















Introduction 
•
Abstraction and decoupling make evolving your program faster and easier, but don’t waste ◦
time doing them unless you’re confident the code in question needs that flexibility.	




Think about and design for performance throughout your development cycle, but put off the ◦
low-level, nitty-gritty optimizations that lock assumptions into your code until as late as 
possible.




Move quickly to explore your game’s design space, but don’t go so fast that you leave a ◦
mess behind you. You’ll have to live with it, after all.




If you are going to ditch code, don’t waste time making it pretty. Rock stars trash hotel ◦
rooms because they know they’re going to check out the next day.
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Update Queae PlaySandy

Service Locator

Concept

Decouple function with servicelocator
eg
playsound servicefind AudioComponent Playsound
Often usedin Networking Easydeploycross ditterene platform
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