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Intro 

• This activity aims to give guidance to the trainers to complete this training.  

• The trainer must use the next steps and the nodes from the teaching 

material to complete each module.  

 

Material to be used  

• For each module, the trainer must be aware of the material that the students 

will use.  

• The material must be installed before the beginning of the lesson (PC, 

projector, online software, etc.). 

• The trainer must install and use the material before the students, to be 

aware of any difficulties that may occur.  

• For every module, please provide the material that is going to be used. 

 

Explanation of the module 

• Before the beginning of the module, the trainer must take 15 minutes to go 

through the material that will be covered. 

• The student will have a better idea of the module. 

• A brainstorming activity will help the better understanding (try to ask 

questions by using online tools like myQuiz). 

 

Special Request 

• Each module may have some requirements or peculiarities. 

• Mentioned them and let the trainer know how to deal with them. 
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Basic coding  

• For the coding part, the trainer must know the programming language of the 

module (python, unity, etc.). 

• Provide step-by-step guidance to the trainee with screenshots alongside the 

actual code. 

• Let the trainee know about any difficulty that may occur during the coding 

process. 

 

Useful links  

• During the module, the trainer must present different videos or websites for 

further study or better understanding. 

• Provide some useful links for every module using e-library. 

 

Lesson Plan 

 Brainstorming 

• For every activity of the module the trainer must take a few minutes to ask 

certain questions. 

• The following lesson plan template will be used by the trainers to introduce 

each activity to the students.  

 

 Hands-on activity 

• This part is the most important. 

• The trainer will go through the material and the students must use the online 

tools or the coding to create either Artificial Intelligence tools or a UNITY 

game. 

• The trainer material will have key points that will help during the training. 
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Lesson Plan Template 

 

MODULE 3 

Lesson 3 UNITY Game Development ‘Lucky Game’ 

Equipment (if needed) PC, UNITY software 

Duration 4 didactic periods 

Short description Use the following steps to create a ‘Lucky Game’ in UNITY  

Learning Outcomes Knowledge: Module 1b 

Skills: 

• Use online tools to train an Artificial Intelligence mode 

Attitude: 

• Imagination 

• Critical thinking 

• Adaptability 

• Experimentation 

• Improvisation 

• Patience 

• Problem solving 

 

Activities 

Activity 1 A 3.1 

Aim of the activity Set up the Unity environment by creating the User Interface and adding 

animations 

Duration 45 minutes 

Type of Activity Programming 

Teaching Objectives Use the following steps to set up the UNITY environment  

Resources Setting Up the Developmhttps://learn.unity.com/tutorial/setting-up-the-

development-environment-for-ar-applicationsent Environment for AR 

Applications - Unity Learn 

 

Activity 2 A 3.2 

https://learn.unity.com/tutorial/setting-up-the-development-environment-for-ar-applications
https://learn.unity.com/tutorial/setting-up-the-development-environment-for-ar-applications
https://learn.unity.com/tutorial/setting-up-the-development-environment-for-ar-applications
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Aim of the activity Develop a “lucky game” in Unity by creating the functionality of the wheel and 

by creating the game logic 

Duration 90 minutes 

Type of Activity Programming 

Teaching Objectives Use the following instructions to develop a ‘lucky game’ in Unity 

Resources https://bmesoftware.com/process/technology/unity-

technology/?utm_source=bing&utm_medium=cpc&utm_campaign=Unity&ut

m_term=unity%20game%20developing&msclkid=544aa7bfd5b2127bd2a7c4

1a666b501a 

 

Activity 3 A 3.3 

Aim of the activity Test the “lucky game” and see the percentages of the chances in every object 

Duration 25 minutes 

Type of Activity Programming 

Teaching Objectives To test the ‘lucky game’  

 

Activity 4 A 3.4 

Aim of the activity Change the percentage of the chances randomly or manually 

Duration 20 minutes 

Type of Activity Programming 

Teaching Objectives To change the percentage in the game 

Further Reading 

Resource 1 title https://unity.com/download 

 

https://bmesoftware.com/process/technology/unity-technology/?utm_source=bing&utm_medium=cpc&utm_campaign=Unity&utm_term=unity%20game%20developing&msclkid=544aa7bfd5b2127bd2a7c41a666b501a
https://bmesoftware.com/process/technology/unity-technology/?utm_source=bing&utm_medium=cpc&utm_campaign=Unity&utm_term=unity%20game%20developing&msclkid=544aa7bfd5b2127bd2a7c41a666b501a
https://bmesoftware.com/process/technology/unity-technology/?utm_source=bing&utm_medium=cpc&utm_campaign=Unity&utm_term=unity%20game%20developing&msclkid=544aa7bfd5b2127bd2a7c41a666b501a
https://bmesoftware.com/process/technology/unity-technology/?utm_source=bing&utm_medium=cpc&utm_campaign=Unity&utm_term=unity%20game%20developing&msclkid=544aa7bfd5b2127bd2a7c41a666b501a
https://unity.com/download


 

 

 


