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SmartAInnovators Module structure 

 

According to the proposal P5(EMP), P2(CCS), P1(SAN), P7(ATR), P6(PCG) will be developing modules. 

Division of Modules 

ORGANISATION MODULE 

CCS 1a. Artificial Intelligence  - Basic 

EMPHASYS CENTRE 1b. Artificial Intelligence  - Advanced 

SAN 2a. UNITY Training - Basic 

PCG 2b. UNITY Training - Advanced 

ATERMON 3. UNITY Game Development ‘Lucky Game’ 

smartAInnovators

Artificial 
Intelligence (AI)

Basic Advanced

Unity Training

Basic Advanced

UNITY Game 
Development: 
'Lucky Game'
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Module 1a: Artificial Intelligence (Basic) 

This module includes 4 main topics: 1. Artificial Intelligence definition and examples, 2. Artificial Intelligence history, 3. Artificial Intelligence 

robots and machines, 4. Online Artificial Intelligence tools. 

Topic 1: Artificial Intelligence definition and examples: This topic will include subjects such as definitions and examples of Artificial Intelligence 

and it will cover the different usages of Artificial Intelligence  

Topic 2: Artificial Intelligence history: This topic will include subjects such as the history of Artificial Intelligence and it will cover the beginning 

and the progress of Artificial Intelligence. 

Topic 3 Artificial Intelligence robots and machines: This topic will include subjects such as the robots and the machines that use Artificial 

Intelligence and it will cover the different usages of those robots in our daily life 

Topic 4: Online Artificial Intelligence tools: This topic will include subjects such as tools of Artificial Intelligence and it will cover the usage of 

online Artificial Intelligence tools that we can easily use. 

Module 1a: Artificial Intelligence (Basic) 

Main objective: The objective of this module is to provide an overview of Artificial Intelligence. By the end of this module, the student will be 

able to know the basics of Artificial Intelligence, will be able to understand Artificial Intelligence robots and machines, and will be able to use 

online Artificial Intelligence tools. 
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Module and Topics Learning Outcomes 

 Knowledge and understanding Skills Values and attitudes 

1. Artificial Intelligence 
definition and examples  

2. Artificial Intelligence history 
3. Artificial Intelligence robots 

and machines 
4. Online Artificial Intelligence 

tools  

1. Understanding the definition of 
Artificial Intelligence using 
examples  

2. Knowing what is the Artificial 
intelligence history  

3. Understanding Artificial 
Intelligence robots and 
machines  

4. Using online Artificial 
Intelligence tools  

1. Develop the ability to understand 
Artificial Intelligence definition and 
examples of it 

2. Understand the Artificial Intelligence 
history 

3. Develop the ability to understand 
Artificial Intelligence robots and 
machines  

4. Be able to use online Artificial 
Intelligence tools  

 

1. Knowing the definition of Artificial 
Intelligence and examples of it 

2. Knowing the Artificial Intelligence 
history 

3. Awareness of Artificial Intelligence 
robots and machines  

4. Awareness of online Artificial 
Intelligence tools 
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Module description 

Module 1b: Artificial Intelligence (Advanced) 

This module includes 4 main topics: 1. Intro to Python, 2. How to create an Artificial Intelligence model, 3. Develop a face recognition model, 4. 

Test the face recognition model. 

Topic 1: Intro to Python: This topic will include subjects for the introduction to Python and it will cover the different usages of Python  

Topic 2: How to create an Artificial Intelligence model: This topic will include subjects for the creation of an Artificial Intelligence model and it 

will give guidelines for the creation of an Artificial Intelligence model. 

Topic 3 Develop a face recognition model: This topic will include subjects for the development of a face recognition model and it will give 

guidelines for the development of a face recognition model. 

Topic 4 Test the face recognition model: This topic will include subjects for the testing of the face recognition model. 

Module 1b: Artificial Intelligence (Advanced) 

Main objective: The objective of this module is to provide an overview of how Artificial Intelligence is been designed. By the end of this module, 

the student will be able to design from scratch a fully functional face recognition model. 

Module and Topics Learning Outcomes 

 Knowledge and understanding Skills Values and attitudes 

1. Intro to Python 
2. How to create an Artificial 

Intelligence model 
3. Develop a face recognition 

model 
4. Test the face recognition 

model 

1. Introducing Python  
2. Knowing how to create an 

Artificial Intelligence model 
3. Knowing how to develop a face 

recognition model 
4. Knowing how to test the face 

recognition model 
 

1. Develop the ability to understand 
Python 

2. Be able to create an Artificial 
Intelligence model 

3. Be able to develop a face recognition 
model 

4. Be able to test the face recognition 
model 

1. Awareness of Python introduction 
2. Creating an Artificial Intelligence 

model 
3. Developing a face recognition 

model 
4. Testing the face recognition model 
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Module 2a: Unity Training - first steps in Unity real-time development platform 

This module includes 4 main topics: 1. Unity User Interface and navigation (basic), 2. Game object, Components and Player (basic), 3. Scripts 
(basic), 4. Hotkeys  

Module 2a: UNITY Training (Basic)  

Main objective: The main issue is to familiarize the student with the program. It is important for the student to get to know the basic functions 

of the program. The student should be able to create a simple game world and write a simple script. 

Module and Topics Learning Outcomes 

 Knowledge and understanding Skills Values and attitudes 

Unity User Interface 
and navigation 
(basic) 

Having knowledge about elements of layout 
UNITY: Game Window, Hierarchy window, 
Project Window, Inspector, Toolbar; 
Console; Having knowledge about; Camera 
View, Scene View.  
Students have knowledge about directions 
dimension arrows.  
Students have knowledge about elements of 
toolbar: rotate tool, move tool, scale tool; 

Students can do changing values in 
Inspector Window (transform, Cube, Mesh 
Render, Box Collider, Player Script); using 
Game Window (use Play and Stop buttons); 
creating folders in Project Window and use 
toolbar functions. 
Students can use camera: rotating camera, 
changing views, moving;  

This skill is important to 
know how the UNITY look 
like and what its windows 
contain functions. This skill is 
important to fluently moving 
scene during work,  
This skill is needed to do 
operation (changing e.g., 
scale object) during creating 
game world. 

Game object, 
Components and 
Player (basic) 

Knowledge about: Transform, Rotation and 
Scale of Game Object, Prefabs, Empty Game 
Object; Components, Student have 
knowledge about player function.  
Students have knowledge about e.g., 
Rigidbody. 

Students can do changing values of 
Transform, Rotation, and scale, using 
prefabs. 
They can add components, Students is able 
to add gravity function. 

This knowledge Is needed to 
doing operation with Game 
Object 
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Scripts (basic) Students have knowledge about: Using unity 
engine; Class Player; Void Command; about 
UNITY language; “if” command; get 
component; Add; Vector3; 

Students can write simple scripts;  This knowledge is needed to 
writing simple scripts;  

Hotkeys Students have knowledge about keyboard 
shortcuts 

Students is able to using during work 
keyboard shortcuts e.g. W – move tool; E – 
rotation tool, R – scale tool, F2 – rename; 
Alt + Left Mouse – rotate scene view; Shift 
+ Middle Mouse – pan scene viewport; 
Mouse Wheel – zoom in/out; F – frame 
scene view to object; Ctrl + D – duplicate 
object; Ctrl – snap movement to 0.25 
increments; Alt + Expand / Collapsw – 
expand/collapse whole hierarchy; F2 (in 
Visual Studio) – rename – andchange all 
references too; Ctrl + Period (.) – suggest 
and auto complete; Ctrl + Y – delete line; 

This knowledge allows you 
to working faster.  
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Module 2b: Unity Training - level up with Unity real-time development platform 

This module includes 4 main topics: 1. Graphics and physics in Unity (advanced), 2. Audio, video and animation in Unity (advanced), 3. World 

building in Unity (advanced) and 4. C# Scripting in Unity (advanced) 

Module 2b: UNITY Training (Advanced) 

Main objective: As successor of previous module “UNITY Training - (Basic)” this module focuses on advanced features of Unity development 

platform. The objective of this module is to provide advanced knowledge and gain experience in Unity development platform. As results students 

should be able to work with Unity platform more efficient and effective. 

Module and Topics Learning Outcomes 

 Knowledge and understanding Skills Values and attitudes 

Graphics and physics in Unity 
(advanced) 
 

Students should get knowledge about 
Unity’s graphics features and control the 
appearance of highly customizable 
applications. Unity provides different 
physics engine implementations which can 
be used according to game development 
project needs: 3D, 2D, object-oriented, or 
data-oriented. 

Students can use Unity’s graphics 
features to create beautiful, 
optimized graphics across a range 
of platforms, from mobile to high-
end consoles and desktop. Students 
should be able to simulate physics 
in projects to ensure that the 
objects correctly accelerate and 
respond to collisions, gravity, and 
various other forces. 

Awareness of graphics 
control features in Unity. 
Knowing on how to use 
physics related special 
effects in Unity. 

Audio, video and animation in 
Unity (advanced) 

Students should learn how to work with 
audio assets in Unity. Unity can import 
audio files in AIFF, WAV and MP3 formats in 
the same way as other assets, simply by 
dragging the files into the Project panel. As 
result an Audio Clip is created which can 
then be dragged to an Audio Source or used 
from a script. 

Students should be able to enrich  
games with video clips. In particular 
they should be able to use video 
features include the hardware-
accelerated and software decoding, 
multiple audio tracks, and network 
streaming.  

Awareness of video 
system in Unity and wide 
range of available options 
and video-related 
features.  
Knowing the significance 
of audio usage in game 
development process. 



  

This project has been funded with support from the European Commission.  This communication reflects the views only of the author, and the Commission 

cannot be held responsible for any use which may be made of the information contained therein. 

Students should understand how to use 
Unity’s video system to integrate video into 
the game. Students know how to import 
video clips and configure them using video 
player component. The system allows you 
to feed video directly into the texture 
parameter of any component that has one. 
Unity then plays the Video on that texture 
at run time.  
Students should get knowledge about 
animation possibilities and animation 
features of Unity platform including but not 
limited to management of complex 
interactions between animations with a 
visual programming tool. 

Students should understand and 
use rich and sophisticated 
animation system of the Unity 
platform which provides easy 
workflow and setup of animations 
for all elements. 
Students should understand and 
effectively use Unity’s audio system 
with full range of background music 
or sound effects to make their 
games more attractive. 

Awareness of how 
animation is important for 
game development. 

World building in Unity 
(advanced) 
 

Students should get knowledge about tools 
that let them create environmental features 
such as landforms and vegetation. 

Students can use Unity’s editor with 
built-in set of terrain features that 
allow them to add landscapes to 
your game. Using editor students 
should be able to create multiple 
terrain tiles, adjust the height or 
appearance of the landscape and 
add trees or grass to it. At runtime 
Unity automatically optimizes built-
in terrain rendering for efficiency. 

Awareness of how to 
properly create worlds in 
Unity. 

C# Scripting in Unity (advanced) 
 

Apart from scripting fundamentals, 
students should get advanced knowledge of 
common tasks associated with setting up 
environment for scripting in Unity project. 

As result students can choice of 
code editor when working in Unity, 
connect external debuggers to 
Unity to set breakpoints, run 
automated tests on game code and 
use analyzers to inspect game code 
for style, quality, and other issues. 

Advanced scripting 
knowledge is important 
to develop more 
advanced games in Unity. 
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Module 3: UNITY Game Development – ‘Lucky Game’ 

This module includes 4 main topics: 1. Set up the Unity environment by creating the User Interface and adding animations, 2. Develop a “lucky 

game” in Unity by creating the functionality of the wheel and by creating the game logic, 3. Test the “lucky game” and see the percentages of 

the chances in every object, 4. Change the percentage of the chances randomly or manually  

Topic 1: Set up the Unity environment by creating the User Interface and adding animations: This topic will include subjects for setting up the 

Unity environment by creating the Unser Interface and by adding animations. 

Topic 2: Develop a “lucky game” in Unity by creating the functionality of the wheel and by creating the game logic: This topic will include 

subjects for the development of a “lucky game” and it will give guidelines for the creation of the functionality of the wheel and the creation of 

the game logic. 

Topic 3: Test the “lucky game” and see the percentages of the chances in every object: This topic will include subjects for the testing of the 

“lucky game” and see if the right percentages come up. 

Topic 4: Change the percentage of the chances randomly or manually: This topic will include subjects for the percentage of the chances after 

you change them randomly or manually. 
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Module 3: UNITY Game Development – ‘Lucky Game’ 

Main objective: The objective of this module is to provide an overview of how a “lucky game” in Unity is been designed. By the end of this 

module, the student will be able to design and test from scratch a fully functional “lucky game” model. 

Module and Topics Learning Outcomes 

 Knowledge and understanding Skills Values and attitudes 

1. Set up the Unity 
environment by creating the 
User Interface and adding 
animations 
 

2. Develop a “lucky game” in 
Unity by creating the 
functionality of the wheel 
and by creating the game 
logic 
 

3. Test the “lucky game” and 
see the percentages of the 
chances in every object 
 

4. Change the percentage of 
the chances randomly or 
manually 

1. Knowing how to set up the Unity 
environment by creating the 
User Interface and adding the 
animations 
 

2. Knowing how to develop a 
“lucky game” in Unity by 
creating the functionality of the 
wheel and by creating the game 
logic and algorithm 

 
3. Knowing how to test the “lucky 

game” and seeing the 
percentages of the chances in 
every object 

 
4. Knowing how the algorithm for 

changing the percentage of the 
chances randomly or manually 
works 

1. Be able to set up the Unity 
environment to create the User 
Interface and add animations  
 

2. Be able to develop a simulation of a 
“lucky game” in Unity with C# coding 
and create the wheel functionality 

 
3. Be able to test the “lucky game” and 

see the percentages of the chances in 
every object 

 
 
4. Be able to change the algorithm for 

the percentage of the chances 
randomly or manually 

1. Setting up the Unity environment 
and creating the User Interface 
and the animations  
 

2. Developing a “lucky game” in  
Unity by creating the functionality 
of the wheel and the game logic in 
C# coding 

 
3. Testing the “lucky game” and 

seeing the percentages of the 
chances in every object  
 

4. Changing the algorithm of the 
percentage of the chances 
randomly or manually 

 

 

 

 



 

 


