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Alan Thorn : Pro Unity Game Development with C# before purchasing it in order to gage whether or not it would
be worth my time, and all praised Pro Unity Game Development with C#:

17 of 17 people found the following review helpful. Good book. Excpect to know how to code with ¢# and basic of
unity before reading.By EddieV223This review isawork in progress as | read this book | will update this review.Book
Quality - The book is glue bound with regular printer type paper and looks asif it was printed with aregular ink jet
printer. Y ou can see the strips across the images from the print head. The images are legble for reading the wordsin
the images fine though. Everything isin black and white. The text in the book is also agood size, not to small or to
large. There are quite afew typing errors and/or grammer, including some code that was typed incorrectChapter 1 -
Mostly intro stuff for the book it's self, though has a section for tips and tricks which are quite handy.Chapter 2 -
Setting up abasic project and importing assets, including: Texture/Mesh/Sprites/Audio/Prefabs and building ascenein
amodular fashion. Also contains information about setting up lights and simple light baking.Chapter 3 - All about the
Notification class for event management. Uses a custom NotificationManager class, which in turn uses the built in


http://f3db.com/pub/links.php?id=1430267461

Component messaging system with unity. However this system uses alot of strings which could be somewhat
inefficient. It is quite simple which is agood trade off in many cases. Also contains some info about genericsin C#
namely List and Dictionary which are used in the event system. This system would be good for most games, though if
you are making alarge project with lots of messaging, you should refactor this class for optimization.Chapter 4 - This
chapter covers the pickup ( called powerups) creation and implementation. While covering that it touches on co
routines which in the use case he uses probably could of been avoided with just an Update function call, but at least
they are well explained. Creating these sprites as billboards is covered. Simple collision detection with triggers and
OnEnter eventsis used as well. After the pick ups the chapter moves on to the GameManager singleton and putting the
NotificationManager inside. Overall its a pretty good chapter.Chapter 5 - Creation of a cross platform first person
controller isthe main focus of this chapter. Including head bob, player events, and object collection. Also some minor
discussion about OnGUI and creating a gui texture. Mechanim (unity animation system (new) )is also used a
little.Chapter 6 - Setup of the weapons. Almost everything in this game is 2d, except for the level itself and some
props. So the weapons are just a 2d sprite. I'm not sure why he chose to do it thisway but it just feelsweird. Also
attacking has no collision detection just aray cast from the center of the screen for both weapons ( fist and hand gun ),
the only real differenceisthe range.Chapter 7 - Setup of the enemies. These are also just 2d sprites ( billboards) that
move around using unities nav mesh features, and a simple state machine for the enemies. The state machine uses co
routines and amethod for each state.Chapter 8 - GUIs. In this chapter a custom gui system is built. The author talks
about the dev community not being pleased with the built in gui featuresin unity, so he decidesto roll his own code.
Which is kinda cool and kinda not cool, depending on which route you wanted to take. If you wanted to learn about
unity gui, this chapter is not for you.Chapter 9 - Covers persistent data. Storing data on the drive in various ways to
keep data from game to game or level to level. It covers playerprefs unity's default way of storing persistant data. Also
it covers using mono's xml reading and writing classes.Chapter 10 - Sort of an odds and ends type of chapter. Just alist
of things you could improve on if you wanted to.Hereis my opinion of this book. It's not a pro level book, it's not a
beginner book either. It'sreally aintermediate level book. Many of the design decisions of the game, resulted in less
knowledge being learned by the reader. For example there is no animations in a 3d sense, all animations are done with
2d sprites. A unity professiona would need to know how to implement a 3d animation and probably with
mechanim.The notification class uses the slow SendM essage functionality from unity. In chapter 10, he even dedicates
a section to using other types of message systems including .net/mono event/del egates, and has several code snippets.
He should of just used these in the first place, it's a feature that a pro would want to use, not the slow

SendM essage.Overall though the book is pretty good if you go in knowing its just an Intermediate level book. There
are some typos and code errors but the source code from the site works so you can figure out the errorsin the book this
way. | giveit 4 stars, -1 for typos and no 3d mesh animations.O of 0 people found the following review helpful. Which
at first seemed like a bad ideaBy Doug warnerthis book uses sprites over 3-d models. Which at first seemed like a bad
idea, but after going through the book it actually made learning, for me. alot easier.0 of 2 people found the following
review helpful. | like itBy Rusty Nicolal have read a couple of other Unity books and this one takes it a step further. A
good book.

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 developer, thisis the book you need.Whether you are a student, an
indie devel oper, 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. 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 a bit of C# and you want to improve your Unity skills, thisis just
the right book for you.



