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​Preface

While the book Unity from Zero to Proficiency (Foundations) offers a great way to get started with Unity, I often wondered how I could further help teachers and students to make the most of that book. And so, the idea was born, to create a companion book that could be used by both teachers and students and that would provide a set of concise tips, exercises, and challenges for students, along with tips and lesson plans for teachers. 

​​Content Covered by this Book

In this companion book, each chapter includes a section for both students and instructors:

Students will find the following:


	A summary of the chapter with key concepts and takeaways, important terms and definitions and practical applications of the concepts.

	Questions: Yes/No questions, short answer questions and Open-Ended Discussion Questions

	Practice Exercises: Hands-on activities, Real-world scenarios to apply the concepts and step-by-step guides to completing tasks.

	A Project: A comprehensive project that applies all key concepts from the chapter 

	Additional resources: list of books, articles, and online resources for deeper understanding, software and tools that can aid in learning and applying the concepts, along with forums, online communities, and support resources.



Teachers will find the following:


	Lesson Plans with objectives, key points, and activities.

	Teaching Tips on how to explain complex concepts, common pitfalls faced by students, and how to engage students with different skill levels.

	Assessment Tools: suggestions for assignments, projects and quizzes (e.g., question banks).



Together, these two different sections will help both students not only to understand better the skills and knowledge provided in each chapter, but also to challenge them to take this further by challenging their creative and problem-solving skills.

What you Need to Use this Book

To complete the project presented in this book, you need to have the book Unity from Zero to proficiency (Foundations).

In terms of computer skills, all knowledge introduced in this book will assume no prior programming experience from the reader. This book does not include any programming, as this will be introduced in the second book in the series. So, for now, you only need to be able to perform common computer tasks such as downloading files, opening and saving files, be comfortable with dragging and dropping items, and typing.

How you will Learn from this Book

Because all students learn differently and have different expectations of a course, this book is designed to ensure that all readers find a learning mode that suits them. Therefore, it includes the following:


	A list of the learning objectives at the start of each chapter so that readers have a snapshot of the skills that will be covered.

	Each section includes an overview of the activities covered.

	Many of the activities are step-by-step, and learners are also given the opportunity to engage in deeper learning and problem-solving skills through the challenges offered at the end of each chapter.

	Each chapter ends-up with a quiz and challenges through which you can put your skills into practice and see how much you know.

	The book focuses on the core skills that you need. Some sections also go into more detail. However, once the concepts have been explained, links are provided to additional resources, if and where necessary.



​​Feedback

While I have done everything possible to produce a book of high quality and value, I always appreciate feedback from readers so that the book can be improved accordingly. If you would like to give feedback, you can email me at learntocreategames@gmail.com.

​Improving the Book

Although great care was taken in checking the content of this book, I am human, and some errors could remain in the book. As a result, it would be great if you could let me know of any issue or error you may have come across in this book, so that it can be solved, and the book updated accordingly. To report an error, you can email me (learntocreategames@gmail.com) with the following information:


	Name of the book.

	The page where the error was detected. 

	Describe the error and also what you think the correction should be.



Once your email is received, the error will be checked, and, in the case of a valid error, it will be corrected, and the book page will be updated to reflect the changes accordingly.

Supporting the Author

A lot of work has gone into this book, and it is the fruit of long hours of preparation, brainstorming, and finally writing. As a result, I would ask that you do not distribute any illegal copies of this book. 

This means that if a friend wants a copy of this book, s/he will have to buy it through the official channels (i.e., through Amazon, lulu.com, or the book’s official website: www.learntocreategames.com/books).

If some of your friends are interested in the book, you can refer them to the book’s official website (http://www.learntocreategames.com/books) where they can either buy the book, enter a monthly draw to be in for a chance of receiving a free copy of the book, or to be notified of future promotional offers.
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​Lesson Plans for Teachers

When conducting your classes and tutorial with Unity and Game Programming, you can follow these objectives, key points.

You can let the students know of these objectives at the start of the classes, and also employ them to highlight the structure of the class, or the progress made:


	Understand the concept of game engines.

	Learn about the features introduced by Unity 2022.

	Grasp the benefits of using Unity for game development.

	Comprehend the cross-platform capabilities of Unity.

	Identify the importance of Unity’s Asset Store.

	Recognize the advantages of Unity’s community and support resources.



These following points can be used as an outline of your course, and the name of the different sections of your classes. You can add them to a PowerPoint presentation to inform students or keep them for yourself to keep the structure of your classes in mind:


	Overview of game engines.

	Unity’s unique features and advantages.

	Recent updates and features in Unity 2022.

	Cross-platform development with Unity.

	Utilizing Unity’s Asset Store for project enhancement.

	Engaging with Unity’s community for support and resources



The following list includes activities that you can lead to engage students in a way that is creative and constructive, and that supports their critical and creative skills:


	Class discussion on the role and importance of game engines.

	Research and presentation on games developed with Unity.

	Hands-on activity to explore Unity’s interface and basic features.

	Group project to create a presentation on the benefits of cross-platform development.

	Individual assignment to explore and report on useful assets from Unity’s Asset Store.

	Classroom debate on the importance of community support in game development



Teaching Tips

This section will provide you with tips that you can apply during your classes and labs to help students to understand the steps provided in the book better, identifying aspects that may be more challenging to understand, common issues faced by students, and a few tips to engage and motivate students based on their skill levels.

Explaining Complex Concepts

To make it easier for students to go through the steps described in the book, you could do the following:


	Use visual aids and examples of popular games made with Unity to illustrate key points.

	Break down the features of Unity into manageable sections and relate them to real-world applications.

	Use analogies to explain what a game engine does. Compare it to a car engine that drives all the components of a car (game). Provide visual aids, such as diagrams showing the different parts of a game engine (e.g., graphics, physics, input handling) and how they work together.

	Show real-world examples of games made with Unity to illustrate the capabilities of a game engine. Discuss different genres and styles of games to showcase Unity’s versatility.

	Create a comparison chart to show the differences and advantages of Unity over other game engines. Discuss scenarios where Unity's unique features provide specific benefits



Common Pitfalls

As you go through the book “Unity from Zero to Proficiency (Foundations)” and explain the different concepts within, students may feel overwhelmed with the technical jargon, and you can use the following remedial actions to help them:


	Simplify and explain terms like "Integrated Development Environment (IDE)" and "Graphical User Interface (GUI)."

	Ensure students understand that they don’t need to know all features immediately but focus on core functionalities.

	Create a resource list with tutorials and documentation for each feature, so students can refer to them as needed. Encourage them to set realistic goals and focus on one feature at a time



Engaging Students with Different Skill Levels

As you go through the different tutorials and steps included in the book, students, depending on their current skill level, may need to be kept motivated; as a result, the following suggestions may be useful:


	Start with the basics of game engines and Unity’s interface with beginners: Start with simple, hands-on activities that build confidence. Create small projects that allow beginners to experience quick wins and build foundational skills. Use step-by-step tutorials and provide plenty of guidance. Break down tasks into manageable steps and offer support through each stage.

	Challenge intermediate students with more complex tasks that require problem-solving and critical thinking. Encourage them to explore different features of Unity and experiment with their projects. Provide opportunities for peer learning. Pair intermediate students with beginners to foster collaboration and reinforce their understanding by teaching others.

	For advanced students: Discuss more technical aspects such as multi-platform deployment and recent updates in Unity. Give advanced students more autonomy to explore and create. Assign open-ended projects that allow them to apply their skills creatively and push the boundaries of what they can do with Unity.









Following these steps should really endure that your students are motivated to learn and discover more about Unity and its interface.

Assessment Tools

This section will provide you with ideas of assignments, projects or quizzes to challenge your students.

Assignments

If you want to assess your students, you can try the following assignments:


	Writing an essay on the benefits of using game engines for game development, and how Unity could be more suited in several cases.

	Have students write an essay on the role of game engines in game development. They should compare Unity with at least one other game engine, discussing the strengths and weaknesses of each. Encourage students to research real-world examples of games developed with different engines and include these examples in their essays.

	Assign students to explore one key feature of Unity (e.g., cross-platform support, Asset Store, or community resources). They should write a report explaining how this feature can benefit a game developer and provide examples of its use in successful games. Include a requirement for students to reference Unity's official documentation and community resources to support their findings



Project Ideas

The following project suggestions can be a great idea to involve the students in a constructive and collaborative project:

	Create a presentation on a game developed with Unity, highlighting the features used and how they contribute to a great user experience.
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