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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 2a UNITY Training (Advanced) 

Lesson 1 UNITY Training (Advanced) - One day Workshop or four activities 

Equipment (if needed) PC, Mac, internet (to install online software) 

Duration 4 didactic periods; 3 lessons (45 min) one lesson (2x45 min) 

Short description Learn tools and information in basic level in Unity application.  

Learning Outcomes Knowledge: 

• Graphics and physics in Unity   

• Audio, video and animation in Unity  

• World building in Unity  

• # Scripting in Unity 

Skills: Use Unity advanced tools to do first game creations.  

Attitude: 

• Imagination 

• Creative thinking 

• Adaptability 

• Experimentation 

• Patience 

• Concentration 

Activities 

Activity 1 A 1.1.1 

Aim of the activity Advanced functionality: how to manage graphics and physics in Unity 

Duration 45 minutes 

Type of Activity Workshop witch computers (online or in classroom) 

Teaching Objectives Configuring cameras, lighting models, textures and materials in Unity. Use 

visual effects, sky&colors and build-in 3D physics in Unity. 

Resources https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html 

Cameras: 

https://www.youtube.com/watch?v=537B1kJp9YQ 

 

Lighting: 

https://www.youtube.com/watch?v=DlxuvvYZO4Q 

https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html
https://www.youtube.com/watch?v=537B1kJp9YQ
https://www.youtube.com/watch?v=DlxuvvYZO4Q
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Models: 

https://www.youtube.com/watch?v=QkiRvBr_Qis 

Textures: 

https://www.youtube.com/watch?v=p8H8ZdL_7eA 

Visual effects: 

https://www.youtube.com/watch?v=UybzSIUlzC0 

Build-in 3D physics: 

https://www.youtube.com/watch?v=KH1zdT3VdKw 

 

Activity 2 A 1.1.2 

Aim of the activity Advanced functionality: how to use audio, video and animation in Unity 

Duration 45 minutes 

Type of Activity Workshop witch computers (online or in classroom) 

Teaching Objectives Configure audio, video and animation in Unity - advanced level. 

Resources https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html 

Audio: 

https://www.youtube.com/watch?v=A7PK4mO7HpY 

 

Video: 

https://www.youtube.com/watch?v=AGdy1bZzjXI 

 

Animation: 

https://www.youtube.com/watch?v=BenowRsc4BY 

 

Activity 3 A 1.1.3 

Aim of the activity World building in Unity. 

Duration 45 minutes 

Type of Activity Workshop witch computers (online or in classroom) 

Teaching Objectives To build Worlds in Unity (Advanced level). 

Resources https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html 

Terrain: 

https://www.youtube.com/watch?v=PDKZXjyhwh0 

 

Terrain tools: 

https://www.youtube.com/watch?v=smnLYvF40s4 

 

https://www.youtube.com/watch?v=QkiRvBr_Qis
https://www.youtube.com/watch?v=p8H8ZdL_7eA
https://www.youtube.com/watch?v=UybzSIUlzC0
https://www.youtube.com/watch?v=KH1zdT3VdKw
https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html
https://www.youtube.com/watch?v=A7PK4mO7HpY
https://www.youtube.com/watch?v=AGdy1bZzjXI
https://www.youtube.com/watch?v=BenowRsc4BY
https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html
https://www.youtube.com/watch?v=PDKZXjyhwh0
https://www.youtube.com/watch?v=smnLYvF40s4


 

This project has been co-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. 7 

  

Tree editor: 

https://www.youtube.com/watch?v=uC2raq3wjT0 

 

Activity 4 A 1.1.4 

Aim of the activity C# Scripting in Unity 

Duration 2x45 minutes 

Type of Activity Workshop witch computers (online or in classroom) 

Teaching Objectives Advanced usage of C# Scripting in Unity 

Resources https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html 

Setting up scripting environment 

https://www.youtube.com/watch?v=mTjYA3gC1hA 

 

Scripting concepts 

https://www.youtube.com/watch?v=Q0aXoLPK7tM 

 

Unity architecture 

https://www.youtube.com/watch?v=Stqk1GxlSK0 

 

C# Job System 

https://www.youtube.com/watch?v=9tMvzrqBUP8 

Further Reading 

Unity Manual This is Unity Manual: base to learn from Unity Technologies about Unity 

programme and any functions included. 

https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html 

Unity Technologies 

Platform 

This is a platform with video base to learn from Unity Technologies about 

possibilities to creation in Unity programme - Advanced level. 

https://learn.unity.com 

 

https://www.youtube.com/watch?v=uC2raq3wjT0
https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html
https://www.youtube.com/watch?v=mTjYA3gC1hA
https://www.youtube.com/watch?v=Q0aXoLPK7tM
https://www.youtube.com/watch?v=Stqk1GxlSK0
https://www.youtube.com/watch?v=9tMvzrqBUP8
https://docs.unity3d.com/2022.2/Documentation/Manual/UnityManual.html
https://learn.unity.com/


 

 

 


