Skills 17 Lesson Plans for Unity3d

Resources here:   https://goo.gl/jdYJS5

Session 1:
[bookmark: _GoBack]Overview: Your probably already sold, otherwise why would you be here?
Documents\NCEA Unity Projects Overview.pptx
Introduce 2018: Possible
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Discussion?
Goals for the sessions.
· We want to get lots of hands on with Unity3d (and Blender?) 
· Differentiate wherever possible to extend AND support.
· Supply lots of resources to get started.
· Provide opportunity for questions about Assessment/Step Ups etc.
· We will have made a Level 3 Achieved game (with direction) before the end of the 2 days!

Practical 1:
Ballgame Tutorial- Part One to Part 4.
Skills covered: 
· Import Assets, 
· Interface- hierarchy window/project panel and Inspector
· Position/rotate/scale Objects 
· view navigation, view manipulation
· vertex snap
· Scenes and Build Menu
· Adding a final Scene with Text Mesh
· Building a game


Practical 2:
Ballgame Tutorial- Extending Ballgame with Jump pads and Teleports
Skills Covered:
· Blender Modelling
· UV Unwrapping and materials
· Importing models into Unity
· Adding our first simple script (just follow along!)
· Making and using prefabs- the jumppad prefab to add again easily

Practical 3:
Terrain and the Wanderer Tutorial
Skills Covered:
· Working with Terrain and Terrain Data
· Painting Terrain height
· Painting terrain textures
· Painting trees and grass

Practical 4:
Learn to code- Remake Roll-a-ball!
https://www.youtube.com/playlist?list=PLbxeTux6kwSAJzXlLN2jHycEDbLnjgF2-
https://www.youtube.com/playlist?list=PLbxeTux6kwSCL7D5tl-1MnQyFK2qjf-rY
Documents\CSharp Cheat Sheet.pdf
Skills Covered:
· Scripting Reference
· Setting up Monodevelop or Visual Studio
· Code setup- existing class structure and monobehaviour
· Variable types and scope 
· public variables 
· Accessing Components- rigidbody vs transform
· Working with Vectors (value types vs reference types)
· The playercontroller- Script it- rb
· Accessing other objects- The Gamecontroller and collectables
· UI and maybe even SceneJumping

Practical 5-6
Project Sprint.
Make a complete game using mostly what we did with roll-a-ball but with the project sprint assets.
Skills Covered:
· GameController- manager for game
· Scripts “Getting” other scripts (3 methods? Tag, Drag and Drop, Singleton)
· OnTriggerEnter- collecting things
· UI Timer
· Start Scene/Win Scene/Lose Scene- Scene Jumping
· Replacing Models


 Q and A- Course Review:
Assessment? Project Based Learning? Development Logs? Evidence?
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