real-life case studies approach. Every pattern is first explained
using a bottleneck. We will show you a problem in your everyday workflow, and then introduce you to the pattern, and show you how the
pattern will resolve the situation.
Create a high-quality first person shooter game using the Unity game engine and the popular UFPS and Probuilder frameworks About
This Book Learn how to use Unity in conjunction with UFPS and ProBuilder to create a high-quality game quickly Create both interior and
exterior environments A step-by step guide to building a project with clear examples and instructions to create a number of interesting
scenarios Who This Book Is For This book is for those who want to create an FPS game in Unity and gain knowledge on how to customize
it to be their very own. If you are familiar with the basics of Unity, you will have an easier time, but it should make it possible for someone
with no prior experience to learn Unity at an accelerated pace. What You Will Learn Use UFPS to build custom weapons with custom
meshes and behaviors Explore level design as you prototype levels, making use of Prototype to build levels out quickly Build
environments that are realistic as possible while keeping peak performance and repetitiveness down Review tips and tricks on how to
create environments using both terrain for outdoor areas and a modular workflow for interiors Develop a number of different encounters
that your players can fight against, from a simple turret enemy to complex AI characters from Shooter AI Discover how to create unique
objects such as exploding barrels and objects you can interact with Create a custom GUI to help your game stand out from the crowd
Package your game for release, create an installer, and get your game out into the world In Detail Unity, available in free and pro versions,
is one of the most popular third-party game engines available. It is a cross-platform game engine, making it easy to write your game once
and then port it to PC, consoles, and even the web, making it a great choice for both indie and AAA developers. Building an FPS Game in
Unity takes readers on an exploration of how to use Unity to create a 3D first person shooter (FPS) title, leveraging the powerful UFPS
framework by VisionPunk and Prototype/ProBuilder 2.0 by ProCore3D. After some setting up, you will start by learning how to create
custom weapons, prototype levels, create exterior and interior environments, and breathe life into our levels. We will then add polish to
the levels. Finally, we will create a custom GUI and menus for our title to create a complete package. Style and approach An easy-to-follow
guide with each project containing step-by-step explanations, diagrams, screenshots, and downloadable material. Concepts in Unity and
C# are explained as they are used and for the more inquisitive, there are more details on the concepts used with additional external
resources to learn from.
Master the advanced concepts of game development for iOS to build impressive games About This Book Create a complete game with
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advanced techniques through the course of the book using in-depth, hands-on instructions Learn how to multi-task and improve
performance optimization in your game playing experience The author, Miguel, has 11 years of iOS game development using xcode and
has released over 10 games to the Apple AppStoreMaster player movement using touch controls as well as discuss motion controls Who
This Book Is For This book is for those who have created an iOS game already and want to hone their skills. A reasonable level of
knowledge and an understanding of the core elements and applications would be helpful. What You Will Learn Blast off and start
developing fun games Optimize the assets for the best performance in the game app Master player movement using touch controls as
well as discuss motion controls Perform bug Squashing by testing and debugging Design interesting various characters and enemies for
your game Test your game on both, the simulator on the computer and on real devices Tweak and fine tune the code and graphics before
the release of your app Uncover some awesome new gameplay by adding in multiplayer elements, to get more people playing together In
Detail iOS is an operating system for Apple manufactured phones and tablets. Mobile gaming is one of the fastest-growing industries, and
compatibility with iOS is now becoming the norm for game developers. SpriteKit is part of the native SDK from Apple, and enables
developers to make simple entry into game development without unnecessary overhead and a long learning process. SpriteKit also
provides other functionality that is useful for games, including basic sound playback support and physics simulation. In addition, Xcode
provides built-in support for SpriteKit so that you can create complex special effects and texture atlases directly in Xcode. This
combination of framework and tools makes SpriteKit a good choice for games and other apps that require similar kinds of animation.
Become a master in iOS game development through this fast and fun guide! In the beginning, we'll tell you everything you need to plan
and design your game. You'll then start developing your game through step-by-step instructions using the various built-in technologies of
Xcode. From there on, we discuss how to deploy your game to the iOS App Store, as well as monetizing it to make more revenue. You will
also learn advanced techniques to improve your game playing experience, including better multi-tasking, improved performance
optimization, battery management, and more. To end the book off, we'll show you how to update your game with different features, then
port the update to the App Store. Style and approach This book provides an easy-to-understand and fun approach to game development,
with step-by-step instructions and detailed explanation of each block of code. The topics covered range from easy to advanced, so buckle
up for a fast-paced ride!
This book is a practical guide with examples and clear steps to explain terrain modeling with Grome.If you're a developer or artist looking
for a guide to walk you through GROME 3.1, then this book is for you. This book will help you from the first step to exporting a terrain as a
workable art asset in a game engine
A project-based guide to help you create amazing games with Unity 5.xAbout This Book- Unleash the power of C# coding in Unity and the
state of the art Unity rendering engine.- Through this unique project-based approach, you will create 7-8 action-packed games from
scratch.- This assortment of games will take you on a fun-filled journey of becoming a full-fledged Unity game developer.Who This Book
Is ForThis book is best suited for C# developers who have some basic knowledge of the Unity Game development platform. If you are
looking to create exciting and interactive games with Unity and get a practical understanding of how to leverage key Unity features and
then optimize the Unity rendering engine, then this book is your one-stop solution.What You Will Learn- Find out how to create exciting
and interactive games using GUIs- Prepare animations to be imported and exported- Personalize your animation game with Unity's
advanced animation system- Work with different animation assets and components- Customize the game by modifying the player
properties and creating exterior environments- Create, visualize, and edit animated creatures- Familiarize yourself with best practices for
Unity 5.x animation using iTween- Design character actions and expressions- Customize your game and prepare it for playinIn DetailThis
book will help you to create exciting and interactive games from scratch with the Unity game development platform. We will build 7-8
action-packed games of different difficulty levels, and we'll show you how to leverage the intuitive workflow tools and state of the art
Unity rendering engine to build and deploy mobile desktop as well as console games.Through this book, you'll develop a complete
skillset with the Unity toolset. Using the powerful C# language, we'll create game-specific characters and game environments. Each
project will focus on key Unity features as well as game strategy development. This book is the ideal guide to help your transition from an
application developer to a full-fledged Unity game developerStyle and approach A step by step approach to develop a strong Unity skillset
by creating a few action-packed games from scratch.
Over 40 recipes to accelerate the process of learning game design and solving development problems using Unreal Engine About This
Book Explore the quickest way to tackle common challenges faced in Unreal Engine Create your own content, levels, light scenes, and
materials, and work with Blueprints and C++ scripting An intermediate, fast-paced Unreal Engine guide with targeted recipes to design
games within its framework Who This Book Is For This book is for those who are relatively experienced with Unreal Engine 4 and have
knowledge of its fundamentals. Working knowledge of C++ is required. What You Will Learn Discover editor functionalities for an in-depth
insight into game design Develop environments using terrain for outdoor areas and a workflow for interiors as well using brushes Design
various kinds of materials with unique features, such as mirrors and glows Explore the various ways that lighting can be used in the
engine Build various level effects using Blueprints, Unreal's visual scripting system Set up a development environment and develop
custom functionality with C++ for your games Create healthbars and main menus with animations using Slate, Unreal's UI solution,
through the UMG Editor Package and create an installer to get your project out into the world In Detail Unreal Engine is powerful tool with
rich functionalities to create games. It equips you with the skills to easily build mobile and desktop games from scratch without worrying
about which platform they will run on. You can focus on the individual complexities of game development such as animation and
rendering. This book takes you on a journey to jumpstart your game design efforts. You will learn various aspects of the Unreal engine
commonly encountered with practical examples of how it can be used, with numerous references for further study. You will start by
getting acquainted with Unreal Engine 4 and building out levels for your game. This will be followed by recipes to help you create
environments, place meshes, and implement your characters. You will then learn to work with lights, camera, and shadows to include
special effects in your game. Moving on, you'll learn Blueprint scripting and C++ programming to enable you to achieve trigger effects and
add simple functionalities. By the end of the book, you will see how to create a healthbar and main menu, and then get your game ready to
be deployed and published. Style and approach This book offers detailed, easy-to-follow recipes that will help you master a wide range of
Unreal Engine 4's features. Every recipe provides step-by-step instructions, with explanations of how these features work, and alternative
approaches and research materials so you can learn even more.
Beginning Android3D Game Developmentis a unique book for today's Android and game app developers who want to learn how to build
3D game appsthat run on the latest Android KitKat platform using Java and OpenGL ES. ADrone Grid game case study is included.
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