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18 public static void main(Stringl[] args) { J
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‘Output | Tasks % x
3] || pescroton Fie Une | Location |
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Steps HName and Location

L Choose Project PrajectName:  [HelloWorkdApp

Project Location:  |C:\NetBeansProjects @

Project Folder:  [C:\NetBeansProjects\Heloviorkdapp

™ Use Dedicated Folder for Storing Libranies

Libraries Folderr | Browse.., |

Different users and projects can share
the same compilation lbraries (see Help
for details).

[V Create Man Class [heloworidans HelloWorldAgs

<Back | x> Fit | cacd | meb |




, New Project

Steps

Choose Project

x|

1. Choose Project
2 ..

Categories:

:l Java

L] Javarx

) JavaWeb

t _j Java EE

-] lavacCard

1 JavaME

t :I Groovy

- c/c++

(2] NetBeans Modules
# ] samples

&» Java Project with Existing Sources
A8 Java Free-Form Project

Description:

Creates a new Java SE application in a standard IDE project. You can
also generate a main dass in the project. Standard projects use an
IDE-generated Ant build script to buld, run, and debug your project.

< Back “Wl Finish | Cancel ] Help I
Solution Explorer > QX

2 E R
'3 Solution "WindowsPhoneGamel' (2 projects)
4 | WindowsPhoneGamel
[ [=d Properties
a | References
<3 Microsoft.Xna.Framework

<3 Microsoft.Xna.Framework.Game
<3 Microsoft.Xna.Framework.Garmerservices
<3 Microsoft.Xna.Framework.Graphics
<3 Microsoft.Xna.FrameworkInput. Touch
<3 mscorlib
< Systern
<3 Systern.Core
<3 Systemn.Met
«3 Systern.{ml
<3 Systermn.Xml.Ling
[ [ Content References
|28l Background.png
|#] Game.ico
#] Gamel.cs
|8 GameThumbnail.png
#] Program.cs
4 __'.;J WindowsPhoneGamel Content (Content)
[+ |23 References




Select the Windows Phone Flatform you want to target for this game.

Target Windows Phone Viersion:

Windows Phone 7.1 - |




|
v

| Recent Templates | MET Framework 4 - | Sort by: | Default
Installed Templates

. Windows Phone Game (4.0)
4 Visual CF

Windows
Web
Office
Cloud
Reporting
SharePoint
Silverlight

Windows Phone Game Library (4.0)

Windows Game (4.0)

Windows Game Library (4.0)

Silverlight for Windows Phone
Test
WCF
Workflow
AMA Game Studic 4.0
Other Languages
Other Project Types
Database
Modeling Projects
Test Projects

Kbowx 360 Game (4.0)

Abox 360 Game Library (4.0)

Content Pipeline Extension Library (4.0)

Empty Content Project (4.0)

%1 %1 Bl ol B el e

Online Templates

Mame: PacktGame

Location: C:\Dev\Packt
Solution name: PacktGame




+ HelloWorld
#% 7 targets, i0S SDK 4.3

¥ || HelloWorld
|E| HelloWorldAppDelegate.h
E| HelloWorldAppDelegate.m
v |iPhone
@ Helloworld AppDelegate_iPhone.h
|E| HelloWorldAppDelegate_iPhone.m
o MainWindow_iPhone.xib
v (] iPad
|E| HelloWorldAppDelegate_iPad.h
|E| HelloWorldAppDelegate_iPad.m
¢ MainWindow_iPad.xib
[ 2 |:| Supporting Files
b [ ] HelloWerldTests
b [ ] Frameworks
|| Products

Product Name HelloWorld

Company Identifier com.PacktMobile

Bundle Identifier com.PacktMobile.HelloWorld

Device Family | iPhone $)

[] Use Core Data
[} Include Unit Tests



Choose a template for your new project:

i iPhone OS
exec
lication
Appl n
Library
Cocoa- Quartz Composer Command Line
' User Templates Al i Appli Tool
Application
Nibless Cocoa Application
ﬂ Mac OS X
Framework & Library
Application Plug-in
System Plug-in
Other
Web Options [0 Create document-based application
() Use Core Data for storage
() Include Spotlight Importer
A Cocoa Application
This project builds a Cocoa-based application written in Objective-C. A
v

hooser
4

New Android Project '%l
Creates a new Androdd Project resource. (3 e
i1

Project name:  mygame. android
Contents

=) Create pew projeet in workipace
) Create pregect fram existing source
] Use defauit location

Location: | fUsers/Packe/Projects
) Create project from existing sample
Samples: | ApiDemos :)

Basild Target

Package name: net, Packt, mypane
4 Create Activity.  Mygamesctivity
Min 50K Versbon:

@ (Cxme ) ((weoms ) (Gamce ) G

4




.00 Create new AVD

Name: MyDevice
Target: | Android 2.2 - API Level 8 %4
SD Card: 0
® size: 1_128 | MiB
() File: Browse...
Skin: ‘ —
@ Built-in: | Default (HVGA) [
() Resolution: x
Hardware: :
Property Value ’ New... |

Abstracted LCD density 160
Delete

| Force create

( cCancel ) ( CreateAVD )
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CONTRACTORS BY JOB FUNCTION

....... . - i
' - Audio [EE
Design (Y
Production [
Programming [ESH
oA I—
Writing/Scenario [16%]
Other V8%
Tools
System Summary
Startup Options
Activity Center
Memory
Hot Keys
Power
Email: *
Bug Reportin o
¢ g Hep 9 Priority: * [Seied avalue... ] vJ
Reproducibility: * [Seledavahe... ]v}
Date and Time: Select a value... v

Related Tasks

* - Denotes Required Field

Control Deb




Concept ships




Art

Audio

Design
Production
Programming
QA
Writing/Scenario
Other

CONTRACTORS BY JOB FUNCTION

26%

11%

15%
17%

~

( D

Scheduling [ Budgeting ] Game Design
. /

Programming Marketing
- -
A 0y
Art Design Sound Design

LProcurement

Human
Resources

Risk
Management
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simplified mesh simplified mesh
50% triangles and normal mapping
9 500 triangles

original mesh
4M triangles
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Click and drag to select audio
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Conductive Layer

Spacer Layer
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Conductive Layer

LED Layer

= BlackBerry




SELECT TEAM

SELECTPLAYERS |

CHAMPIONSHIP| | - BECIN]

CHOOSE TRAINING
TRAINING |
(_MAIN SCREEN )

VIDEO

OPTIONS AUDIO

" GAME CONTROLS
Joreors

\aur




— -

WELCOME BAGK,
Packt

iF THIS IS NOT YOU, CLICK HERE,




no
Is the

interface
component
part of
the actual game

space?
yes

Is the interface component part of
the game story/narrative?

no yes
non-diegetic spatial

representations | representations
meta diegetic

representations | representations
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> i) PET—
= i sScene Hierarchy © Inspector &=

7 || standalone (1024576 = Maximize on Play | Stats| Gizmos *| || | Create +| (G AT \|' [ | CEmE [ Static +
Directional light

Tag [MainCamert | Layer [Default

v . Transform =,
Position
xo | z
Rotation
x[o  Jv[o  Jzfo
Scale
x[1  Jr[i__ Jz[1
R A 2 A A A B RS S 'cf:ﬂ::‘mm
T T T T T R TR ! ——
STn LT ST = B SIn ST 4%F O3 Culling Mask Everything ™
i Projection T —
Field of view —C—
Clipping Flanes
Near[03 | Far [1000
Normalized View Port Rect
1 project x o 1y [o
Create -| (G AT w oL HoO1
' E13DModels
v S Materials Depth ]
D oreen Rendering Path Uss Player Ss :
glnvadersMatma\ Target Texture [None (Render Text @
vad - =
[ @mspector | e
Cizmang O AT ez m—] =W | [ static v

Tag [Untagged ¢ | Layer [Dsfault &

¥ A Transform £,
Position
Y 0 zoo
Rof E
Y o zao
Y1 z1
Plane (Mesh Filter) &,
Mes| B plane o
¥ .4 ¥ Mesh Collider [T
Is Trigger |
Material None (Physic Mate| ©
Convex
Smooth Sphere Calli[ ]
Mesh i Plane e
¥ @i M Mesh Renderer @
Gizmos ~ O AT Cast Shadows o
5 Project Receive Shadows [
|| Create ~ (ar AIT ¥ Materials
¥ (3DModels size 1
v [ Materials Element 0 @ InvadersMaterio
Qareen Use Light Probes  []
Qred InvadersMaterial L
@ white Shader | Diffuse -]
> Prefabs
Kt Main Colar 1”7
¥ B Textures BT ()]
InvadersTexture Tiling Offset
Y F— [
= erarchy © Inspector
izmos ~ e AT reate All
S = ‘:M e L — InvadersRef
in Camers Shader | Diffuse B
Plane e ——
Main Color
Base (RGB)
Tiling Offset
x[ o
v 0
40 Unity - Untitled - Spacelnvaders prot
d th t ~ t File Edit Assets [GameObject| Compenent Terrain Window Help
rag e "X u re m + B Create Empty Ctrl+ShifteN |
Into thIS s Ot e oene ||  CeoteOther » Particle System
Tetued Center On Children S D
GUI Text
Make Parent T
Clear Parent
Gizmos ~| (G AT o 3D Tet
. Apply Changes To Prefab
8 project PRI
creaver| @AT ) Break Prefab Instance Directional Light
' E130Models othont
¥ B Materials Mave To View Ctris Alt+F Spotlight
Align With Vie Ctrl+Shift=F Ares Light
Align View to Selec
Cube
Sphere
Capsule
Cylinder

B space-invaders

Plane



% Unity - Untit

File Edit Assets GameObject Component Temain Window Help

M + B (> [ [p]

# Scene
Textured

Hierarchy | @ nspector L @
I G — (g [ [Alfenz | Ol static ~ |~
Gl Tag [Untagged & Layer [Dsfauic %)
j::::i ¥ A Transform &,

Alient Position
Main Camera % [416429] ¥ [124.8681 Z |-340.22€
Rotation
x[eazeel o Jzfo ]
Scale
¥ [0.09999' Z [0,09999"
i Box 004 (Mesh Filter)
Mesh Box004
v Mesh Ren
'ﬂas Shadons o)
. Receive Shadows M
e material ==
Size
Element o | Qo name \o
Use Light Probes L]

@s.

None (Animatioio

@ Project
| Create | (@ ATl 2 Play ™
» [3DModels Animate Physics a
Culling Type Always Animate ¥

No Name &
® Alien1 Shader | Diffuse

Main Color [ 1#

Base (RGB)

T
© Inspector
red
shader | Di

Main Color
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Main Camera
Tiling

o set the —
r material

¥ Colors

&1 project
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File Edit Assets GameObject Component Temain Window Help

OEXS[=]

# Scene

Texturad

roject
Crestec| @AT_

Folder

Javascript
C# Script
Boo Script
Shader

Prefab
Material
Animation
Cubemap
Lens Flare

Custom Font

Physic Material
GUI Skin

% Unity - Untitled - Pac-Shot - Web Player*

File Edit Assets GameObject Component Temain Window Help

# Scene

< 3

Unity - Project Wizard

Open Project | Create New Project

ProjectLocation

acktiSpacelnvaders]

Import the following packages:

] haracter Controller.unityPackage
[ Light Cookies.unityPackage

] Light Flares.unityPackage

] Partides unityPackage

[T Physic Materials.unityPackage

(] ProjectarsunityPackage

7] Seripts.unityPackage

<1
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pacelnvaders_proto_bool

PC and Mac Standalon

File Edit Assets GameObject Component

Window Help

61 - B ce
Hscene | €Game | e
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Audio

Scripts

3 Scene

Navigation

Rendering
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Texturad

Interpolate
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Use Gravity =]
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Collision Detection
¥ Canstraints

> [ Box Collider
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@ project

Create - | (Er Al )
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[ PIship

(1) swarmManager
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Tiling

Preview
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RightBound
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& Project
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» (59 3DModels

O Inspector

R -
x 0.2 Y 0z Z 0.z al
B Box 002 (Mesh Filter) #
Mesh Box002 o

Mesh Renderer

=i
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Window Help
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CHAPTER 12

Budget

Resource Name Work Cost
Project Manager 528 hrs $13,200.00
Designer 152 hrs $3,800.00
Programmer 576 hrs $14,400.00
2D Artist 96 hrs $2,400.00
3D Artist 80 hrs $2,000.00
Sound Engineer 232 hrs $5,800.00
Tester 40 hrs $1,000.00
Total $42,600.00
:Task Name [Duration Start Finish Predecessors  [Resource Names |

Fri 7/19/13

[Designer

Mon 7/22/13__[Tue 7/23/13

|Project Manager

\Wed 7/24/13 |Thu 7/25/13

IProject Manager

2D art 11 days Fri 7/26/13 Fri 8/2/13 2D Artist, Project
Main Screen 1 day \Fri 7126/13 |Fr| 7126/13 3 2D Artist
Options Screen 1 day Mon 7/29/13 _ |Mon 7/29/13 5 2D Artist
Game Play 1 day [Tue 7/30/13 _ |Tue 7/30/13 6 2D Artist
Achievements 1 day |Wed 7/31113 _|Wed 7/31/13 7 2D Artist
Shop 1day [Thu 8/1/13 [Thu 8/1/13 8 2D Artist
Credits 1 day Fri 8/2/13 Fri 8/2/13 9 2D Artist
Grof 1day Fri 7/26/13 [Fri 7/26/13 3 2D Artist
Lilypad 1day Mon 7/29/13 _ |Mon 7/29/13 12 2D Artist
Insect 1day |Tue 7/30/13 _ [Tue 7/30/13 13 2D Artist
Small pond 1day |Wed 7/31/13 _ |Wed 7/31/13 14 2D Artist

Large pond 1da [Thu 8/1/13 Thu 8/1/13 15 2D Artist
Sound 10 days Fri 7/26/13 [ Thu 8/8/13 3 Sound Engineer, Project Manager

background musics: |1 day/da Fri 7/26/13 [Fri 7/26/13 3 [Sound Engineer
Sound FXs 9 days Mon 7/29/13 | Thu 8/8/13 18 Sound Engil
Grof jumps 1day Mon 7/29/13 _ |Mon 7/29/13 18 [Sound Engineer
Grof eats 1day [Tue 7/30/13 _ |Tue 7/30/13 20 [Sound Engineer
Level complete 1 day [Wed 7/31/13 _|Wed 7/31/13 21 [Sound Engineer
Level fail 1day [Thu 8/1/13 [Thu 8/1/13 22 Sound Engmeer
Illegal move 1day Fri 8/2/13 Fri 8/2/13 23 [Sound Engineer
back one move 1day [Mon 8/5/13 __ |Mon 8/5/13 24 [Sound Engineer
restart level 1day [Tue 8/6/13 [Tue 8/6/13 25 ISound Engineer
make selection 1 day |Wed 8/7113  |Wed 8/7/13 26 [Sound Engineer

Pregramming

back one screen 1 da‘ [Thu 8/8/13 [Thu 8/8/13 27 ISound Enilneer
36 days Fri 7/26/13 __ |Fri 9/13/13 3 [Programmer, Project Manager

Main Screen 5 days Fri 7/26/13 [Thu 8/1/13 3 [Programmer
Options Screen 5 days Fri 8/2/13 [Thu 8/8/13 30 [Programmer
Game Play 15 days Fri 8/9/13 Thu 8/29/13 31 IProgrammer
Achi 5 days Fri 8/30/13 [Thu 9/5/13 32 IProgrammer
Shop 5 days Fri 9/6/13 [Thu 9/12/13 33 |Programmer.
Credits 1 day Fri 9/13/13 Fri 9/13/13 34 IProgrammer

Teslinﬁ 5 daﬁ Mon 9/16/13 _|Fri 9/20/13 29 Tester, Project Manaﬁer Desiﬁner
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