Basics

Part 1:
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- - as Game Engine

A game engine may have multiple

These can include:
» physics (determining if objects overlap),
« input (detecting if player has pressed a button), and

» rendering (drawing assets to screen).
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- - in Unity
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- - in Unity

®A behavior script can be added to a
. This acts as its <

®When the receives an event via one of its
, it checks its * ” to see if it should

react to the event somehow.
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