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Unity is a fully integrated development engine providing the required
functionality to create games and interactive 3D content, while
reducing the time, effort, and cost of developing the content.
Nowadays, many people have started to use Unity in an eLearning
setting as it allows them to create real-world scenarios, or models, for
training purposes. With Unity, one can develop video games that are
not only fun, but are also effective teaching and learning tools. When
properly designed, an engaging game is an ideal platform for the
presentation, testing, and application of learning objectives.


