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LET’S MAKE GAMES!
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WHO ARE WE?

Vittoria Frau

vittoria.frau@cc.au.dk

Pablo Velasco

pvelasco@cc.au.dk

mailto:vittoria.frau@cc.au.dk
mailto:pvelasco@cc.au.dk
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PROGRAM

https://vittoriafrau.github.io/projects/codingbynight-videogame.html

https://vittoriafrau.github.io/projects/codingbynight-videogame.html
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REPOSITORY

https://github.com/VittoriaFrau/CodingByNightVideoGameEdition

https://github.com/VittoriaFrau/CodingByNightVideoGameEdition
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GAME PLAYING GAME DEVELOPING≠
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MANY ASPECTS OF GAME DEV

Creative Director
Game Designer
Level Designer

Technical Designer

DESIGN

Creative Director
Game Designer
Level Designer

Technical Designer

QUALITY ASSURANCE

Art Director
Lead Artist

Computer Graphics Artists
Technical Artist

ART

Sound Design
Music/SFX

Voice Acting

AUDIO

Exec Producer
Producer

Associate & Assistants

PRODUCTION

Development Director
Technical Director
Lead Programmers

Developers/Programmers

ENGINEERING
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INTERACTIVE MEDIA

GAME DEV CONCEPTS APPLY BEYOND GAMES

INTERACTIVE 

ENTERTAINME

NT

SERIOU

S 

GAMES



Ernest Adams, Game Designer

“Games can make dreams real. This is the unique characteristic 
of interactive entertainment that sets it apart from other forms. 
Books and movies can take you away to wonderful places, but 
they can’t let you do amazing things”
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HOW ARE GAMES MADE?
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TARGET AUDIENCE
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NEIGHBORHOOD AKA GAME PLATFORM

Mac

Windows
Switch Xbox

PlayStation

Android

Apple iOS

Web
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GAME TECHNOLOGY “STACK”

Graphics Sounds

Hardware

Operating System

Game-Specific Code

Game Engine
(Graphics, Physics, Input…)

Earth

Foundation

Framing

Finish work
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GAME ENGINES

• Provides core game functionality 

• Build on top of engine
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UNITY?

• One of the most popular of them all

• Not game genre specific

• Feature rich game engine

• Easy to learn but deep feature set

• Great asset pipeline

• Good documentation and community

• Build to many game platforms
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UNITY EDITOR QUICK REFERENCE



Let’s jump into the editor





Scene editor Game preview



Hierarchy: Lists all the Game 

objects inside 

the current scene

Inspector: lists all the 

components of the 

selected game object

Asset list of the project



Game object manipulation

Buttons

Play and Pause the 

game buttons



If you make changes in play mode, 
they are not going to be saved!!



Hint: change the color of the background in play mode

Unity -> Preferences -> Colors -> Play Mode tint





Exercise: Extend the playground

Use the scene you already made and add the following:

1. Rename your objects in the Hierarchy: Ground, Light, Cube, Sphere, Capsule. 

2. Duplicate the sphere 3 times and place the copies as platforms across the plane. Use 
the inspector to change the scale to: 5,5,5 (sphere1); 0.3, 0.3, 0.3 (sphere2), 10,10,10 
(sphere3). Add a RigidBody component to each of them.

3. Create one parent object called Arch, then make 3 cubes as children: Left, Right, Top. 
Drag them under Arch in the Hierarchy. 

4. Select the capsule and add a player tag in the Inspector. 

5. Create some walls at the edge of the plane.



https://assetstore.unity.com/packages/3d/vegetation/environment-pack-free-

forest-sample-168396
https://assetstore.unity.com/packages/3d/characters/unity-chan-model-18705

https://assetstore.unity.com/packages/3d/vegetation/environment-pack-free-forest-sample-168396
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All pink? Don’t worry

• Window -> Rendering -> Render Pipeline Converter 

• Select all -> Initialize Converters

• Convert assets



Trust me on this

Edit -> Project Settings -> 
Player -> Active Input 
Handlig -> Both + Restart



Our character

Assets -> unity-chan -> Unitychan! Model —> 
Prefabs -> for locomotion -> 
unitychan_dynamic_locomotion 



• An Audio Clip is the sound file, 
such as music or ambience.

• An Audio Source is the 
component that plays that clip.

• An Audio Listener is the “ear” 
of the scene, usually attached 
to the camera.

Sound in Unity



Useful Unity Resources

• Unity manual: https://docs.unity3d.com/Manual/index.html

• Brackeys: https://www.youtube.com/Brackeys High-quality tutorials on Unity

• Unity asset store: https://assetstore.unity.com/

• Turbo Squid: https://www.turbosquid.com/

• Mixamo: https://www.mixamo.com/

• Sketchfab: https://sketchfab.com/

35

https://docs.unity3d.com/Manual/index.html
https://www.youtube.com/Brackeys
https://assetstore.unity.com/
https://www.turbosquid.com/
https://www.mixamo.com/


• Look in the Asset Store for free assets to import into your project and 
customize your forest!

• Add a nice soundtrack to your game

• Modify the skybox of your game

• Add and modify the lights of the forest

• Place 5–10 collectible objects in the map, hide them with the inspector, and 
add particle effects to make them noticeable

• (Advanced) Create simple animations with animator

Challenge of the day
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