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Challenge G: Getting your 
scripting sealegs 
If you choose to build a game in Unity, you will be doing a whole bunch of scripting. 
While you can certainly do a whole lot of customization with interface along with 
plugins, there will be a time when you will need a tweak things to behave in a 
certain manner. 

Thankfully, Unity comes with the three different scripting options and your first 
option is to pick the language that you will be using. 

Getting started 
Where’s the best place to learn about these languages? The documentation, of 
course! 

Start by heading over to this URL: 

http://unity3d.com/learn 

At the time that this document was written, the documentation looks like the 
following: 



 

 

To learn about the differences between C# and Javascript, a good place to look is 
their free video tutorials.  Click on the Tutorials block, and from there, select 
Scripting.  

Under the Beginner category, you should see a video on C# vs JS syntax. There 
are plenty of other videos to watch as well. 

Unity also releases plenty of live training videos. Each week, Unity releases a new 
video that has a wealth of information such as creating a 2D platformer or writing 
your own plugins. 

There are two videos called Scripting Primer and Q&A and Scripting Primer and Q&A 
- Continued. Give these a watch as they will be illuminate some aspects of how 
scripting works in Unity. 

Unfortunately, there’s not a lot of information on Boo so you will have to do some 
digging in Google to find some up-to-date resources. 

Reading the documentation 
Once you have watched some of the videos and have a feel of how scripting does 
work inside of Unity, take a look over at the API documentation for GameObjects.  

Head back to the Unity learning hub over here: 

http://unity3d.com/learn 



 

Select the Documentation module. You should be presented with two options: the 
Unity Manual and the Unity Scripting API. 

The manual provides a high level overview of the various componenets inside of 
Unity whereas the Unity Scripting API lists all the methods and properties as well 
provides plenty of code examples. 

Select the Unity Manual, and open the Unity Overview category. Next, open 
Building Scenes, and then select GameObjects. There you will find lots of 
information regarding GameObjects and how they can be used inside of the engine.  

Return back to the documentation hub, and select the Unity Scripting API. From 
the Scripting API list, select UnityEngine, then open the Classes. From the 
classes, find the GameObject class and take a look at the API. You will see that 
you have lots options when working with it.  

Since Unity provides three different languages, you may find the Unity 
documentation using code samples in a different language. Thankfully, you do have 
a way to change this.  

Just underneath the navigation bar, you will see a segmented list providing you the 
three different options. Select the language that you will be using, and the 
documentation will update accordingly. 

 

 

 

 



 

Adding a Script 
Now that you have an idea of how Scripting should work, it’s time to add a script to 
your project. In the video tutorial, I demo’d the creation of a light changing script. 
Your challenge is to add that script to your breakout game. 

Open the starter challenge project. If you’ve been following this series from the 
beginning, open your last saved project.  

Note: Unity will open to an empty scene. Find the scene that you saved in 
your project view, or if you are using the Starter Project, open Main.scene.   

In your scripts folder, create a new script called RandomLightColor. Finally, watch 
the video to see the script and enter it into your code editor. In a later video, you 
will be adding it to your lights to see this in action. 

Welcome to the world of scripting! I hope you made yourself comfortable because 
you’ll be spending a lot of time here! :]  

 

 

 

 


