FPRACTICAL GANE PROGRAMANING

e Structure of a computer game
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STRUCTURE

“The other stuff
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EXANPLE: JEATH RALLY

Intro movie:

And splash screens:

EALH.: J‘SALLY

REMEDY
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EXANPLE: JEATH RALLY

DEATH RALLY DEATH RALLY =DEAT.'§_,-E§ILLY
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CONFIGURE
SEE HALL OF FAME
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. PREVIOUS MENU

SELECT DIFFICULTY:

fSPEED MAKES ME DIZZY
I LIVE TO RIDE
PETROL IHN MY VEINS
£ CONTINUE
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EXANPLE: JEATH RALLY

Track selection, loading, prepare for race..
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EXANPLE: JEATH RALLY

Ingame
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EXANPLE: JEATH RALLY

GLORAL HEY-DEFINITE
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Help screen Quit race screen
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EXANPLE: JEATH RALLY

Race end screens, car upgrade shop...

= CONTINUE

...and so on
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HOME\UOIRH

* Pick a game, preferably a commercial title.
* Go through all the menus and other states.

 Draw a flow chart, including:

» All splash screens, menus, etc.
* Ingame as a single box.

» Basically, if player can change state (move to
another box in flowchart), it deserves a box in
the flowchart.
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FLOVUUCHART
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* It's not only a flow chart, it's a state machine!
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