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WHAT IS LOOPING?

m “Keep the Game Running” — Interactivity

m Execution Blocks

1. Input Processing
2. Game Update
3. Render

m Soft Real-Time System
m Frames & Deadline
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[1ZHV] Introduction to Game Development © 2023, Tomas Polasek, Martin Cadik


https://gameprogrammingpatterns.com/game-loop.html

SIMPLE GAME LOOP

while (!quit) {
processinput ();
updateGame ();
render ();

Process Update
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DELAYED GAME LOOP

while (!quit) {
var start = getTime();

processinput();
updateGame ();
render ();

sleep (FRAME_MS - (getTime() - start));
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TIMED GAME LOOP

Process

var previous = getTime ();

var lag = 0.0;

while (!quit) {
lag += getTime() - previous;
previous = getTime();

processinput();
while (lag >= FRAME_MS)
{ updateGame(); lag -= FRAME_MS}

Input

render ();
}
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PROPER GAME LOOP

Unity

duction to Game Development as Polasek, Martin Cadik


https://unity.com/

UNITY ENGINE




TOOLS OF THE TRADE

m Unity
m GitHub for Unity

m JetBrains Rider
m Optionally:

» Blender

> GIMP

» Inkscape
> Krita
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https://docs.unity3d.com/Manual/index.html
https://unity.github.com/
https://www.jetbrains.com/rider/
https://www.blender.org/
https://www.gimp.org/
https://inkscape.org/
https://krita.org/en/
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ADDITIONAL RESOURCES

m [Manual] Unity User Manual
m [Manual] Unity Learn
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https://docs.unity3d.com/Manual/index.html
https://learn.unity.com/
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