
Chapter 1: Introduction to Android Game 
Development with Unity3D 

 

 

 

 

 

 





 

 

 

 

 

 



 

 

 

 

 



 

 

 

 

 

 

 

 

 

 



 

 



 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 



 

 

 

 



 

 



 

 



 

 

 

 



 

 

 

 

 

 



 

 



 

 



 

 

 

 



 

 



 

 



 

 

 

 



 

 

 



 

 

 



 

 

 

 

 





 

 

 

 



 

 

 

 



 

 



 

 



 

 

 

 



 

 



 

 



 

 

 

 

 

 

 



 

 

 

 

  



Chapter 2: Finishing the Perky Penguin 2D Game 

 

 

 



 

 

 

 



 

 

 

 



 

 



 

 

 

 



 

 



 

 

 



 

 

 

 

 



 

 

 



 

 

 

 

 



 

 

 

 



 

 

 

 

 



 

 

 

 



 

 

 

 



 

 



 

 

 

 



 

 

 

 



 

 

 

 

 



 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 



 

 

  



Chapter 3: Adding Player Character for an Action 
Fighting Game 
 

 

 

 

 

 



 

 

 

 



 



 



 



 



 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 



 

 



 

 



 

 

 

 

 

 



 

 



 

 

 

 



 

 

 

 



 

 





 

 

 

 



 

 

 

 



 

 



 

 

 

 

 



 

 

 

 



 

 

 

 



 

 



 

 



 

 

 

 



 

 

 

 



 

 

  



Chapter 4: Enemy Characters with AI 
 

 

 

 

 

 

 



 

 



 

 

 

 



 

 



 



 

 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 



 

 



 

 



 

 

 

 



 

 

 

 

 

 

 

 



 

 

 



 

 



 

 

 

 

 

  



Chapter 5: Gameplay, UI, and Effects 
 

 

 

 

 

 

 

 



 

 

 



 

 







 

 

 



 

 

 

 





 

 



 

 

 

 



 

 

 



 

 

 

 



 

 



 

 

 



 

 

 



 

 



 

 



 

 



 

 



 

 

 

  



Chapter 6: GameScene and SceneFlow 
 

 

 





 

 



 

 

 

 



 

 

 



 



 

 

 

 



 

 

 

 

 



 

 

 

 

 



 

 



 

 

 

 



 

 



 

 



 

 



 

 



 

 



 

 

 

 



 

 



 

 



 

 

 

 



 

 



 

 

 

 



 

 

 

 

 

 



 

  



Chapter 7: Gamestats, Social, IAP, and Ad 
Integration 
 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 



 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 



 



 

 

 

 

 



 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 



 

 

 

 

 

 



 

 



 

 

 

 



 

 

 

 



 

 

 

 

 



 

 

 

 

 

 



 

 

 

 



 

 

 



 

 

 



 

 

 



 

 

 

 



 

 



 

 

 

 



 

 

 



 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 



 

 



 

 

 

 



 

 

  



Chapter 8: Sound, Finishing Touches, and 
Publishing 
 

 

 

 



 

 



 

 

 

 



 

 

 

 



 

 



 

 



 

 



 

 



 

 



 

 



 

 

 

 

 

 



 

 

 

 



 

 



 

 



 

 



 

 

 

 



 

 



 

 

 

 



 

 

 

 

 



 

 

 

 

 

 

 

 



 

 

 

 

 


