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In the previous part of this tutorial, we covered the Unity GUI. This time, we're 
going to learn some basic operations that will be used in all future game projects done 
with Unity.

To start off, let's learn how to look around in the scene view. The scene view is 
what allows you to look around and move the visual assets you import into Unity. It's 
how you'll assemble your levels and place important things like lighting, trigger zones, 
audio, and much more. Being able to control the camera is important if you want to do 
anything at all with it.

If you want to pan around the view in camera, either click on the hand on the 
movement icons (number 6 as described previously) or hold down your middle mouse 
button and drag. This allows you to move around your view of the scene without 
rotating the camera. It is important to remember that this doesn't move anything in the 
scene, just your point of view.

Rotating your point of view can be done by holding down the alt key and left 
clicking, and zooming can be achieved by right clicking.  Dragging to the top of the 
screen zooms  you in and vice versa. If you don't have a right mouse button, you can 
also zoom via the scroll wheel on your mouse.

All those are fine for small scenes, but if you have created a large scene like a city, 
you'll want to be able to quickly navigate to certain objects in the scene. To do so, select 
the object you wish to jump to in the hierarchy, hover your mouse over the scene view, 
and hit F. This will bring your point of view to the selected object, zoomed in enough to 
see it in it's entirety. 

Now that you can look around the scene, let's learn a few ways we can place 
things in it. First we'll take a look at the basic game objects Unity can create without 
visual assets. Unity 2 has geometric primitives (cubes, spheres, planes, capsule, etc), 
lights, particle systems, cameras, and more that it can create without needing external 
assets. To access these, go to the top menu bar, select Game Object ->Create Other and 
make a choice. To begin with, try making a simple scene with a plane, some other 



primitives, and a light. There's three different types of light - for now, a directional 
should work just fine, as light travels in rays with the direction of the arrows of the light, 
a good way to simulate the sun in Unity.

Since there is a main camera that comes with every scene, you could hit the play 
button now and view your scene. Unfortunately, it will be entirely static. You can't 
control the movement of the camera and none of the scene is moving itself. 

Let's fix this by introducing another core concept in Unity, called "Prefabs". If you 
checked off the Standard Assets package when creating a new project (or Character 
Controllers in Unity 3), you'll have a folder called Standard Assets in your project view. 
Open it, select Prefabs, and drag a First Person Controller onto the scene (slightly 
different for Unity 3 users). Now delete the Main Camera in the scene and hit play. You 
can look around with your mouse and move with WASD or the arrow keys. 

A prefab is an prepared object in Unity with a combination of default components 
and subcomponents. In the case of the FPS Controller, it has a main camera and a few 
scripts that allows the user to walk around.


