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Key Features

- Learn the basics of PCG devel opment
- 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 devel oped
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 fundamental s of learning and continued learning using
PCG. You'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 a 2D game.

Starting with level generation, you'll learn how PCG can make the game
environment for you. You'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 algorithms 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
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- 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 always 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.
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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 devel opment 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 a 2D game.

Starting with level generation, you'll learn how PCG can make the game environment for you. You'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 algorithms 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.
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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 always 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.
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Editorial Review
Users Review
From reader reviews:
Donald Andrews:

This Praocedural Content Generation for Unity Game Development book is just not ordinary book, you have
it then the world isin your hands. The benefit you have by reading this book is definitely information inside
this book incredible fresh, you will get data which is getting deeper anyone read a lot of information you will
get. This Procedural Content Generation for Unity Game Development without we understand teach the one
who studying it become critical in pondering and analyzing. Don't aways be worry Procedural Content
Generation for Unity Game Development can bring any time you are and not make your bag space or
bookshelves' turn into full because you can have it within your lovely laptop even telephone. This Procedural
Content Generation for Unity Game Development having very good arrangement in word along with layout,
so you will not experience uninterested in reading.

John Pace:

Here thing why that Procedural Content Generation for Unity Game Development are different and
dependable to be yours. First of all studying abook is good nonetheless it depends in the content of the usb
ports which is the content is as scrumptious as food or not. Procedural Content Generation for Unity Game
Development giving you information deeper and different ways, you can find any publication out there but
there is no publication that similar with Procedural Content Generation for Unity Game Development. It
givesyou thrill reading through journey, its open up your eyes about the thing which happened in the world
which is might be can be happened around you. Y ou can actually bring everywhere like in playground, café,
or even in your technique home by train. When you are having difficulties in bringing the imprinted book
maybe the form of Procedural Content Generation for Unity Game Development in e-book can be your
aternative.

ChrisManley:

Information is provisions for people to get better life, information nowadays can get by anyone with
everywhere. The information can be a knowledge or any news even a problem. What people must be
consider when those information which isinside the former life are hard to be find than now is taking
seriously which one would work to believe or which one the actual resource are convinced. If you obtain the
unstabl e resource then you have it as your main information it will have huge disadvantage for you. All those
possibilities will not happen inside you if you take Procedural Content Generation for Unity Game
Development as your daily resource information.



Joseph Lafond:

Reading a book to be new life stylein this year; every people loves to examine a book. When you study a
book you can get awide range of benefit. When you read guides, you can improve your knowledge, due to
the fact book has alot of information in it. The information that you will get depend on what sorts of book
that you have read. If you would like get information about your review, you can read education books, but if
you want to entertain yourself you can read a fiction books, this sort of us novel, comics, as well as soon.
The Procedural Content Generation for Unity Game Development will give you new experience in reading
through a book.
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