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Download your resource pack

Want to get even more out of your learning experience?

As a thank-you for reading Unity From Zero to Proficiency (Beginner), you can access your resource pack, including:


		All the textures you need to create the environment described in the book.

		5 video tutorials to get your started fast with Unity 6 and its core features covered in the book.

		Full Unity 6 project for all the chapters covered in this book.
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Introduction

Welcome to Unity from Zero to Proficiency (Beginner)! I’m thrilled to have you on this journey to mastering Unity. As you dive into this book, you’ll gain the foundational knowledge needed to start creating your own games and interactive experiences.

This book is also offered as a well-formatted PDF, making it easy to read on any device, with better formatting than typical ePub versions. If you’re serious about mastering Unity and want to deepen your understanding through practical application, this companion book is an invaluable resource. Get your copy today and make the most of your Unity learning experience!

You can download the companion book for “Unity from Zero to Proficiency (Beginner)” using the following link (use the option to “Buy PDF from this site)”: 

https://learntocreategames.com/display_book_info/?id=2&/


Preface

Learning to code and to create your first game can seem daunting; but I can guarantee you that after completing this book, you will have a solid understanding of C# concepts and you will also be able to start creating your own game with many of the core features found in 3D survival games, including collisions, menus, and navigation. You can do this!

After teaching Unity for over 4 years, I always thought it could be great to find a book that could get my students started with Unity in a few hours and that showed them how to master the core functionalities offered by this fantastic software.

Many of the books that I found were too short and did not provide enough details on the why behind the actions recommended and taken; other books were highly theoretical, and I found that they lacked practicality and that they would not get my students’ full attention. In addition, I often found that game development may be preferred by those with a programming background but that those with an Arts background, even if they wanted to get to know how to create games, often had to face the issue of learning to code for the first time.

As a result, I started to consider a format that would cover both: be approachable (even to the students with no programming background), keep students highly motivated and involved using an interesting project, cover the core functionalities available in Unity to get started on game programming, provide answers to common questions, and also provide, if need be, a considerable amount of details for some topics.

This book series entitled Unity from Zero to Proficiency does just this. In this book series, you have the opportunity to play around with Unity’s core features, and essentially those that will make it possible to create an interesting 3D game rapidly. After reading this book series, you should find it easier to use Unity and its core functionalities. 

This book series assumes no prior knowledge on the part of the reader, and it will get you started on Unity so that you quickly master all the wonderful features that this software provides by going through an easy learning curve. By completing each chapter, and by following step-by-step instructions, you will progressively improve your skills, become more proficient in Unity, and create a survival game using Unity’s core features in terms of programming (C# and JavaScript), game design, and drag and drop features.

In addition to understanding and being able to master Unity’s core features, you will also create a game that includes many of the common techniques found in video games, including: level design, object creation, textures, collection detection, lights, weapon creation, character animations, particles, artificial intelligence, and menus.

Throughout this book series, you will create a game that includes both indoor and outdoor environments where the player needs to finds its way out of the former through tunnels, escalators, traps, and other challenges, avoid or eliminate enemies using weapons (i.e., gun or grenades), drive a car or pilot an aircraft. 

You will learn how to create customized menus and simple user interfaces using Unity’s new UI system, and animate and give (artificial) intelligence to Non-Player Characters (NPCs) who will be able to follow your character using Mecanim and Navmesh navigation.

In addition to improving your C# skills and creating 3D games, you will also learn to create classic 2D games including platformers, infinite runners, word-games, or 2d shooters.

Finally, you will also get to export your game for the web at the different stages of the books, so that you can share it with friends and get some feedback. 


Content Covered by this Book

Chapter 1, Introduction to Programming in C#, provides an introduction to C# and to core principles that will help you to get started. It explains key programming concepts such as variables, variable types, or functions.

Chapter 2, Creating your First Script, helps you to code your first script. It explains common coding mistakes and errors in Unity, and how to avoid them easily. It also goes through some common error messages for beginners, and explains what they mean and how they can be avoided easily.

Chapter 3, Adding Interaction with C#, gets you to better your scripting skills to improve your game and add more interaction. You will learn to create a scoring system, detect collisions, and to load new levels.

Chapter 4, Creating and Updating a User Interface, explains how you can create a user interface using Unity’s UI system. You will add onscreen elements such as images, or text, and update them with your scripts to display the score and other messages to the user.

Chapter 5, Polishing Our Game, explains how you can improve your game, by adding a splash-screen, displaying items collected onscreen, or adding sound effects and a mini-map.

Chapter 6, Adding and Managing Simple Artificial Intelligence, introduces you to Artificial Intelligence (AI) in Unity, and explains how you can easily and simply add and manage Non-Player Characters (NPCs) that will either follow the player, or go through a simple path that you will define.

Chapter 7, Chapter 7: Creating a Word Guessing Game , will show you how you can create a word-guessing using Unity's 2D features. You will use arrays, and read files to create a list from which a random word will be picked and that the user will have to guess. You will also learn to detect and process the user's key entries.

Chapter 8, Chapter 8: Creating an Infinite Runner, will show you how you can create some other 2D features offered by Unity to create an entertaining infinite runner where the player can control a character that needs to jump over randomly generated obstacles.

Chapter 9, Creating a Card Guessing Game, shows you how you can create a very simple yet addictive card matching game. You will learn how to shuffle, move, and match cards.

 

Chapter 10, Creating a Puzzle Game, explains how to create a puzzle game where the pieces are first shuffled and then need to be reassembles and placed at the correct position.

Chapter 11, Game Design Tips, provides key game design concepts to help you improve your gameplay and make your game more entertaining.

Chapter 12, Bonus Chapter, includes mini tutorials that will help improving your game; this includes: creating image buttons, a health bar, your own character controller, camera effects, or opening and closing doors.

Chapter 13, provides answers to Frequently Asked Questions (FAQs) related to the topics covered in this book (e.g., scripting, audio, interaction, AI, or user interface). It also provides links to additional exclusive video tutorials that can help you with some of your questions.

Chapter 14 summarizes the topics covered in the book and provides you with more information on the next steps.


What you Need to Use this Book

To complete the project presented in this book, you only need Unity 6 (or a more recent version) and to also ensure that your computer and its operating system comply with Unity’s requirements. Unity can be downloaded from the official website (http://www.unity3d.com/download), and before downloading, you can check that your computer is up to scratch on the following page: http://www.unity3d.com/unity/system-requirements. At the time of writing this book, the following operating systems are supported by Unity for development: Windows XP (i.e., SP2+, 7 SP1+), Windows 8, and Mac OS X 10.6+.

In terms of computer skills, all knowledge introduced in this book will assume no prior programming experience from the reader. So for now, you only need to be able to perform common computer tasks, such as downloading items, opening and saving files, be comfortable with dragging and dropping items and typing, and relatively comfortable with Unity’s interface. This being said, because the focus of this book is on scripting, and while all steps are explained step-by-step, you may need to be relatively comfortable with Unity’s interface, as well as creating and transforming objects. 

So, if you would prefer to become more comfortable with Unity prior to start scripting, you can download the first book in the series called Unity From Zero to Proficiency (Foundations). This book covers most of the shortcuts and views available in Unity, as well as how to perform common tasks in Unity such as creating objects, transforming objects, importing assets, using navigation controllers, or exporting the game to the web.


Who this Book is for

If you can answer yes to all these questions, then this book is for you:


		Are you a total beginner in Unity or programming?

		Would you like to become proficient in the core functionalities offered by Unity? 

		Would you like to teach students or help your child to understand how to create games, using coding?

		Would you like to start creating great 2D or 3D games?

		Although you may have had some prior exposure to Unity, would you like to delve more into Unity and understand its core functionalities in more detail?
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