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Unity Certified User: Programmer Training

Course Introduction:

The "Unity Certified User: Programmer Training" program is meticulously crafted to equip
aspiring programmers with the foundational and advanced C# programming skills necessary to
create interactive content in Unity. This curriculum aligns with current industry standards and
prepares participants for the Unity Certified User: Programmer exam. The course combines
theoretical knowledge with practical application, ensuring a comprehensive understanding of
Unity’s programming environment, scripting capabilities, and game development processes.
Participants will gain proficiency in creating interactive games, apps, AR/VR, and other
experiences.

Module 1: Navigating the Unity Interface

» Understanding Unity IDE Windows: Explore the purpose, features, and functions of various
Unity IDE windows to enhance workflow efficiency.

» Customizing the Scripting Environment: Learn how to change the default scripting IDE and
integrate it with Unity for seamless coding.

Module 2: Debugging and Problem-Solving

» Utilizing Debug Logs: Create and interpret debug log messages to troubleshoot and refine
code.

* Error Analysis: Analyze code clips and associated error messages to identify null objects
and incorrect variable declarations.

* API Interpretation: Determine appropriate methods and properties for specific
programming tasks using Unity’s API.

Module 3: Fundamentals of C# Programming in Unity

« Variable Initialization and Usage: Master variable modifiers and data collections, including
Arrays, Lists, and Dictionaries.

* Function Declaration: Construct viable function declarations using provided keywords and
syntax elements.

* Input Handling: Construct input listeners for various input types, including keyboard and
touch, to enhance interactivity.



Module 4: Logic, Flow Control, and Ul Interaction

* Implementing Logic and Flow Control: Use various logic and flow control operators to
manage game states and behaviors.

» Ul Event Handling: Identify appropriate actions to take when a Ul element reports a
change, ensuring responsive user interfaces.

Module 5: Advanced Code Evaluation

» Event Function Management: Determine appropriate actions for managing event functions,
focusing on input responsiveness.

» Data Type and Access Modifier Corrections: Identify errors related to variable data types
and public/private mismatches in functions.

* Class Identification: Distinguish between ECS and other class types within code clips and
ensure adherence to Unity naming conventions.

Module 6: State Machines and Animator Controller Programming

* Creating Functional State Machines: Develop state machines from gaming scenarios,
incorporating animation clips and property settings.

» Animator Controller Programming: Program function state machines within the Unity
Animator Controller using Animator function syntax.

Module 7: Preparing for the Unity Certified User: Programmer Exam

« Exam Overview and Preparation: Review the exam structure, objectives, and key
concepts.

* Practice Questions and Exam Tactics: Engage with sample questions and devise
strategies for tackling exam scenarios.

* Final Project and Portfolio Development: Compile a capstone project demonstrating
programming skills and serving as a professional portfolio piece.

This enhanced training curriculum not only equips participants with the skills needed to pass the
programmer certification exam but also builds a strong foundation for a successful career in
software development using Unity.



