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0 of 1 people found the following review helpful. Poorly organized samples.By CustomerThis book is poorly 
organized with lessons that have incomplete details and the accompanying downloads are not in the sections they are 
listed to be in the book. So while you should be learning the material you are instead getting frustrated as you attempt 
to make the lessons line up properly. The issue with the instructions being incomplete starts right in the early chapters 
and I quickly found myself trying to fix an issue with the code sample as opposed to being able to learn the 
basics.Please make sure you are solid on the language you choose to code in before attempting to use this book.7 of 10 
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people found the following review helpful. Sloppy downloading and a so so book make for a frustrating experience.By 
guderianI really wanted to like this book. I even pre-ordered, but it's just not well presented.First, for any book that 
teaches you something like coding you need access to all the example files. Someplace you can go and download all 
the assets and anything else you need to get through the examples in the book. This is where things broke down right 
away. There is no website listed in the book (or I missed it) and the book says things like "Find the 
Chapter2_projectFiles for this chapter". Where? No clue. There is a website on the back where you go to "register" the 
book (although this just takes you to the publishers page). After some hunting I found the site for the actual book and 
finally found a listing called "Ancillaries" (by the way who names there download page this? Very confusing and not 
very helpful). But all that was there was a full download called learning2dunity_project_files.zip. Nothing else (turns 
out they have added the chapter files since then. Not sure if they are all there but they stop at Chapter 6 and Chapter 7 
asks you to open more files. Good luck). So not a great start.So now to the book. It's not quite as bad as the download 
files examples but it's still a mess. Examples go into FAR too much detail and cover topics that probably shouldn't be 
in the first 5 chapters of a book like this. Chapter 4 has a HUGE level laid out for you. It's enormous. They talk about 
building this huge thing, about sorting elements and adding fences that you will walk in front of. I read about grid 
snapping and how to lay a level out efficiently. You work with a TON of resource files (If you can figure out the 
downloads) and all of this before I even moved a character. It's too much too fast. Baby steps guys. I'm trying to learn 
Unity for the first time.Anyway. The rest of the book follows this formula. Tons of details about things but no real 
high level explanations. In Chapter 6 I'm already in the animation editor and creating an animation, again this is all in 
the beginning. I'd prefer I just attach the animation. See it work in my game and move on. You can teach me the 
animation editor in Chapter 20 something once I know more. Throwing it at me in Chapter 6 is just frustrating.So in 
summary, the book itself isn't terrible, it just doesn't work for me at all. Maybe someone else will like how it's 
presented. However, the download frustrations and the sloppy access to assets and files I need to get going was a killer 
and there isn't a good excuse.9 of 9 people found the following review helpful. Read CH7 before CH5 and do all 
exercises, could be 4 starsBy Jim SchubertIve just finished reading Learning 2D Game Development with Unity: A 
Hands-On Guide to Game Creation, and I really enjoyed it despite many issues with the actual text (Ill try to cover 
everything here). Im just starting to learn Unity3D for 2D game development, so Ive only watched a few of the official 
videos and followed a few tutorials online (the best so far being from pixelnest.io). After reading this book, I felt way 
more competent at creating my own game than with tutorials Ive done elsewhere.Thats not to say there arent some 
problems with the actual book contents. Quite a few people also have had problems with the book based on the 
reviews. I think the greatest comment, and a sentiment I share, is that the book could benefit from a technical edit. Im 
a professional software developer, and I struggled to follow what was going on at one point.This leads me to a major 
issue I had with the book, dropping a star from my review: Chapter 7 (Setting up Player Physics and Colliders) 
belongs before Chapter 5 (The Basics of Movement and Player Control). I dont know how something like this could 
have been missed, but theres no excuse for a follow along book to be anything but sequential in its content. Ive self-
published a programming book, so I know getting things in the correct order while writing and editing is difficult. I 
also know that its unlikely for an editor or even a technical reviewer to catch this (you literally have to be following 
along to encounter this problem). I toyed with giving the book 4 stars because I loved the content so much, then I 
thought about how well presented other books Ive given 4 star reviews are and this book isnt presented at the same 
level. If you take my advice and read Chapter 7 before Chapter 5, youll have almost no problem with this book. I went 
through the entire book in about two weeks using Unity 5.This leads me to another problem which reduced my review 
by a star: Chapter 14 is incomplete. Chapter 14 covers a then-beta feature of UGUI control layout and interaction. 
Unfortunately, there is only a single page between adding your first element (a Mask) to the canvas and the end of the 
book. Had the book just ended there, I would have thought, OK, that was very high level, and probably shrugged off 
the last chapter. The summary of Chapter 14 says We gave a brief overview of building a simple Options menu with 
some text elements, buttons, and graphics and almost none of this was even covered in the chapter (possibly because 
Im reading the ebook?). Again, this seems like it would have been caught with a good technical or even a copy 
edit.Another 1 stars get deducted for what others have emphasized as a general feeling of being all over the place with 
the instructions. There are a few times where numbered lists go from selecting a GameObject and doing nothing to 
modifying some other GameObject and selecting the first GameObject, which then gets modified. I actually found 
some humor in this, because it reminds me of peer programming with an extremely caffeinated coworker. I couldnt 
ignore this in the review, though, because it happened more than once. For another example, the Creating Components 
section of Chapter 2 explains the steps for creating components in what read like commands (but are statements) and 
the following section defines the actual steps. If someone was to follow the command-like steps (not in list form) of 
the one section, then the actual command steps (in list form) of the following section, this would become very 
confusing.I experienced a general feeling of the book being all over the place through Chapter 4. This was where I 
realized that the end-of-chapter Exercises were actually continuations of the chapter content. Ive literally never read a 
book where an Exercises section wasnt supplemental content to further your understanding of the material within the 
chapter. Rather than an Exercises section, this book really should have just labeled the section appropriately. DONT 



SKIP EXERCISES or youll be skipping part of the content.I will say that other reviewers on have had unnecessary 
problems with downloading companion code. The code is very clearly linked on the books preface and from the 
InformIT product page. Even if you were to purchase the book from or somewhere else, I dont know where else youd 
look for companion content than in the preface.Please dont read my review as negative, Im only trying to point out the 
issues Ive found with the book. If you follow all of the exercises, read Chapter 7 before Chapter 5, and pay attention to 
what youre reading (some of the examples in the book have incorrect code which have been fixed in the companion 
contents project files for the chapter), youll really enjoy this book. I enjoyed making the example 2D platformer 
throughout the book. I didnt hate or dislike the book, but I also dont think beginners should have to piece together the 
contents of a book just to follow along. All of this stuff could easily be resolved with an updated (and well edited) 
copy of the book.One of the things I really enjoyed about this book is how options are explained concisely in a single 
place. This made me feel way more familiar with the Unity editor and the options for game components. While 
watching some of the official videos on Unitys site, I felt like the speaker was moving way too quickly for most people 
to follow along in the editor while explaining very little about what every option meant. Many tutorials Ive seen online 
explain the steps to make a simple game (often lacking sound effects, particle effects, or even most of Physics2D). 
This book does an excellent job of explaining the basics of everything used to make a 2D platformer game. In fact, if it 
wasnt for the editing issues I mentioned earlier, I would have given this book 4.5 or 5 stars. Its meant for beginners, 
and I feel like non-programmers and programmers can all easily digest the material.I made a list of many mistakes I 
found while reading this book. Ill be emailing the authors the list, so hopefully the addenda will be updated. Id love to 
see the book updated for Unity 5.

The Unity Engine Tutorial for Any Game Creator Unity is now the worlds #1 game engine, thanks to its affordability, 
continuous improvements, and amazing global community. With Unity, you can design, code, and author your game 
once, and then deploy it to multiple platforms, reaching huge audiences and earning maximum returns. Learning 2D 
Game Development with Unity will help you master Unity and build powerful skills for success in todays game 
industry. It also includes a bonus rundown of the new GUI tools introduced in Unitys version 4.6 beta. With this 
indispensable guide, youll gain a solid, practical understanding of the Unity engine as you build a complete, 2D 
platform-style game, hands-on. The step-by-step project will get you started fast, whether youre moving to Unity from 
other engines or are new to game development. This tutorial covers the entire development process, from initial 
concept, plans, and designs to the final steps of building and deploying your game. It illuminates Unitys newly 
integrated 2D toolset, covering sprites, 2D physics, game scripts, audio, and animations. Throughout, it focuses on the 
simplest and lowest-cost approaches to game development, relying on free software and assets. Everything youll need 
is provided. Register your book at informit.com/title/9780321957726 to access assets, code listings, and video tutorials 
on the companion website. Learn How To Set up your Unity development environment and navigate its tools
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