
3D Game Development in Unity

Red Belt - Sprint 4 - Class 1



Major Games created using Unity

And many, many more….

Class 1



History of Unity
Unity (commonly known as Unity3D) is a game 
engine and integrated development environment 
(IDE) for creating interactive media, typically video 
games.
The first version of Unity (1.0.0) was launched in 
June 2005 and created by developers Nicholas 
Francis, Joachim Ante, and David Helgason in 
Copenhagen. The gaming engine was created with 
the goal of giving creators an affordable game engine 
with professional tools for game development.
Unity was originally available solely for Mac OS X, 
and developers could only deploy their creations to a 
few platforms. Currently, Unity is supported on both 
Windows and Mac platforms and targets over a 
dozen platforms from gaming consoles, mobile 
phone games, and TV/film.



Made with

A short film created using Unity
https://www.youtube.com/watch?v=HaOOWK14pgs

Monument Valley - iOS, android, Windows Phone
https://apps.apple.com/us/app/monument-valley/id728293409

Road 96 - on Steam
https://store.steampowered.com/app/1466640/Road_96/

https://www.youtube.com/watch?v=HaOOWK14pgs
https://apps.apple.com/us/app/monument-valley/id728293409
https://store.steampowered.com/app/1466640/Road_96/


Made with Activity 1 - play.unity.com

https://play.unity.com/


Made with Activity 2 - itch.io

Indie Games are games created by independent creators typically by either 
one person or a small group of people.

Vapor Trails
Faerie Afterlight

https://itch.io/
https://sevencrane.itch.io/vapor-trails
https://claygamestudio.itch.io/faerie-afterlight


Made with

Activity 2 - Getting Started with Unity



Getting started with

Unity uses the 
programming language 

C#

Fear not...with game development comes programming!

Inspired by the musical note, C# is the most commonly 
used programming language that developers use in Unity. 
Unlike Unreal Engine, that uses C++. 

(Fun fact, the Unity engine itself,  was written in C++)

You can also use languages like C++ and javaScript in Unity 
as well.
Both Unity and Unreal Engine uses an intermediate level of 
object-oriented programming for its games.



Getting started with

The possibilities are 
endless...

http://www.youtube.com/watch?v=1L6rig10wiQ


Made with

The User Interface



Let’s take a look at the layout of 
Unity.

Step 1:

Go to Unity on Mac.

Step 2:

In Unity hub, you will see a list of previous 
projects. To start a new project, click on the 
“New” button in blue.



Let’s take a look at the layout of 
Unity.

Step 3:

In the “create a new project” window, 
select from the template options. There 
are a ton of awesome options from VR 
to mobile 3D and even a Lego 
Minigame. But for this sprint, we’ll be 
selecting “3D”.

Step 4:

In the “settings” area, name your 
project.
You can also select the location of 
where you want to save your project 
file.
Please save in the documents folder.

Once done, click “create” in blue.



The User Interface - The scene view

First, we have the Scene View.

The entire view - from the 
camera, the lighting, the actors, 
the scene...Everything is in this 
shot.



The User Interface - The Game view

Next, we have the Game View.

The Game window is only what 
the camera sees.

Notice, in Game view you see a 
horizon, a sky, and the ground. 
This is what the camera is 
viewing. 

If you toggle back to the Scene 
view, you’ll notice a tiny camera 
showing you what it is viewing.



The User Interface - The Hierarchy Tab

Next, we have the Hierarchy 
Tab.

Think of the Hierarchy tab as 
the inventory list of all the 
components of your game.

E.g.

- Main Camera
- Directional Light
- Player
- playerTwo



The User Interface - The Hierarchy Tab cont.

If you select a component in the hierarchy, it will also select it within the scene view.



Drag-and-drop customizable 
layout

Every aspect of the software is 
broken up into tabs.

As you continue using Unity, you 
may want to move things around to 
your liking. You can simply do that 
by dragging the tabs, where you 
want them.

The User Interface - Drag and drop layout



The Project Tab -

Broken up into 2 sections - 
“Favorites” and “Assets”.

This area will store all of the 
files associated with your 
game project.

The User Interface - The Project Window



The Inspector Tab -

When something is 
selected within your scene 
or within your “Hierarchy” 
list, you will notice a ton of 
information regarding it 
show up in the inspector 
tab.

This gives more 
information on the object 
selected and allows you to 
make specific changes.

The User Interface - The Project Window



Let’s take a look at the layout of 
Unity.

Your games setting will also 
depend on what you have set 
as your “Build settings”.

If you go to File > Build 
settings

You can choose the actual 
device type you want your 
game to be made on.

If you make a game on pc and 
want to switch it to an Android 
device or iOS, you would click 
the device and then click 
“switch platform”.
Depending on the amount of 
files in your project and how 
large your game is, will 
determine how long it will take 
to render to the new platform.

The User Interface - Build Settings



Let’s take a look at the layout of 
Unity.

Step 12: The Console Tab

The Console Tab -  by default 
is located at the button panel, 
right next to the project tab. 

The console, much like the 
console in any other IDE, is 
used to help you locate and 
find errors within your game.

Also, when you do your print 
debugging like debug.log or 
console.log, it will show within 
the console. We will go into 
more detail on that in another 
class.

The User Interface - The Console Tab



Let’s take a look at the layout of 
Unity.

Step 13: Adding more tabs!

We’re going to add two more 
very important tabs to our 
workspace that will help us 
during game creation.

1. The Animator tab

This tab is where you would 
connect the animations 
togethers.

2. The Animation tab

This tab is where we create 
animations. 

The User Interface - The Animator and Animation tab



Made with

Let’s Create our first Game objects



Let’s Start!

We are going to start making a 
platform for a platform game.

In the Hierarchy Tab, right-click 
in an empty space click 3D 
Object > Cube.

We have here a game object.

You can rotate the view by 
hitting the alt key and left click 
to rotate around and view the 
object from different angles.

Activity 3 - Making a platform



Take a look at the 
Unity Asset Store!

Activity 3
Get both paid and free assets from the Unity 
Assets store! These assets help you build your 
game faster and may add more awesomeness 
to your game project!



Adding a text 
editor to Unity



Next Class:
Game Building - 
Building our first Game Objects

That’s it for today!


