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Chapter 6: Creating 3D Environments with Terrains 
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Chapter 8: 2D Animation and Physics 
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Chapter 18: Virtual and Extended Reality (VR/XR) 

 

 

 

 



 

 



 

 



 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 

 

 



 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

  



Chapter 19: Advanced Topics: Gizmos, Automated Testing, 
and More 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 

 

 



 

 



 

 



 

 

 



 

 

 

 

 

 

 



 

 

 

 



 

 



 

 

 

 



 

 

 

 

 


