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Sommario/riassunto An easy-to-follow, step-by-step tutorial focusing on practical
situations and manipulations, guiding you to create a concrete
Graphical User Interface and a simple 2D game.If you are a Unity 3D
developer looking forward to learn NGUI for Unity, then this book is for
you. Prior knowledge of C# scripting is expected. Additional knowledge
of Unity 3D Editor, Game Object and creating/adding scripts to Game
Object would be beneficial; however, no prior knowledge of NGUI is
required.



