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1. Introduce the course outline & create a new account.

2. Unity 3D window interface and basic operation introduction, comparison of 2D
and 3D.

3. Basic object construction, texture, lighting, material import, packaging and
export, game release.

4. Object movement, rotation, telescopic, and light change adjustment through
keyboard and mouse, C# basic program control.

5. Introduction of rigidbody, collision, trigger, prefab, etc.

6. Game scene (Terrain) production.

7. First person (FPS) scene guide control design.

8. Game cloth production (Cloth) production and collision.

9. Game lighting and baking technology, and controlling of the light source
through the keyboard and mouse.

10. 3D animation import, cutting and game animation production.

11. Game process and scene switching.

12. 2D game making.
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