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1. What will happen if an object is not set as Navigation
Static?
A. The object may appear invisible
B. It will not be included in the NavMesh
C. The object will be ignored by all physics
D. It will automatically become dynamic

2. What type of variable allows you to store an array of values
in Unity?
A. List
B. Array
C. Dictionary
D. Set

3. What is the correct function of the Hierarchy window in
Unity?
A. To access and modify project assets
B. To display and organize GameObjects in a scene
C. To adjust the settings of the game engine
D. To view graphical rendering statistics

4. What property in a Rigidbody component allows objects to
collide without applying physics?
A. isKinematic
B. isStatic
C. allowsGravity
D. mass

5. What audio effect allows an audio group to send its volume
to another audio group?
A. Reverb Effect
B. Send
C. Pan
D. Audio Listener
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6. Finish the following code to reference the gameObject's
position: Vector pos =
A. gameObject.position
B. transform.position
C. this.position
D. object.position

7. To ensure immediate stopping of a character when not
using input, which settings should you configure in the
Rigidbody component?
A. Drag = 0 and Angular Drag = 0
B. Both Drag and Angular Drag = infinity
C. Drag = 1 and Angular Drag = 1
D. No effect on Rigidbody settings needed

8. Which property in the Animator Controller governs the
overall flow of animations based on conditions?
A. Transition Animation
B. Animator State
C. Parameters
D. Animation Layer

9. In Unity, which feature allows you to manipulate the
visibility of objects in the scene?
A. Inspector
B. Hierarchy Panel
C. Object Properties
D. Scene view options

10. What does the specular property of a material control in
Unity?
A. Transparency and opacity
B. Color and strength of reflection
C. Texture and mapping
D. Size and scale
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Answers
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1. B
2. B
3. B
4. A
5. B
6. B
7. B
8. C
9. B
10. B
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Explanations
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1. What will happen if an object is not set as Navigation
Static?
A. The object may appear invisible
B. It will not be included in the NavMesh
C. The object will be ignored by all physics
D. It will automatically become dynamic

When an object is not set as Navigation Static, it specifically means that it will not be
included in the NavMesh, which is the navigation mesh used by AI agents to find paths
and navigate through the game environment. This setting is crucial for designing levels
where AI characters need to navigate effectively, as the NavMesh defines walkable
surfaces and barriers.  If an object is not marked as Navigation Static, the navigation
system in Unity will exclude it from the NavMesh calculations. Consequently, any AIs that
rely on this mesh for movement will fail to recognize the object, potentially leading to
navigation issues, such as characters not being able to move around or through the
object, or miscalculating paths.  While the other options might deal with visibility,
physics interactions, or dynamic status, they do not directly pertain to how the NavMesh
computes navigation for AI. Thus, the focus on the NavMesh exclusion makes the
statement about the object not being included in the NavMesh the correct and relevant
answer in this context.

2. What type of variable allows you to store an array of values
in Unity?
A. List
B. Array
C. Dictionary
D. Set

In Unity, an array is a data structure that allows you to store a fixed-size collection of
elements of the same type. This is particularly useful when you need to manage multiple
items, such as a collection of game objects, player statistics, or scores. Arrays provide a
straightforward way to access elements using an index, which is essential for iterating
through the collection when performing operations like rendering or updating.  While
lists, dictionaries, and sets are also useful data structures in Unity, they serve different
purposes. A list can indeed hold an array of values but does so with added flexibility,
allowing dynamic resizing and easy addition or removal of elements. A dictionary stores
key-value pairs, which is beneficial when you need to associate a unique key with a value
for quick lookups. A set is specifically designed to hold unique elements without any
duplicates, which is not applicable when you need to store multiple instances of items
that may be identical.  Thus, the array is the fundamental structure here, making it the
correct answer for storing a collection of values if the size is known and fixed, aligning
with its traditional use in programming, including Unity development.
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3. What is the correct function of the Hierarchy window in
Unity?
A. To access and modify project assets
B. To display and organize GameObjects in a scene
C. To adjust the settings of the game engine
D. To view graphical rendering statistics

The Hierarchy window in Unity serves the primary function of displaying and organizing
GameObjects within a scene. This tool is essential for developers as it provides a
structured view of all the GameObjects present in the active scene. Each GameObject can
be visualized in a tree format, which helps users quickly identify relationships and
components within the scene.  The ability to organize GameObjects is crucial because it
allows developers to manage complex scenes efficiently. Hierarchies can represent
parent-child relationships, where transforming the parent GameObject affects all its
children—this is fundamental to creating organized and manageable scenes in Unity. By
using the Hierarchy window, developers can easily select, rename, and group
GameObjects, simplifying the development workflow and enhancing productivity.  In
contrast, the other options refer to different functionalities. Project assets are managed
through the Project window, while engine settings adjustments are done in the Edit menu
and the Project Settings. Graphical rendering statistics can be viewed in the Game view's
stats window or other specialized tools, but are not the primary function of the Hierarchy
window.

4. What property in a Rigidbody component allows objects to
collide without applying physics?
A. isKinematic
B. isStatic
C. allowsGravity
D. mass

The property that allows objects to collide without applying physics in a Rigidbody
component is referred to as "isKinematic." When this property is set to true, it means
that the Rigidbody is not controlled by the physics engine; instead, it can be moved
manually through scripting or by directly setting its position. This way, even if it collides
with other objects, the physics interactions (such as forces, collisions, and mass) do not
affect it.  Using isKinematic is particularly useful for objects that need to be moved in a
specific way independent of the physics simulation, such as controlled characters or
objects that require precise placement. Since kinematic bodies do not react to forces or
gravity, they will not bounce or slide as a result of collisions, which provides developers
with a way to create more controlled behaviors in a game environment.

9Sample study guide. Visit https://unitycertifiedassociate.examzify.com for the full version

SA
M

PLE



5. What audio effect allows an audio group to send its volume
to another audio group?
A. Reverb Effect
B. Send
C. Pan
D. Audio Listener

The concept of "Send" refers to a specific feature in audio mixing that allows audio
signals from one audio group to be routed to another audio group, enabling the
adjustment of volume and effects dynamically. This capability is particularly useful in
creating complex audio environments, as it allows sound designers and developers to
layer audio effects or mix audio from different sources effectively.  Using the Send effect,
developers can control how much of a particular audio source is sent to another audio
group, often for purposes like creating immersive audio experiences or for effects
processing, such as adding reverb or delay. For instance, a sound may be partially sent to
a reverb group to make it feel as if it's occurring in a larger space without directly
altering the dry sound, maintaining a balance between the original audio and the effect
applied.  Other options like Reverb Effect, Pan, and Audio Listener represent different
aspects of audio management but do not serve the purpose of routing one audio group's
volume to another. Reverb enhances sound by simulating the environment's reflection of
sound, Pan adjusts the sound's spatial location in the stereo field, and Audio Listener
captures sounds in the environment to be perceived in the game. However, none of these
functions enable the direct sending of audio volumes between groups in the way that

6. Finish the following code to reference the gameObject's
position: Vector pos =
A. gameObject.position
B. transform.position
C. this.position
D. object.position

The correct choice is transform.position, as it directly accesses the position of the
GameObject to which the script is attached. In Unity, each GameObject has a Transform
component that holds information about the object's position, rotation, and scale in the
game world. When you use transform.position, you are accessing this Transform
component of the GameObject, which provides its position in the three-dimensional space
(X, Y, Z).  The other options are not applicable in this context. gameObject refers to the
GameObject itself, but it does not have a position property; instead, it is the Transform
component that contains position data. Utilizing this approach is how most developers
access an object's position effectively in Unity. The keyword this would refer to the
current instance of the class but lacks the correct context to access the Transform
component directly, while object is not a valid reference in Unity's scripting context.
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7. To ensure immediate stopping of a character when not
using input, which settings should you configure in the
Rigidbody component?
A. Drag = 0 and Angular Drag = 0
B. Both Drag and Angular Drag = infinity
C. Drag = 1 and Angular Drag = 1
D. No effect on Rigidbody settings needed

To ensure that a character stops immediately when there is no input, setting both Drag
and Angular Drag to infinity is effective. This condition creates an immediate resistance
to both linear and rotational movement. When a Rigidbody has infinite drag, it effectively
cancels out any remaining velocity or spinning motion immediately, ensuring that the
character comes to a complete stop as soon as any inputs are released.   This approach is
particularly important in game development where responsiveness and character control
are key aspects of gameplay. By utilizing infinite drag, developers can create better
player experiences by eliminating unwanted momentum and making character movement
more predictable and manageable.  In contrast, low drag values, such as 0 or 1, would not
bring the character to a halt immediately, allowing it to coast or continue moving post
input. Not adjusting these settings would maintain the character's last known velocity,
which is not ideal for achieving the desired immediate stop functionality.

8. Which property in the Animator Controller governs the
overall flow of animations based on conditions?
A. Transition Animation
B. Animator State
C. Parameters
D. Animation Layer

In an Animator Controller within Unity, the property that governs the overall flow of
animations based on conditions is the Parameters. Parameters are critical because they
define the conditions under which transitions between different animations occur. By
setting parameters such as floats, integers, booleans, or triggers, you can articulate how
and when the game should switch from one animation state to another.   For example, a
parameter might track whether a character is running or idle, and this value can prompt
the Animator Controller to transition between the corresponding animations based on
player input or game logic.   While Animator State refers to an individual animation state
within the controller, it does not control the flow itself; it merely represents a specific
animation. Transition Animations determine how one state transitions to another, but
they rely on the conditions set by the parameters. Animation Layers are used to manage
different groups of animations that can play simultaneously but do not dictate the flow of
transitions based on conditions. Therefore, parameters play a vital role in controlling the
logical flow of animations in response to various conditions in the game.

11Sample study guide. Visit https://unitycertifiedassociate.examzify.com for the full version

SA
M

PLE



9. In Unity, which feature allows you to manipulate the
visibility of objects in the scene?
A. Inspector
B. Hierarchy Panel
C. Object Properties
D. Scene view options

The Hierarchy Panel in Unity is essential for managing and manipulating the visibility of
objects in the scene. It provides a structured representation of all the GameObjects
present within the current scene. Each GameObject can be easily shown or hidden by
clicking on the checkbox next to its name in the Hierarchy Panel. This allows designers
to focus on specific elements of the scene by hiding others, which is particularly useful
when working on complex scenes with many objects.  In the context of Unity, the other
choices do not serve the same purpose effectively. The Inspector is primarily used for
viewing and editing the properties of selected GameObjects, including their components
and settings, but does not directly allow you to manipulate visibility in a straightforward
manner. Object Properties pertain to the individual characteristics of GameObjects, but
they don't provide a global view or control for visibility across all objects in the scene.
Scene view options influence how the scene appears visually but do not directly control
the visibility of GameObjects in the same manner as the Hierarchy Panel. Thus, the
Hierarchy Panel is the correct choice for manipulating object visibility.

10. What does the specular property of a material control in
Unity?
A. Transparency and opacity
B. Color and strength of reflection
C. Texture and mapping
D. Size and scale

The specular property of a material in Unity is fundamental for defining how light
interacts with the surface of that material, particularly in terms of reflection. More
specifically, it controls the color and strength of the reflections that the material
produces. When you adjust the specular color, you effectively determine the hue of the
reflected light—this can create variations in the perceived surface finish, making it
appear more metallic or glossy. The strength of the specular highlights, often adjusted
through a specular intensity slider, directly affects how pronounced the reflections are
under lighting conditions.  In contrast, other options pertain to different aspects of
material properties: transparency and opacity relate to how see-through a material is,
which is managed by the alpha channel rather than specular settings. Texture and
mapping involve how images or patterns are applied to a surface and do not fall within
the specular property’s scope. Size and scale deal with the overall dimensions and
proportions of 3D objects, completely separate from how light reflects off their surfaces.
Therefore, focusing on the color and strength of reflection clarifies the purpose of the
specular property in material design within Unity.
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