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Hands-On Game Development without Coding Apress
Corona SDK is one of the most powerful tools used to create games and apps for mobile devices. The market requires speed; new developers need
to operate quickly and efficiently. Create 2D Mobile Games with Corona SDK gives you the tools needed to master Corona - even within the
framework of professional constraints. A must-read guide, this book gives you fast, accurate tips to learn the programming language necessary to
create games. Read it sequentially or as an FAQ and you will have the tools you need to create any base game before moving on to advanced
topics. The tutorial-based format: Contains step-by-step directions complete with coding and screenshots Is filled with tutorials, tips, and links to
useful online resources Includes a comprehensive companion website featuring online exercise files to practice coding, full build samples from the
text, additional book details, and more!

Build Your Own 2D Game Engine and Create Great Web Games Packt Publishing Ltd
Follow a walkthrough of the Unity Engine and learn important 2D-centric lessons in scripting, working with image assets, animations, cameras,
collision detection, and state management. In addition to the fundamentals, you'll learn best practices, helpful game-architectural patterns, and
how to customize Unity to suit your needs, all in the context of building a working 2D game. While many books focus on 3D game creation with
Unity, the easiest market for an independent developer to thrive in is 2D games. 2D games are generally cheaper to produce, more feasible for small
teams, and more likely to be completed. If you live and breathe games and want to create them then 2D games are a great place to start. By focusing
exclusively on 2D games and Unity’s ever-expanding 2D workflow, this book gives aspiring independent game developers the tools they need to
thrive. Various real-world examples of independent games are used to teach fundamental concepts of developing 2D games in Unity, using the
very latest tools in Unity’s updated 2D workflow. New all-digital channels for distribution, such as Nintendo eShop, XBox Live Marketplace, the
Playstation Store, the App Store, Google Play, itch.io, Steam, and GOG.com have made it easier than ever to discover, buy, and sell games. The
golden age of independent gaming is upon us, and there has never been a better time to get creative, roll up your sleeves, and build that game
you’ve always dreamed about. Developing 2D Games with Unity can show you the way. What You'll Learn Delve deeply into useful 2D topics,
such as sprites, tile slicing, and the brand new Tilemap feature. Build a working 2D RPG-style game as you learn.Construct a flexible and extensible
game architecture using Unity-specific tools like Scriptable Objects, Cinemachine, and Prefabs.Take advantage of the streamlined 2D workflow
provided by the Unity environment. Deploy games to desktop Who This Book Is For Hobbyists with some knowledge of programming, as well as
seasoned programmers interested in learning to make games independent of a major studio.
MonoGame Mastery Apress
Develop your own games with Unity 2D/3D Game Kit and use it for your presentations, kids education, level
design, game design, proofs of concept, or even just for fun! Key FeaturesBuild your first ever video game using
Unity 2D/3D Game kitLearn how to create game levels, adding props, giving behaviours to objects and working on
gameplayStep by step instructions on creating your own AI enemy and interacting with itBook Description HandsOn Game Development without Coding is the first Visual Scripting book in the market. It was tailor made for a non
programing audience who are wondering how a videogame is made. After reading this book you will be able to
develop your own 2d and 3d videogames and use it on your presentations, to speed up your level design deliveries,
test your game design ideas, work on your proofs of concept, or even doing it just for fun. The best thing about
Hands-On Game Development without Coding is that you don’t need any previous knowledge to read and
understand the process of creating a videogame. It is our main focus to provide you with the opportunity to create
a videogame as easy and fast as possible. Once you go through the book, you will be able to create player input
interaction, levels, object behaviours, enemy AI, creating your own UI and finally giving life to your game by
building it. It’s Alive! What you will learnUnderstanding the Interface and kit flow. Comprehend the virtual space
and its rules.Learning the behaviours and roles each component must have in order to make a videogame.Learn
about videogame developmentCreating a videogame without the need of learning any programming languageCreate
your own gameplay HUD to display player and Enemy informationWho this book is for This book is for anyone who
is interested in becoming a game developer but do not posses any coding experience or programming skills. All you
need is a computer and basic software interface knowledge.

Make a 2D RPG in a Weekend Packt Publishing Ltd
Build Your Own 2D Game Engine and Create Great Web Games teaches you how to develop your own web-based game engine step-bystep, allowing you to create a wide variety of online videogames that can be played in common web browsers. Chapters include examples
and projects that gradually increase in complexity while introducing a ground-up design framework, providing you with the foundational
concepts needed to build fun and engaging 2D games. By the end of this book you will have created a complete prototype level for a side
scrolling action platform game and will be prepared to begin designing additional levels and games of your own. This book isolates and
presents relevant knowledge from software engineering, computer graphics, mathematics, physics, game development, game mechanics, and
level design in the context of building a 2D game engine from scratch. The book then derives and analyzes the source code needed to
implement thes e concepts based on HTML5, JavaScript, and WebGL. After completing the projects you will understand the core-concepts
and implementation details of a typical 2D game engine and you will be familiar with a design and prototyping methodology you can use to
create game levels and mechanics that are fun and engaging for players. You will gain insights into the many ways software design and
creative design must work together to deliver the best game experiences, and you will have access to a versatile 2D game engine that you can
expand upon or utilize directly to build your own 2D games that can be played online from anywhere. • Assists the reader in understanding
the core-concepts behind a 2D game engine • Guides the reader in building a functional game engine based on these concepts • Lead s the
reader in exploring the interplay between technical design and game experience design • Teaches the reader how to build their own 2D
games that can be played across internet via popular browsers
Introduction to Video Game Engine Development Apress
A First Course in Game Programming Most of today’s commercial games are written in C++ and are created using a game engine. Addressing both of these key
elements, Programming 2D Games provides a complete, up-to-date introduction to game programming. All of the code in the book was carefully crafted using C++.
As game programming techniques are introduced, students learn how to incorporate them into their own game engine and discover how to use the game engine to
create a complete game. Enables Students to Create 2D Games The text covers sprites, animation, collision detection, sound, text display, game dashboards, special
graphic effects, tiled games, and network programming. It systematically explains how to program DirectX applications and emphasizes proper software engineering
techniques. Every topic is explained theoretically and with working code examples. The example programs for each chapter are available at
www.programming2dgames.com.

Core HTML5 2D Game Programming Packt Publishing Ltd
Summary Manning's bestselling and highly recommended Unity book has been fully revised! Unity in Action, Second Edition teaches you to
write and deploy games with the Unity game development platform. You'll master the Unity toolset from the ground up, adding the skills you
need to go from application coder to game developer. Foreword by Jesse Schell, author of The Art of Game Design Purchase of the print
book includes a free eBook in PDF, Kindle, and ePub formats from Manning Publications. About the Technology Build your next game
without sweating the low-level details. The Unity game development platform handles the heavy lifting, so you can focus on game play,
graphics, and user experience. With support for C# programming, a huge ecosystem of production-quality prebuilt assets, and a strong dev
community, Unity can get your next great game idea off the drawing board and onto the screen! About the Book Unity in Action, Second
Edition teaches you to write and deploy games with Unity. As you explore the many interesting examples, you'll get hands-on practice with
Unity's intuitive workflow tools and state-of-the-art rendering engine. This practical guide exposes every aspect of the game dev process,
from the initial groundwork to creating custom AI scripts and building easy-to-read UIs. And because you asked for it, this totally revised
Second Edition includes a new chapter on building 2D platformers with Unity's expanded 2D toolkit. What's Inside Revised for new best
practices, updates, and more! 2D and 3D games Characters that run, jump, and bump into things Connect your games to the internet About
the Reader You need to know C# or a similar language. No game development knowledge is assumed. About the Author Joe Hocking is a
Learn Unity for 2D Game Development CRC Press
Learn and use Python and PyGame to design and build cool arcade games. In Program Arcade Games: With software engineer and Unity expert specializing in interactive media development. Table of Contents PART 1 - First steps 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 PART
Python and PyGame, Second Edition, Dr. Paul Vincent Craven teaches you how to create fun and simple
quiz games; integrate and start using graphics; animate graphics; integrate and use game controllers; 2 - Getting comfortable Building a Memory game using Unity's 2D functionality Creating a basic 2D Platformer Putting a GUI onto a game
add sound and bit-mapped graphics; and build grid-based games. After reading and using this book,
Creating a third-person 3D game: player movement and animation Adding interactive devices and items within the game PART 3 - Strong
you'll be able to learn to program and build simple arcade game applications using one of today's
finish Connecting your game to the internet Playing audio: sound effects and music Putting the parts together into a complete game
most popular programming languages, Python. You can even deploy onto Steam and other Linux-based game Deploying your game to players' devices
systems as well as Android, one of today's most popular mobile and tablet platforms. You'll learn:
Mastering Unity 2D Game Development Packt Pub Limited
How to create quiz games How to integrate and start using graphics How to animate graphics How to
** Buy this book today and create your first platformer game with Unity in no time ** In this book, the first in the "Beginner's Guide" series,
integrate and use game controllers How to add sound and bit-mapped graphics How to build grid-based
you will create a simple 2D platform game, create challenging gameplay and learn techniques to code more in less time. This book can be
games Audience“div>This book assumes no prior programming knowledge.
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read as a standalone (you don't need to have read the previous books in the series, although it may help) and focuses on: scoring system and learn how to optimize your game for mobile devices.
lives (e.g., keeping track of the score across the game), user interface (menus and in-game information for 2D games), character movement 2D Game Development with Unity Razeware LLC
(e.g., walk, run, jump, crouch, etc.), character interaction (i.e., collect objects or avoid other objects), playful game-mechanics (e.g., bouncing If you are interested in creating your very own 2D games from scratch, then this book will give you all the tools you need to succeed. Whether you are completely
new to Unity or have used Unity before and would like to learn about the new 2D features of Unity, this book is for you.
objects, moving platforms, time-limited level, collapsing bridges, etc.) and improving C# programing skills (e.g., important and useful
2D Game Development with Unity Apress
functions and principles that you can reuse in your own games). The main idea behind this book is to save you some headaches when you
Game programming offers a wealth of creative and business opportunities, and it’s never been more accessible. In Core HTML5 2D Game Programming, bestneed to create your 2D platformer and to help you to find the time to actually code your game, by explaining simple and effective ways and selling author David Geary shows you how to use freely available browser tools and open source resources to create video games that run in desktop browsers and
best coding practices that you can use easily to create more code (and games) in less time with less stress and more fun. ” Buy this book now on mobile devices. Geary walks you step by step through every aspect of implementing a sophisticated arcade-style game entirely from scratch, without using
proprietary game frameworks. Packed with code, this full-color tutorial gives you the in-depth understanding you need to design and build any kind of HTML5 2D
and get started on creating your 2D platformer right away! The content of each chapter is as follows: Chapter 1, Creating a Simple Level,
game on your own, whether you use a framework or not. A clearly written, accessible, and exhaustive guide to implementing games, this book leaves no stone
shows you how to create a simple level for a platformer game including a main character, a mini-map, platforms, cameras following the
unturned, showing you how to Create smooth, flicker-free animations Implement motion that’s unaffected by your game’s underlying animation frame rate
player, and sprites that you can collect or avoid. Chapter 2, Managing Score, Lives and Levels, explains how it is possible to manage the
Animate sprites (graphical objects) to make them sparkle, explode, etc. Layer multi-channel sound effects on top of a soundtrack Warp time to create nonlinear
score and the number of lives across your scenes; you will also learn how to load new scenes based on conditions, and to also minimize your effects, such as jumping or bouncing Control the flow of time through your game with a time system Implement particle systems that simulate natural phenomena
development time by using prefabs. Chapter 3, Adding Sound and Displaying Values Onscreen, explains how you can add audio to your
Efficiently detect collisions between sprites Create a developer backdoor containing special features Use Node.js and socket.io to transfer real-time metrics to a
server Employ a heads-up display to show high scores stored on a server Understand the nuances of implementing HTML5 games for mobile devices Through
game, and display and update information onscreen (e.g., number of lives or score). Chapter 4, Adding Challenging Gameplay, shows and
expertly written code that’s easy to understand, and prose that cuts to the chase, Geary illuminates every corner of game development. Everyone from novice game
explains how to make your platform game more challenging by adding engaging game mechanics (e.g., moving platforms, teleportation,
etc.). Chapter 5 provides answers to Frequently Asked Questions (FAQs) related to the topics covered in this book. Chapter 6 summarizes the programmers to professional game developers will find this book invaluable as both a tutorial and a reference. All of the book’s source code, including chapterspecific versions of the game discussed in the book, are available at corehtml5games.com.
topics covered in the book and provides you with more information on the next steps. The method explained in this book has been tried-andMake a 2D RPG in a Weekend Apress
tested, and I can guarantee that after reading this book, you will be able to create your own 2D platform games; this is because the book
Rust is an exciting new programming language combining the power of C with memory safety, fearless concurrency, and productivity
includes step-by-step instructions, plenty of screenshots and explanations, and a format that is easy to read (just like a friend or a friendly
boosters - and what better way to learn than by making games. Each chapter in this book presents hands-on, practical projects ranging from
instructor would explain coding to you: in a casual way, yet concise, accurate, and informative). The method used in this book is the same
"Hello, World" to building a full dungeon crawler game. With this book, you'll learn game development skills applicable to other engines,
used in the books in the series called "Unity from Zero to Proficiency", a very successful series for which many readers have already given a
including Unity and Unreal. Rust is an exciting programming language combining the power of C with memory safety, fearless concurrency,
5 stars rating, based on the content and the methodology used to teach Unity. After buying the book, you also get access to the author, if you
and productivity boosters. With Rust, you have a shiny new playground where your game ideas can flourish. Each chapter in this book
have any question, and to plenty of free add-ons worth over $100 exclusively made available to you including a member area with weekly
presents hands-on, practical projects that take you on a journey from "Hello, World" to building a full dungeon crawler game. Start by setting
updates, a private Facebook group where you can post your questions, over 25 tutorials (video and text), cheat sheets, discounted paperback
up Rust and getting comfortable with your development environment. Learn the language basics with practical examples as you make your
copies, and much more! Download this book now!
own version of Flappy Bird. Discover what it takes to randomly generate dungeons and populate them with monsters as you build a complete
Unity 2D Game Development Cookbook Prentice Hall
dungeon crawl game. Run game systems concurrently for high-performance and fast game-play, while retaining the ability to debug your
Start your video game development journey by learning how to build a 2D game engine from scratch. Using Java (with NetBeans as your
program. Unleash your creativity with magical items, tougher monsters, and intricate dungeon design. Add layered graphics and polish your
IDE and using Java’s graphics framework) or by following along in C# (with Visual Studio as your IDE and using the MonoGame
game with style. What You Need: A computer running Windows 10, Linux, or Mac OS X.A text editor, such as Visual Studio Code.A video
framework), you’ll cover the design and implementation of a 2D game engine in detail. Each class will be reviewed with demonstration
card and drivers capable of running OpenGL 3.2.
code. You’ll gain experience using the engine by building a game from the ground up. Introduction to Video Game Engine Development
2D Apple Games by Tutorials Simon and Schuster
reviews the design and implementation of a 2D game engine in three parts. Part 1 covers the low-level API class by class. You’ll see how to
The Unity Engine Tutorial for Any Game Creator ¿ Unity is now the world’s #1 game engine, thanks to its affordability, continuous
abstract lower-level functionality and design a set of classes that interact seamlessly with each other. You’ll learn how to draw objects, play
improvements, and amazing global community. With Unity, you can design, code, and author your game once, and then deploy it to multiple
sounds, render text, and more. In Part 2, you’ll review the mid-level API that is responsible for drawing the game, loading resources, and
platforms, reaching huge audiences and earning maximum returns. Learning 2D Game Development with Unity® will help you master Unity
managing user input. Lastly, in Part 3, you’ll build a game from the ground up following a step-by-step process using the 2D game engine
and build powerful skills for success in today’s game industry. It also includes a bonus rundown of the new GUI tools introduced in Unity’s
you just reviewed. On completing this book, you’ll have a solid foundation in video game engine design and implementation. You’ll also
version 4.6 beta. ¿ With this indispensable guide, you’ll gain a solid, practical understanding of the Unity engine as you build a complete, 2D
get exposure to building games from scratch, creating the solid foundation you’ll need to work with more advanced game engines, and
platform-style game, hands-on. The step-by-step project will get you started fast, whether you’re moving to Unity from other engines or are
industry tools, that require learning complex software, APIs, and IDEs. What You Will Learn Gain experience with lower-level game engine
new to game development. ¿ This tutorial covers the entire development process, from initial concept, plans, and designs to the final steps of
APIs and abstracting framework functionality Write application-level APIs: launching the game, loading resources, settings, processing
building and deploying your game. It illuminates Unity’s newly integrated 2D toolset, covering sprites, 2D physics, game scripts, audio, and
input, and more Discover cross-platform APIs in the game engine projects written in both Java and C#/MonoGame Develop games with an
animations. Throughout, it focuses on the simplest and lowest-cost approaches to game development, relying on free software and assets.
SDK-based game engine and simplified tool chain focused on direct control of the game through code Master creating games by using the
Everything you’ll need is provided. ¿ Register your book at informit.com/title/9780321957726 to access assets, code listings, and video
game engine to build a game from the ground up with only code and an IDE Who This Book Is For Those of you out there with some
tutorials on the companion website. ¿ Learn How To Set up your Unity development environment and navigate its tools Create and import
programming experience, moderate to advanced, who want to learn how to write video games using modern game engine designs.
assets and packages you can add to your game Set up game sprites and create atlas sheets using the new Unity 2D tools Animate sprites using
Hands-on Rust Apress
keyframes, animation controllers, and scripting Build a 2D game world from beginning to end Establish player control Construct movements
Build your very own 2D physics-based game engine simulation system for rigid body dynamics. Beginning from scratch, in this book you
that “feel right” Set up player physics and colliders Create and apply classic gameplay systems Implement hazards and tune difficulty Apply
will cover the implementation technologies, HTML5 and JavaScript; assemble a simple and yet complete fundamental mathematics support
audio and particle effects to the game Create intuitive game menus and interface elements Debug code and provide smooth error handling
library; define basic rigid body behaviors; detect and resolve rigid body collisions; and simulate collision responses after the collisions. In
Organize game resources and optimize game performance Publish your game to the web for others to see and play ¿
this way, by the end of Building a 2D Game Physics Engine, you will have an in?depth understanding of the specific concepts and events,
Unity 2D Game Development Apress
implementation details, and actual source code of a physics game engine that is suitable for building 2D games or templates for any 2D
Learn to build a fully-functional 2D game inspired by the 1979 Atari classic, Asteroids, using just HTML5, CSS and JavaScript. Developing games has
games you can create and can be played across the Internet via popular web?browsers. What You'll Learn Gain an understanding of 2D game never been easier than it is now. New web technology allows even beginner developers to turn their hand to game development. Developed from an
engine physics and how to utilize it in your own games Describe the basic behaviors of rigid bodies Detect collisions between rigid bodies
undergraduate course module, Introducing JavaScript Game Development teaches each new technology as it is introduced so can be followed by
Resolve interpretations after rigid body collisions Model and implement rigid body impulse responses Who This Book Is For Game
enthusiastic beginners as well as intermediate coders. You will learn how to work with HTML5 and the canvas element, how to understand paths, how
enthusiasts, hobbyists, and anyone who is interested in building their own 2D physics game engines but is unsure of how to begin.
to draw to a design and create your spaceship and asteroids. You’ll then move on to animating your game, and finally building. You will work step-byA Beginner's Guide to 2D Platform Games with Unity Independently Published
A fun, easytofollow experience that takes you from an empty project in Unity 4.3+ all the way to a finished, functional 2D platformer, while giving you
challenges and ideas to take what you learn in this book and expand upon it.This book is ideal for anyone who wants to learn how to build 2D video
games or who just wants to expand their knowledge of the Unity game engine. It would be helpful to know how to navigate your way around Unity and
some basic C# before getting started with this book; however, if you don't, no worries – we will point you in the right direction!
Introducing JavaScript Game Development Genever Benning
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 pixel-perfect 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

step through the game design process, starting with only what is necessary to complete each step, and refactoring the code as necessary along the way,
reflecting the natural progression that code follows in the real world. Each chapter is designed to take your code base to the next level and to add to your
skills. After completing the examples in this book you will have the tools necessary to build your own, high-quality games. Make the process of
creating object-oriented 2D games more fun and more productive and get started on your game development journey.
Unity 2017 2D Game Development Projects Pragmatic Bookshelf
2D games are hugely popular across a wide range of platforms and the ideal place to start if you’re new to game development. With Learn 2D Game
Development with C#, you'll learn your way around the universal building blocks of game development, and how to put them together to create a real
working game. C# is increasingly becoming the language of choice for new game developers. Productive and easier to learn than C++, C# lets you get
your games working quickly and safely without worrying about tricky low-level details like memory management. This book uses MonoGame, an open
source framework that's powerful, free to use and easy to handle, to further reduce low-level details, meaning you can concentrate on the most
interesting and universal aspects of a game development: frame, camera, objects and particles, sprites, and the logic and simple physics that determines
how they interact. In each chapter, you'll explore one of these key elements of game development in the context of a working game, learn how to
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implement the example for yourself, and integrate it into your own game library. At the end of the book, you’ll put everything you’ve learned together
to build your first full working game! And what’s more, MonoGame is designed for maximum cross-platform support, so once you’ve mastered the
fundamentals in this book, you’ll be ready to explore and publish games on a wide range of platforms including Windows 8, MAC OSX, Windows
Phone, iOS, Android, and Playstation Mobile. Whether you're starting a new hobby or considering a career in game development, Learn 2D Game
Development with C# is the ideal place to start.
Building a 2D Game Physics Engine Packt Publishing Ltd
The biggest challenge facing many game programmers is completing their game. Most game projects fizzle out, overwhelmed by the complexity of
their own code. Game Programming Patterns tackles that exact problem. Based on years of experience in shipped AAA titles, this book collects proven
patterns to untangle and optimize your game, organized as independent recipes so you can pick just the patterns you need. You will learn how to write a
robust game loop, how to organize your entities using components, and take advantage of the CPUs cache to improve your performance. You'll dive
deep into how scripting engines encode behavior, how quadtrees and other spatial partitions optimize your engine, and how other classic design patterns
can be used in games.
Learning Unity 2D Game Development by Example Apress
Build exciting 2D/3D games and virtual reality applications with the help of hands-on examples Key Features Create five different types of games from scratch with
Unity 2018 Import custom content into Unity from third-party tools such as Maya and Blender Learn to build NPCs with artificial intelligent behavior. Book
Description Unity is the most exciting and popular engine used for developing games. With its 2018 release, Unity has become the primary source of both game
development and virtual reality content. In Unity 2018 By Example, you’ll learn how to use Unity in order to make amazing games from popular genres - from
action shooters to mind-bending puzzle games to adventure and Virtual Reality (VR) games. Even if you have no previous experience of using Unity, this book will
help you understand the toolsets it provides in depth. In addition to this, you'll understand how to create time-critical collection games, twin-stick space shooters,
platformers, and action-fest games with intelligent enemies. Finally, you'll get to grips with creating VR games with the new toolsets introduced by Unity to help
you develop amazing VR experiences. To make things easier, you will be provided with step-by-step tutorials for making five great games in Unity 2018, along with
a detailed explanation of all the fundamental concepts. By the end of this book, you’ll have established a strong foundation in making games with Unity 2018. What
you will learn Understand core Unity concepts, such as game objects, components, and scenes Study level-design techniques for building immersive and interesting
worlds Make functional games with C# scripting Use the toolset creatively to build games with different themes and styles Handle player controls and input
functionality Work with terrains and world-creation tools Get to grips with making both 2D and 3D games Who this book is for You don't need to have any previous
experience with Unity to enjoy Unity 2018 By Example, although you need to have basic knowledge of C#.
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