
Chapter 1: Preparation and Asset-
Configuring

























































































Chapter 2: Level Design and Structure







































































































































Chapter 3: Player Controls – Movement







































































































Chapter 4: Player Controls – Typing and
Health















































































Chapter 5: Enemies and Artificial
Intelligence



























































































Chapter 6: Project Management and Version
Control













































































































Chapter 7: Persistent Data – Load and Save
Game States





























































Chapter 8: Performance, Optimization,
Mobiles, and More


































































































