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Figure 1, Example of Object Oriented Design
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Figure 2, Example of Data Driven Design

o} o] o] pdut 2 offaliL Qo 2 T2
ket B 01831 4P AR 4 sich 8, 2]
G4, T=e) A9l A dlolelol sl Hatelrl 5ol
% gl FEE AEsle] £ el Eoolh ole) 2ol

4
¥

)

A2 Adet & olslela oW xH T auele 7idet
TS olg3te] g AAZ 5 ek =3 A o] m9A, I
o] Fz8le} 9 HlolEjo] o8l Tl FEEel 4 = =

Afste] A Bapole Bakolc

wolr] e fFUE i dolse ApRAaRES) CF,
BooIHE ol Aelsle] e aglo = 2~a3E Jej= 2}
Q]I 7121 RN ARgRtE R 2R I Qlofd] ek 21
A2o] glojt= Fate] 7hsshet. U o] AT HES] 7ol
= FUEll S3kEoigle] Vo] Amra e A W=7
A3, 4] 2 Sl AT HES} Cie sl A

r\-n: mlm

334

%’5}711 et A=

AE TR ARk

£ dlofe]7] wize] o] WY et
L ke i il 55 92

7} A3 21, FUENE F71A] @] 2257 wle] o
o} 22 Aggto] WAsA] o] Sl wlele] Aelg 1A &
o} opd oBAlES} FuE spsh} 2 e ZAdsokt itk

kAo 2 AR Tk AN AES] AR AT

7ol 23 Rk AR FUEl ARle) S 9o Age F
sle] ghe T2 wEel U 5 Qo] Hlad] wha) e
% gk

v. 2 E

) Al APge mHk) Hoje)
A2k s} ol SlEk. ofR A% e A AuAEe] Y
B EdE0] A9 o8 v Fa5Pl ol SR, fuiEl A
e DRt FAES AN, L] F2 S,

ol W ERES A9k e Y A ol
g3tol Aok AR m) Bast ARG ALl thsh 4

2% 9} v e

;

¢

[1] Will Goldstone, “Unity 3.x Game Development Essentials,”
IPackt Publishing, 2011.

[2] Michelle Menard, “Game Development with Unity,” Course
Technology PTR; 1 edition. 2011.

[3] Sue Blackman, “Beginning 3D Game Development with Unity:
All-in-one, multi-platform game development,”
edition, May 25, 2011.

[4] Ryan Henson Creighton, “Unity 3D Game Development by

Apress; 1

Example Beginner's Guide” Packt Publishing, September 24,
2010.



