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1. Unity Game Development Cookbook: Essentials for Every Game by el i) il glae
Paris Buttfield-Addison , Jon Manning, et al. | Apr 16, 2019 L

2. Hands-On Game Development Patterns with Unity 2019: Create | ‘2™=F &% gl colsal)
engaging games by using industry-standard design patterns with C# by ol e
David Baron Mar 29, 2019

3. Unity 3D and PlayMaker Essentials: Game Development from Concept
to Publishing (Focal Press Game Design Workshops) Paperback — July
27,2016

1. Unity 2018 Cookbook: Over 160 recipes to take your 2D and 3D game Bailcall alail) jalas
development to the next level, 3rd Edition Paperback 2018 by Matt
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2. Unity 2017 Game Development Essentials - Third Edition: Build fully (AT cclindss (e
functional 2D and 3D games with realistic environments, sounds,
physics, special effects, and more! Paperback by Tommaso Lintrami

3. Learning C# Programming with Unity 3D 1st Edition (Jul 27, 2017) by
Alex Okita.

4. Learn Unity3D Programming with UnityScript: Unity's JavaScript for
Beginners by Janine Suvak (2014-08-06).

5. Introduction to Game Design, Prototyping, and Development: From
Concept to Playable Game with Unity and C# By Jeremy Gibson
Addiso Wesley Professional, 1 edition, Jull 2014

1. https://www.lynda.com/ Bailuval) duig jiSIY) ad|gal)
2. https://totaltraining.com/
3. https://www.udemy.com/
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4-18

participative learning

1.1 Who Plays Games

1.2 How Are Games Made?
1.2.1 AAA Studios

1.2.2 The Indie Studio

1.3 Who Can Make Games?
1.3.1 Skills and Jobs

1.3.2 Working in the
Industry

1.4 What Types of Games
Are There?

1.4.1 Role-Playing Games
1.4.2 Adventure Games
1.4.3 Platformer Games
1.4.4 Shooter Games

1.4.5 Action Games

1.4.6 Strategy Games

1.4.7 Simulation Games
1.4.8 Sports Games

1.4.9 Puzzle Games

1.4.10 MMO Games

24-35

Lecture,

projects

Learn through

2.1 Introduction to the
Design Document

2.1.1 Do We Need a Design
Document?

2.1.2 Methods of Design
2.1.3 Logical Design versus
Descriptive Design

2.1.4 Mission and Vision
2.2 Sections of the Design
Document

2.2.1 Game Concept

2.2.2 Game Characters
2.2.3 Game Story
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2.2.4 The Game World

42-70

Lecture, Learn through
projects

3.1 Installing Unity

3.2 Unity’s Interface

3.3 Using Unity

3.4 Installing PlayMaker
3.5 PlayMaker’s Interface
3.6 State Machines

3.7 Using PlayMaker

90-145

Lecture, Learn through
projects

4.1 The Purpose of
Characters

4.2 Do Games Need
Characters?

4.3 Traditional Character
Types

4.3.1 The Hero

4.3.2 The Shadow

4.3.3 The Mentor

4.3.4 The Ally

4.3.5 The Herald

4.3.6 The Trickster

4.3.7 The Shapeshifter
4.3.8 The Threshold
Guardian

4.4 Game Character Types
4.4.1 Merchants

4.4.2 The Quest Giver
4.4.3 Information

4.5 Character Design

4.6 Character Asset Design
4.7 Importing Assets in
Unity

4.7.1 Back to Projects
4.7.2 Importing 3D Assets
4.7.3 Settings for Imported
3D Assets

4.7.4 From 3D Assets to
Player Controllable Assets
4.8 Character Control
Systems with PlayMaker
4.8.1 Designing the
Character Response System
4.8.2 Getting Input through
Unity

4.8.3 Building State
Machines in PlayMaker
4.8.3.1 Moving Sancho
4.8.3.2 Rotating Sancho
4.8.3.3 Jumping Sancho
4.8.3.4 The Camera Follows
Sancho

152-199

Lecture, Learn through
projects

5.1 What Is Artificial
Intelligence?
5.2 Some Different Types of
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Artificial Intelligence
5.2.1 Scripted Behavior
5.2.2 Random Behavior
5.2.3 Expert Systems
5.2.4 Mathematical
Behavior Modeling

5.2.5 Evolutionary Systems
5.3 Selecting an Avrtificial
Intelligence System

5.4 Designing a Threshold
Guardian

5.5 Implementing the
Threshold Guardian

5.5.1 The Controller

5.5.2 Patrolling

5.5.3 Spotting the Player
5.5.4 Attacking the Player
5.5.5 Hurting the Player
5.5.6 Connecting the Attack
and Health States

5.5.7 Final Tweaks

5.6 Prefabs

204-225

Lecture, Learn through
projects

6.1 What Is a Story?

6.2 Does My Game Need a
Story?

6.3 How to Tell a Story
6.4 The Building Blocks of
a Story

6.4.1 Characters

6.4.2 Setting

6.4.3 The Problem

6.4.4 The Plot

6.4.5 The Solution

6.4.6 The Theme

6.5 Aristotle and the Greeks
6.5.1 Plot

6.5.2 Characters

6.5.3 Thought

6.5.4 Diction

6.5.5 Melody

6.5.6 The Spectacle

6.6 The Return of Joseph
Campobell

6.6.1 The Ordinary World
6.6.2 Call to Adventure
6.6.3 Refusal of the Call
6.6.4 Meeting the Mentor
6.6.5 Crossing the Threshold

224-255

Lecture, Learn through
projects

6.6.6 Tests, Allies, and
Enemies

6.6.7 Approaching the Cave
6.6.8 The Ordeal
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6.6.9 The Reward

6.6.10 The Road Back
6.6.11 Resurrection

6.6.12 Return with Elixir
6.7 Story Design

6.7.1 The Theme

6.7.2 Characters

6.7.3 Setting and Backstory
6.7.4 The Problem

6.7.5 The Plot

6.7.6 The Solution

6.7.7 Dialogue

6.8 Putting the Story into the
Game

6.8.1 Voice-Over Narration
6.8.2 Written Text

6.8.3 Character Dialogue
6.8.4 Journal Systems

Jadll Chatiia (ylaiial

260-307

Lecture, Learn through
projects

7.1 Environments for
Stories

7.2 Environments for Games
7.2.1 Controlling the Player
7.2.2 Informing the Player
7.2.3 Challenging the Player
7.2.4 The Final Design

7.3 Creating the Terrain in
Unity

7.3.1 Settings

7.3.2 Terrain Collider

7.3.3 Height Tools

7.4 Dressing a Terrain with
Standard Content

7.4.1 Painting Textures
7.4.2 Adding Water

7.4.3 Adding Trees

7.4.4 Adding Grass

7.5 Adding Imported Assets
7.6 Lighting the
Environment

7.7 Boundaries

314-33

Lecture, Learn through
projects

8.1 What Are Game
Mechanics?

8.1.1 The Core Mechanics
8.1.2 Victory and Loss
Conditions

8.1.3 Balance Mechanics
8.1.4 Story Mechanics
8.1.5 System Mechanics
8.2 Where Do Mechanics
Come From?

8.3 Designing Our

10
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Mechanics

8.3.1 The Checkpoint
System

8.3.2 Respawning Sancho
8.3.3 Sancho and Water
8.3.4 Sancho’s Collection
System

8.4 Implementing Our
Mechanics

8.4.1 The Checkpoint
System

8.4.2 Sancho and Water
8.4.3 Respawning Sancho

350-379

Lecture, Learn through
projects

9.1 How Audio Is Used in
Games

9.1.1 Music

9.1.2 Ambience

9.1.3 Sound Events

9.2 Finding Audio

9.3 Introduction to Audacity
9.3.1 Cutting Up an Audio
File

9.3.2 Applying Effects to
Audio

9.3.3 Adjusting Volume
Levels

11

380-392

Lecture, Learn through
projects

9.4 Audio in Unity

9.4.1 2D Audio

9.4.2 3D Audio

9.4.3 Playing Ambient
Audio

9.4.4 Playing Background
Music

9.5 Using PlayMaker to Play
Audio

9.5.1 Background Music
9.5.2 Ambient Sounds
9.5.3 Effects for Events

12

392-418

Lecture, Learn through
projects

10.1 The Types of User
Interfaces

10.1.1 Menu-Based Systems
10.1.2 Heads-Up Display
Systems and Overlays
10.2 User Interface Design
10.2.1 HUD Design

10.2.2 Menu Design
10.2.3 Basics of Color
Theory

10.3 The User Interface
System of Unity

10.3.1 Building Blocks of

13
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10.3.2 Constructing the
Main Menu
10.3.3 Constructing the
HUD Overlay
10.3.4 Polishing the
Dialogue Work
Lecture, Learn through 11.1 What Is Testing?
projects 11.1.1 Hunting Bugs
11.1.2 Play-Through Testing
450-458 11.1.3 Unit Testing 14
11.1.4 Break Testing
11.2 Fixing and Tweaking
Lecture, Learn through 11.2.1 Fixing the Following
projects Sheep
11.3 Building the Game
11.3.1 Game Development
459-465 Life Cycle 15
11.3.2 Build Options in
Unity
11.3.3 Creating a Stand-
Alone Build
Al lasay) 16
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