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Key Features

- Learn the basics of PCG development
- Develop a 2D game from start to finish
- Explore al the different ways PCG can be applied in games

Book Description

Procedural Content Generation is a process by which game content is developed using computer algorithms,
rather than through the manual efforts of game developers. This book teaches readers how to develop
algorithms for procedural generation that they can use in their own games. These concepts are put into
practice using C# and Unity is used as the game development engine.

This book provides the fundamentals of learning and continued learning using PCG. Y ou'll discover the
theory of PCG and the mighty Pseudo Random Number Generator. Random numbers such as die rolls and
card drafting provide the chance factor that makes games fun and supplies spontaneity. This book also takes
you through the full development of a2D game.

Starting with level generation, you'll learn how PCG can make the game environment for you. Y ou'll move
into item generation and learn the different techniques to procedurally create game items. Thereafter, you'll
be guided through the more abstract PCG areas such as scaling difficulty to the player and even generating
music! The book helps you set up systems within your games where a gorithms create computationally
generated levels, art assets, quests, stories, characters, and weapons, these can substantially reduce the
burden of manually creating every aspect of the game.

Finally, you'll get to try out your new PCG skills on 3D terrain generation.
What you will learn

- Understand the theory of Procedural Content Generation

- Learn the uses of Pseudo Random Numbers

- Create reusable algorithm designs for PCG

- Evaluate the data structures for PCG

- Develop smaller games with larger amounts of content

- Generate content instead of spending time designing every minute detail
- Learn when and how to add PCG to your game

- Learn the fundamental techniques of PCG

About the Author

Ryan Watkins was digitized and absorbed into his computer at an early age. In the digital realm, he learned
the importance of video games and the balance they brought to the ecosystem of computing. Video games
strive to a'ways push the boundaries of what we know to be true while being a super-charged source of fun.
Ryan formed friendships with many of the video games he encountered on his digital journeys, and in return,



they shared the secrets of their creation with him. He has since returned to the physical world to share those
secrets with the rest of us.

Table of Contents

. Pseudo Random Numbers

. Roguelike Games

. Generating an Endless World

. Generating Random Dungeons
. Randomized Items

. Generating Modular Weapons
. Adaptive Difficulty

. Generating Music

. Generating a 3D Planet

. Generating the Future

© 00O ~NO O~ WDNPE

=
o

i Download Procedural Content Generation for Unity Game Devel ...pdf

@ Read Online Procedural Content Generation for Unity Game Dev ...pdf



http://zonebook.me/go/read.php?id=B0166Y6YMQ
http://zonebook.me/go/read.php?id=B0166Y6YMQ
http://zonebook.me/go/read.php?id=B0166Y6YMQ
http://zonebook.me/go/read.php?id=B0166Y6YMQ
http://zonebook.me/go/read.php?id=B0166Y6YMQ
http://zonebook.me/go/read.php?id=B0166Y6YMQ
http://zonebook.me/go/read.php?id=B0166Y6YMQ
http://zonebook.me/go/read.php?id=B0166Y6YMQ

Download and Read Free Online Procedural Content Generation for Unity Game Development Ryan
Watkins

From reader reviews:
LisaHegland:

Nowadays reading books become more than want or need but also work as alife style. This reading habit
give you lot of advantages. The advantages you got of course the knowledge the actual information inside
the book that improve your knowledge and information. The info you get based on what kind of guide you
read, if you want attract knowledge just go with education books but if you want truly feel happy read one
with theme for entertaining for example comic or novel. The Procedural Content Generation for Unity Game
Development is kind of guide which is giving the reader unforeseen experience.

Cicely Silber:

Spent afree time for you to be fun activity to perform! A lot of people spent their spare time with their
family, or their very own friends. Usually they undertaking activity like watching television, likely to beach,
or picnic inside park. They actually doing ditto every week. Do you feel it? Do you need to something
different to fill your personal free time/ holiday? Can be reading a book can be option to fill your free of
charge time/ holiday. The first thing that you'll ask may be what kinds of reserve that you should read. If you
want to attempt look for book, may be the book untitled Procedural Content Generation for Unity Game
Development can be good book to read. May beit is usually best activity to you.

Heidi Montgomery:

Do you have something that you enjoy such as book? The book lovers usually prefer to select book like
comic, brief story and the biggest an example may be novel. Now, why not seeking Procedural Content
Generation for Unity Game Development that give your satisfaction preference will be satisfied by simply
reading this book. Reading addiction all over the world can be said as the means for people to know world
better then how they react toward the world. It can't be explained constantly that reading addiction only for
the geeky man but for al of you who wantsto possibly be success person. So , for every you who want to
start reading through as your good habit, you may pick Procedural Content Generation for Unity Game
Development become your current starter.

Frederick Cagle:

Can you one of the book lovers? If yes, do you ever feeling doubt when you are in the book store? Try and
pick one book that you just dont know the inside because don't determine book by its cover may doesn't
work at this point is difficult job because you are frightened that the inside maybe not since fantastic asin the
outside appearance likes. Maybe you answer may be Procedural Content Generation for Unity Game
Development why because the amazing cover that make you consider with regards to the content will not
disappoint a person. The inside or content is fantastic as the outside or perhaps cover. Y our reading sixth
sense will directly show you to pick up this book.
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