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Unity3D Basics
• A little about Unity3D:

A cross-platform game engine developed by Unity Technologies. It allows developers to create 2D, 
3D, VR (Virtual Reality), and AR (Augmented Reality) experiences. 

Cross-Platform Support: Windows, macOS, Linux, iOS, Android, WebGL, PlayStation, Xbox, and more.

Editor & Tools: visual editor, asset store, and tools for physics, lighting, animation, and UI.

Programming Languages: Primarily uses C# for scripting (OOD)

Asset Store: A marketplace where developers can buy/sell 3D models, animations, scripts, and plugins.

Real-Time Rendering: High-quality graphics with support for real-time lighting, shaders, and particle systems. Pre-

baked light, etc.

VR/AR Support: Widely used for XR applications with support for devices like Oculus, HoloLens, and ARKit/ARCore.



Git Repo

git@gitlab.com:c5952/developer/digital_phantom.gitUnity3D Repo

Recommend to use WSL

Mac development 

environment
Windows development environment

WSL, using Linux within Windows

Terminal

https://learn.microsoft.com/en-us/windows/wsl/install Gitlab account setup, RSA key

https://docs.gitlab.com/user/ssh/



Unity Hub
https://docs.unity3d.com/hub/manual/InstallHub.html
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Unity3D Editor
Version tested: 2021.3.19f1 (SOFA dependencies)
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Visual Studio
Version tested: 2021.3.19f1 (SOFA dependencies)
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Simple Test of Monobehavior

A class in Unity is a C# 

blueprint that describes 

how a GameObject 

behaves or stores data.

The Transform controls 

where a GameObject is, 

how it’s rotated, and how 

big it is in the game world.

Event Sequence

Awake → prepare

Start → initialize

Update → per-frame logic

FixedUpdate → physics

LateUpdate → afterward

PascalCase

Eye_brain_controller.cs

Eye-brain-controller.cs



THANKS
contact@joexing.me 

DO YOU HAVE ANY QUESTIONS?
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