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&% Terminology
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&% Game Engine Tick

For (auto * entity : entities) { For (auto * ¢ : components) {
entity->Update(); c->Update();
} // Update BEE XE1F15
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&% Entity Component vs. OOP
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&% Terminology
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&% Game Engine Tick - ECS

For (auto * sys: systems) { For (auto * ¢ : Components) {

sys->Update(); // do something
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