
 
 
 

Unity for Educators: A Beginner’s Guide  
Course Book 
 

 
This course planner will help you get ready to bring Unity into your classroom. During the Unity For 
Educators course, you will be guided through completing each of the sections below. By the end of the 
course, you will have a completed teaching plan and access to many resources that you can use to 
teach Unity.  
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Teaching Plan - Game Design 
Use this template to draft a plan for how you will teach Unity in your course/program/class. Add fields and 
spaces as necessary to customize it to best suit your needs. Each section of this template corresponds to a 
Planning Lab activity in Unity for Educators course on Unity Learn. 
 
Section 1 - Course Overview (Game Design) 

Course 
Objectives 

By the end of the course, students will: (using Bloom’s Taxonomy Learning Objectives via 
Univ of Arkansas) 

1. 
Deconstruct games into their essential rules, mechanics, and strategies 

2. 
Build an analog “paper prototype” of their final project using design thinking methods 

3.  
Explain and paraphrase (“pseudocode”) what their game should do/look like/feel and how the 
programming sequencing will occur 

4. 
Use design thinking to judge others’ work and iterate through their own game design 
development. 

 
5.  
Develop a final project based on their prototype, using their new programming skills 
 

 

Course 
Duration 

   18 weeks [months]/[weeks]/[days]  

*  5 hrs / wk hours per [month]/[week]/[day] (including homework or lab time) 

=  90 hrs total student work hours  

 
 
Course Projects  

Course 
Project
#1 

Project #1 
Title Fix Tic-Tac-Toe 

 

Duration 2 hrs 

Link (analog) 

Description 
 

-​ Clarify the original rules 
-​ Determine the problems with the game 
-​ Change any rule(s) to fix the problem(s) 
-​ Test alone,, then open beta with the class 

https://tips.uark.edu/using-blooms-taxonomy/
https://tips.uark.edu/using-blooms-taxonomy/


 

Course 
Project
#2 

Project #2 
Title Modify a Game (in Unity) 

 

Duration 2 hrs 

Link (download within Unity Hub Software) 

Description 
 

Open a completed  project (Micro Cart) and test it, 
modify it, and re-test it. Go ahead &, break it. 

 

Additional 
Projects?  
(delete if 
not 
needed - 
replicate 
to add 
more) 

Project 
Title Create with Code Ch. 1, 2, 3 

 

Duration 24 hrs 

Link https://learn.unity.com/course/create-with-code 

Description 
 

Get comfortable with Unity, C#, and iterative 
design through projects. START THINKING 
FINAL PROJECT... 

 
 

Additional 
Projects?  
(delete if 
not 
needed - 
replicate 
to add 
more) 

Project 
Title Final Project 

 

Duration ∞ 

Link  

Description 

SEE GRIT BASED RUBRIC BELOW. Plan it. Paper 
Prototype it. Present it. Build it. Iterate it. 
The FASTEST way to drop your grade is to utter 
the taboo words, “I’M FINISHED”. 

https://learn.unity.com/course/create-with-code


 
 
Version 2 with Point Values: 

 
 

https://bit.ly/gritrubric
https://bit.ly/gritrubric


Section 2 - Course Format  
Determine how the course will be delivered in your classroom 
 

Choose a course configuration that works for you 

Configuration Options 

●​Teacher-led, In-class X ●​Video-led, In-class X 

●​Independent, In-class X ●​Independent, At-home/Remote  

●​Other:   
 
 

What challenges do you anticipate? What strategies might you use to overcome them? 

Students advancing at different paces: Slower: ​
Faster:  

 
 
Section 3 - Course Assessment 
 
Assessment Type 

Technical Rubric Assessment of the quality of the student’s end product 
and ability to stay on track Link to appendix  

Mindset Rubric Assessment of the student’s effort and attitude 
towards their work, regardless of the end product 

Link to appendix 

 
Assessment Rubric  
Learning will be evaluated based on the following: [choose, adapt one or both from the appendix, or create 
your own] 
 

    

    

 
Assessment Weighting 

% Item  Description 

%  [e.g. quizzes]  

https://docs.google.com/document/d/1ZU1G8PCdlM0owvpe9vI36xQmt33rEaUgHv6AgSLtmNU/edit#heading=h.7gj0zn1m4ib5
https://docs.google.com/document/d/1ZU1G8PCdlM0owvpe9vI36xQmt33rEaUgHv6AgSLtmNU/edit#heading=h.dutfud77gpv


% [e.g. challenges]  

% [e.g. project]  

% [e.g. effort and mindset]  

 
 
Section 4 - Course Logistics 
 

License 
Type? 

Unity can be installed on lab computers using the education grant license [education license 
grant]. If students use a personal computer, they should install the Unity Student Plan 
[student plan]. Both license types are free and can take up to 7 business days to process.If 
you need to start right away, use Unity Personal Edition (also free) for immediate individual 
access. [personal license]  

LMS 
Integration? 

How will students access 
Unity Learn content?  

How will students submit work 
for review?  

Other logistical notes regarding 
the LMS?  

Project 
Submissions 

Students will submit their work for review by​
[uploading their Unity projects for review] / [uploading screencasts of their projects] /​
[presenting their work in front of the class] / [peer evaluation] / [other?] 
 
 

Group  
Work? 

Will students be working in 
groups? If so, how will this be 
done? 

 
 
 
 
 
 
 
 
 

Other 
Concerns? 

 
 
 
 
 
 
 

 

https://unity.com/education/license-grant-program
https://unity.com/education/license-grant-program
https://store.unity.com/academic/unity-student
https://store.unity.com/products/unity-personal


Course Reflections  
 

Week 1 
 

Unity in Context  
 

Things I can share with my students about real-time 3D development 
What industries use Unity? What is the current demand for Unity creators in these industries?  

 
 
 

 

What are some of the reasons that you want to teach Unity? 

 
 
 

 

What are three resources you’ve seen on Unity Learn that might be suitable for your 
course? 
Explore Teach Unity for free resources and materials for educators and learners – lesson plans, standards 
alignment, projects, assessments, and organizers. 

 
 
 

 

 
 

Facilitating Unity  
 

What strategies might you use to champion diversity and inclusion in your learning space?  

 
 
 

 

What are three strategies you can deploy in your teaching to create a co-learning environment?  

 

https://learn.unity.com/educators?_ga=2.233895710.1611240852.1592421426-393728920.1582392323


 
 

 

List some ways you might be able to form relationships between subjects for your students; for example, is 
there a learning theme across subjects at your institute/school? Do you have a colleague in a different area 
who you collaborate well with? Is there an event coming up in your community or institute/school that might 
lend itself to a cross-curricular opportunity? 

 
 
 

 
 

Week 2 
 

Unity in Context  
 

Make a list of companies and/or organizations that you can connect with to support your students’ learning 

 
 
 

 

Make a list of some interesting “real world” problems you could solve through real-time 3D creation. Would 
any of these be appropriate for students to work on for personal projects?  

 
 
 

 
Creating with Unity  
 

List 5-10 different ways you might adapt the gallery environment project. 

 
 
 

 

Which aspects of the personal project set-up did you find easiest and/or most difficult? 
 



 
 
 

On the basis of those reflections, how would you support learners with their first project? 

 
 
 

 
 

Facilitating Unity  
 

What strategies might you use to support learners 
who find Unity challenging? 

How might you extend high capacity learners? 

  

 

Record some of the steps Mark’s students take when they do paper prototyping.  

 
 
 

 
 

Week 3 
 

Unity in Context  
 

How might you create opportunities to improve students’ confidence in areas they may not feel confident 
in, e.g. public speaking? 

 
 
 

 
Creating with Unity 
 

What difficulties did you encounter with this exercise, and how will you help your students avoid the same 



issue(s)? 

 
 
 

 
 

Facilitating with Unity  
 

Consider how you will ensure your students know how they will be assessed. 

 
 
 

 
 

Week 4 
 

Creating with Unity  
 

How do you plan to share and improve your 
personal project? How will you facilitate your 
students sharing and improving their Unity 
projects in the same way? 

How might you use the WebGL publishing option for 
your students’ projects? 

 
 
 

 

 
Facilitating Unity 
 

Which elements of the Project Strategy Guide do you plan to use in your classroom? 

 
 
 

https://docs.google.com/document/d/15dDYeoMiDJQdgAH9DHfuwumQsb_aMybbHvnWHU7N43Q/copy


 
Unity in Context 
 

For students that want to go further and explore 
opportunities outside of the classroom with Unity, 
what might you suggest they do? 

Consider what the next steps are to continue your 
learning with Unity? 

 
 
 

 

 
 

Appendix 

Rubric Suggestions 
 

Technical Rubric 
4 - Excellent 3 - Good 2 - Fair 1 - Unsatisfactory 

-​ The project runs without 
error 

-​ All functionality present 
and operating as 
expected 

-​ Code and hierarchy are 
neat & commented, using 
correct conventions 

-​ Used their Unity and/or 
C# skills in a novel and 
creative ways 

-​ Project contains all of the 
features outlined in their 
project plan 

-​ Stayed on track with their 
planned milestones  

 

-​ The project runs without 
error 

-​ All functionality present 
and operating mostly as 
expected 

-​ Code and hierarchy are 
mostly neat & 
commented, using 
correct conventions 

-​ Used their Unity and/or 
C# skills in new, but not 
necessarily creative ways 

-​ Stayed mostly on track 
with their planned 
milestones   

-​ The project runs with 
some issues 

-​ Some functionality 
missing, and overall not 
operating as expected 

-​ Code and hierarchy are 
disorganized, using 
inconsistent conventions 

-​ Did not use their Unity or 
C# skills in any new ways 

-​ Did not really stay on 
track with their planned 
milestones  

-​ The project barely runs 
-​ Most functionality absent 
-​ Code and hierarchy are 

messy, with no sign of 
consistency in 
conventions 

-​ Did not demonstrate an 
ability to apply skills they 
learned in the course 

-​ Did not stick to their 
planned milestones 

 

Mindset Rubric 
Growth Mixed Fixed 

-​ You look forward to the next 
challenge. 

-​ Took on challenges after having 
success in related challenges. 

-​ Motivated by feedback when it 
wasn’t too critical and if you are 

-​ Did not want to take on challenges 
alone. 



-​ Saw mistakes as temporary 
setbacks, something to be 
overcome.  

-​ Reflected on what you learned and 
apply that learning. 

-​ Invited feedback and criticism and 
applied it to improve your project.  

-​ Used different strategies and asked 
others about their strategies. 

-​ Showed stamina while working on 
your project until it was complete.  

-​ Asked specific questions, including 
questions about your own thinking, 
and challenged others’ ideas.  

-​ Showed confidence in taking risks 
and happily shared mistakes you 
made and what you learned.  

 

comfortable with the person 
providing feedback.  

-​ Open to strategies that help to meet 
a challenge but tend to work on 
things you are already “good at.” 

-​ Persevered with prompting and 
support.  

-​ Asked questions about things in 
Unity that you feel more confident 
with but less likely to do so if it is 
outside your comfort zone.  

-​ Took risks if the task was already 
fairly familiar to you.  

-​ Saw mistakes and failures as proof 
the task was too difficult and not 
worth pursuing.  

-​ Avoided feedback or saw it as a 
reason to give up. 

-​ Did not demonstrate any effective 
strategies for accomplishing project 
tasks or goals. 

-​ Showed little or no persistence 
through challenges. 

-​ Did not ask questions or seek 
guidance and support.  

-​ Did not take risks 

 

 
Getting Started Checklist 
 

Set up the computer lab and method for students to submit assignments 

Get Unity 
licenses  

■​ You can either (a) apply for Unity Educational licenses through the license 
grant program or (b) have students create individual Unity ID’s and use the 
Student Plan or Personal Edition. Each of these license types is free. 

 

Install Unity 
software in 
computer lab  

■​ Download Unity Hub and install the Unity version compatible with the projects 
you are hoping to teach (likely  2018.4 or 2019.4), or higher then test to make 
sure that Unity opens successfully  

 

■​ If students will be creating with code, install Visual Studio and test to make 
sure that Visual Studio opens successfully   

Set up 
system for 
students to 
submit their 
work 

■​ Using your school’s LMS, Google Classroom, or other system, make sure your 
virtual classroom is set up so that students can submit their work. Students 
can submit screenshots/screencasts of their projects (recommended) or 
submit zip files of their Unity assets  

■​ It is possible to use version-control software like Github to track and evaluate 
students’ projects 

○​ Unity has a built-in version-control tool called Unity Collaborate, but 
this will not work with Unity Edu licenses  

 

 

Prepare to teach and connect with a support community  

Schedule 
time for 
training 

■​ Regardless of the course configuration you have chosen, it is recommended 
that you complete at least the first few tutorials yourself  

■​ If you intend to do any teacher-led activities, it is strongly recommended that 
you complete that content in the on Unity Lean independently prior to leading 

 

https://unity.com/education/license-grant-program
https://unity.com/education/license-grant-program
https://store.unity.com/academic/unity-student
https://store.unity.com/products/unity-personal
https://unity3d.com/get-unity/download
https://unity3d.com/unity/features/collaborate


the students  

Connect with 
the Unity 
teacher 
community 

■​ Click and register to join the Unity Connect teacher support community and 
the Unity Teach Community on Facebook, where you can get help from 
experts and connect with other new teachers 

 

 

If relevant, purchase Certification licenses  

Purchase 
Certification 
Exams  

■​ Will you incorporate certification exam testing into your course?  
■​ Which certification(s)?_________________________________________________ 

 
■​ If you intend on having students attempt Unity certifications, you will need to 

purchase licenses for the exams. Find purchase information on our 
certification website. 

 

 

https://connect.unity.com/g/unity-teach-community
https://www.facebook.com/groups/unityteachcommunity/?multi_permalinks=905583723257650%2C904913013324721&notif_id=1592999602139140&notif_t=group_activity&ref=notif
https://certification.unity.com/
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