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Listing: 
Classes:

Interface:
IInput

ITime

ILevelLoader (os read -> entities)
IHighScoreReadWrite

IEntVars

Game Logic:
CUberControl

CMenuControl
CGameControl
CBaseEntity (and subclasses)
Utility:

Vec3d

Functions:

Graphics Interface:

IBeginDrawGame(…)

IBeginDrawMenu(…)

IDrawEnt( IEntVars *pent )

IDrawMenuItem(…)

IEndDrawGame(…)

IEndDrawMenu(…)

IDrawPause(…)

IDrawLoading(…)

IDrawLevelDeath(…)

IDrawLevelSuccess(…)
IInput  - this class is the interface with the operating system’s input system
	Functions:

· Think(), check for updates in the input information

· … a series of queries, so that other parts of the game can get to the information
	Data:

· whether keys are pressed?
· Timers on how long keys are pressed?


ITime  - this class is the interface with the operating system’s clock system
	Functions:

· Constructor, initializes start

· getTime(), returns a float
	Data:

· start (time when initialized)


IEntVars  - this class stores all important entity variables for drawing/sound
	Functions: (none)


	Data: (this should contain ALL data required to draw/play sounds)
· View/orientation vector (3d, directional)
· Location vector (3d)

· Speed (scalar float)

· Velocity vector (3D, directional)

· Radius (scalar float), used for collision

· Volume

· Object type (enum/flag)

· Object state (enum/flag)

· Player state (enum/flag)

· Time until next think


CUberControl  - this class is the interface with the operating system/OpenGL
	Functions:

· Init()

· Think(), loop through, checking for state changes/things to be done
· Draw()

· PlaySounds()
· …various state-related functions


	Data:

· exState (existential state for the entire program)

· CMenuControl object

· Game control objects


CMenuControl  - this class controls the menu part of the program
	Functions:

· Think(), check for state changes, take input into account
· … various state related functions


	Data:

· menuState

· … various timers


CGameControl  - this class controls the “gameplay” part of the program 
	Functions:

· LoadLevel(), create entities from level file, this will be a somewhat heavy-duty parser

· Think(), go through all entities
· Draw(), still not sure how this interface works

· CheckCollisions(), only on those that moved this frame
· … various helper functions


	Data:

· gameState

· entCount

· array of pointers to CBaseEntities




CBaseEntity - this class is virtual, it contains the core of every game object, whose interactions make up the game
	Functions: (these are called by game code, and are recognized by any and all subclasses)
· Think(), handles input/checks for state change

· Spawn(), initializes data

· Remove(), removes once it falls off the level

· Hit(), called when collision occurs


	Data: (all data included in any subclass, or this class for that matter, exists merely to affect the entvars object)
- IEntVars object


