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Week

Main topic

Topics

Course intro, Critical thinking

Intro to course, hello everyone
Defining the game - what should
you create?

Idle GDD

Basic inheritance code

Git basics

Tech design, game design

Designing the different game
systems

Hierarchy in software

Name spaces, Assemblies
Use flowcharts

Core game loop

Meta game loop

Game progress

First checkup on your game and
progress, recap

Data oriented design, decoupling

Design patterns - solid
More design patterns
Data types

Information flow

Intro to decoupling
Defining an event system
Handling events

Actions

Gameplay |

Systems separation

Elastic input system for different
devices

Creating a factory system

Object Pooling

Elastic score system

Gameplay Il

Game manager
Player information
Upgrade system
Offline system
Async time system
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Game progress

Second checkup on your game and
progress, recap

Art, Ul and Juice

Elastic timers

Tween, lerp, doTween
Handling art & effects
Ul and menus
Camera effects

More visual effects

Saving game info

Serial information
Convertion of info (object) to
text

Read and write information
Saving queue

10

Communication W. players

UX Heuristics
Onboarding new players

1

Communication W. Servers

JSON deep dive

Intro to communication
REST API

GET, POST, PUT
Sending and receiving
information

12

3rd party apps

What are 3rd party apps,
packages, plugins

Intro to Firebase

Wrappers

Integrating Crashlytics, push
notifications

Wrapping debug code

13

Analytics & robust config systems

Intro to analytics

Designing an analytics system
Writing adapters

Using adapters in Unity &
Firebase

Writing and verifying events
Intro to configuration
Designing the configuration
system

Writing a class data basis
Writing a wrapping system for
Firebase

14

IAPs, ads

How does IAP work?
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e Integrating IAP with our config
system

Unity purchasing wrapper
Defining an ad system
Integrating Unity ads
Integrating ad-based reward
system

15

Game progress

Third checkup on your game and
progress, recap

16

Profiling & uploading to the store

Using a profiler

Using frame debugger

Using physics debugger

Asset hunter pro

Profiling on the device
Uploading your game to Google
play

Writing Inapp lists

aab

17

Performance

GC

Textures, how they work
Object rendering in scene
Draw calls

Ul performance

Memory on different devices
Culling

18

Get ready to work

cv
e Interview simulation
e Preparing portfolio

19

Submissions!

)
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