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Challenge B: Filling out the 
Scene 
Getting to know how to work with Unity’s manipulation tools is another important 
part of working with Unity. In this challenge, a scene has been built for you. Open 
the starter project and switch to the Game view. Press the play button. 

You should see something similar to the following: 

 

You can explore this small scene and in a later videos, you’ll learn how to make it.  

By exploring the scene, you will notice that you can pass through trees and 
actually, walk off the edge of the world. This is because there are no colliders in 
place to prevent that. You’ll also learn about colliders a little later in the series as 
well. 

In your Project view, you will notice that there is mushroom prefab. You tell that it 
is a prefab because it has a blue cube next to its name. 
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Some of you maybe wondering, “what’s a prefab?”. Well, that question is answered 
in depth in the next video tutorial. For now, you can think of it as an object factory. 

Simply drag the mushroom to the scene view, and you will see the mushroom 
appear in the scene. If you don’t see it appear, then chances are, you may be 
dragging it onto the Game view. 

 

At this point, you change the mushroom’s position, scale and rotatation. Fine a nice 
spot for it, then drag another onto the scene. Keeping doing this until you have a 
nice idea of how to move in Unity as well as how to place items. 

If you are feeling a bit ambitious, open the Unity Asset store, and search for similar 
forest models. Import them as well to flesh out your scene. 

You can also take the Beginning 3D Modeling with Blender video tutorial series, 
and import the tree model into Unity, and place it in your scene. Just a hint, once 
you import the model, you will also have to import the textures as well and apply 
them to the model.  

 

 


