
Camera Switch – Simple 
 

Thank you for purchasing.  

Looking for a quick and simple way to switch between multiple cameras?  

I have the solution for you and of course it’s simple to use and easy to implement. 

 

#1 Group all the cameras under a single empty Game Object 

 

#2 Attach the SwitchTest script to the Cameras(Empty) Game Object to keep things organized. 

 

#3 Select the number of cameras and enter the camera’s gameobjects 

#4 Now let’s get to the good stuff, the script SwitchTest is an example of how you should use the 

CameraSwitch script.  

#4.0 All of the functions below are used in the void Start(). 

#4.1 SaveDisable only works if it’s written before LoadActiveCamera() function. By 

default SaveDisable is set to false 

#4.2 You have to pass the cameras selected via the setCameras(Gameobject [] cameras) 

function 

#4.3 Use the LoadActiveCamera() to initialize your first camera. 

#5.0 All of the functions below are used in the void Update(). 

# ChangeCamIncrementallyOnKey(KeyCode); 

# ChamgeDesiredCamOnKey(KeyCode, CameraIndex); 



#5 On the next page you will see a picture of the SwitchTest script’s code commented with all of it’s 

funtctions. 

Note: You can completely ignore the private GameObject ActiveCamera; as it was used just for the demo 

scene. It’s initialized with the active camera text field in the void Start(); and then it’s text is set to the 

Camera.main.name with Camera.main we are able to get the currently active camera. 

 


