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Description :

Prsentation de I'diteurWhy this book can help you to get started with Game DevelopmentCreating your own
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game can be very intimidating at the start, and quite often, regardless of your experience with games, itis
sometimes difficult to find the time and motivation to get over the first barriers and get started (e.g., lack of
time or coding expertise). Often, these barriers seem higher than they actually are. Y ou may be a teacher
trying to introduce games in the classroom, but with no previous coding or game devel opment experience;
maybe you are a hobbyist who would love to create interactive environments based on the games that you
enjoy playing; maybe you are a student getting started with game development 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 gamesif | have no experience of coding”,
or "this game engine is so complex that | just don't know where to get started”. Thisis quite common, and
you can easily overcome these issues with a step-by-step approach that gets you to progressively develop
and use your skills. Thisisthe approach that | have used successfully over the past years to take students
from awide range of backgrounds from no knowledge of coding or game development to good levels of
proficiency in Unity.Of course, it takes some time and dedication; however, by following the techniques and
suggestions described in this book, | can promise you that you will progress, regardless of your background,
and become more comfortable with Unity.Content and structure of this bookIn this book, entitled From Zero
to Proficiency (Foundations), which is the first book in the series (i.e., Foundations, Beginner, Intermediate
and Advanced), you will become comfortable with Unity's interface and core features, by creating a project
(with no coding involved) that includes both an indoor and an outdoor environment.\When you download this
book you get:An exclusive 1-hour video tutorial. Access to the author by email if you have any question.A
list of the learning objectives at the start of each chapter. Step-by-step activities using a tried-and-tested
method. Challenges at the end of each chapter. Printable cheat-sheets for common shortcuts. Quizzes to test
your knowledge (and answers).The content of each chapter is as follows.Chapter 1 provides genera
information on game engines and explains why you should use such software, and how, by using Unity more
specifically, you can create games seamlessly.Chapter 2 takes you through the very first steps of installing
Unity and becoming familiar with the interface. It will also show you the different shortcuts necessary to
navigate through scenes and projects in Unity.Chapter 3 gets you to create and export your firstscene by
combining built-in objects. Y ou will learn how to manage objects, apply textures and colors, and transform
objects to create a simple scene.Chapter 4 explains how you can create an indoor scene (i.e., amaze) with
built-in shapes. Y ou will also work with and manage lights in your scene to set the atmosphere and navigate
through the scene with a First-Person Controller.Chapter 5 explains how to create an island with sandy
beaches and palm trees using Unity's built-in assets. Y ou will aso drive a car and pilot a plane.Chapter 6
provides answers to frequently asked questions.Chapter 7 summarizes the topics covered in this book and
provides tips for your next steps.Prsentation de I'diteur\Why this book can help you to get started with Game
DevelopmentCreating 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 get started (e.g., lack of time or coding expertise). Often, these barriers seem higher than they
actually are. You may be ateacher trying to introduce games in the classroom, but with no previous coding
or game development experience; maybe you are a hobbyist who would love to create interactive
environments based on the games that you enjoy playing; maybe you are a student getting started with game
development 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 digjointed. Y ou may be wondering: "How can | start to create my gamesif |
have no experience of coding”, or "this game engineis so complex that | just don't know where to get
started”. Thisis quite common, and you can easily overcome these issues with a step-by-step approach that
gets you to progressively develop and use your skills. Thisis the approach that | have used successfully over
the past years to take students from a wide range of backgrounds from no knowledge of coding or game
development to good levels of proficiency in Unity.Of course, it takes some time and dedication; however,
by following the techniques and suggestions described in this book, | can promise you that you will
progress, regardless of your background, and become more comfortable with Unity.Content and structure of
this bookIn this book, entitled From Zero to Proficiency (Foundations), which is the first book in the series
(i.e., Foundations, Beginner, Intermediate and Advanced), you will become comfortable with Unity's
interface and core features, by creating a project (with no coding involved) that includes both an indoor and
an outdoor environment.\When you download this book you get:An exclusive 1-hour video tutorial. Access
to the author by email if you have any question.A list of the learning objectives at the start of each chapter.
Step-by-step activities using a tried-and-tested method. Challenges at the end of each chapter. Printable



cheat-sheets for common shortcuts. Quizzes to test your knowledge (and answers).The content of each
chapter is as follows:Chapter 1 provides general information on game engines and explains why you should
use such software, and how, by using Unity more specifically, you can create games seamlessly.Chapter 2
takes you through the very first steps of installing Unity and becoming familiar with the interface. It will
also show you the different shortcuts necessary to navigate through scenes and projectsin Unity.Chapter 3
gets you to create and export your firstscene by combining built-in objects. Y ou will learn how to manage
objects, apply textures and colors, and transform objects to create a simple scene.Chapter 4 explains how
you can create an indoor scene (i.e., amaze) with built-in shapes. Y ou will also work with and manage lights
in your scene to set the atmosphere and navigate through the scene with a First-Person Controller.Chapter 5
explains how to create an island with sandy beaches and palm trees using Unity's built-in assets. Y ou will
also drive a car and pilot a plane.Chapter 6 provides answers to frequently asked questions.Chapter 7
summarizes the topics covered in this book and provides tips for your next steps.Biographie de
I'auteurPatrick Feliciais alecturer and researcher at Waterford Institute of Technology, where he teaches
and supervises undergraduate and postgraduate students. He obtained his M Sc in Multimedia Technology in
2003 and PhD in Computer Science in 2009 from University College Cork, Ireland. He has published
several books and articles on the use of video games for educational purposes, including the Handbook of
Research on Improving Learning and Motivation through Educational Games: Multidisciplinary Approaches
(published by IGl), and Digital Games in Schools. a Handbook for Teachers, published by European
Schoolnet. Patrick is aso the Editor-in-chief of the International Journal of Game-Based Learning (IJGBL),
and the Conference Director of the Irish Symposium on Game-Based L earning, a popular conference on
games and learning organized throughout Ireland.



