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Basics

• Loop through each line, separated by newline '\n' character
• Increment row number for each line
• Reset column number to zero at the start of each line

• Loop through each character on the line
• Increment column number for each character
• Stop at line length

• If the character matches '#' then create object (example: wall)

• X position is the column number

• Y position is the row number
• If using Y-up coordinate system, take the total rows and subtract the row 

number



Text file example



Unity

• Copy text file to Assets/Resources folder

• Assign to TextAsset object in C# script

• Get contents as string with TextAsset.text

• Create string array with Split('\n')

• Loop through characters with foreach(char c in <string>)

• Instantiate wall prefab when character matches







GameMaker

• Set file in Included Files (or copy to datafiles subdirectory)

• Create object for reading file.  Remember to put object in room

• Open with file_text_open_read(<filename>) in Create

• Get line data with file_text_read_string(<file>)

• Create object with instance_create_layer(x, y, layer, obj)







MonoGame

• Add file as Existing Item

• Set Copy to Output Directory to Copy Always

• Import System.IO

• Read each line with StreamReader.ReadLine()

• Read characters from string with foreach (char c in <string>)







Godot

• Add the text file to the project folder
• Note - it won't display in the res:// FileSystem display

• Create a new File object using the 'res://knox.txt' filename in 
File.READ mode

• Read lines with f.get_line()







SDL

• Use FILE *file=fopen(<filename>, "r") to open file

• Read lines with fgets(<line>, <chars to read>, file)

• Loop through lines until fgets equals NULL

• Loop through chars in char array using bracket notation

• Ensure that enough characters are read to reach end of line

• Use fclose(file) to cleanup after file has been read

• Use fgetc if length of line is not known






