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Last update: 2/8/04
Descriptions:
Game -> Graphics – CGameControl::Draw() and CMenuControl::Draw() call “I” (non-class) functions that are effectively the OpenGL engine. See class/function listing.
Audio - ?
Input -> Game – Global pointer to an IInput object, created in main function and linked to. Any class can have access at any time. CUberControl does the work of refreshing it.
Time -> Game – Same as input.
Hierarchy/Architecture: (incomplete)
os: Main loop 

· game: CUberControl object
· game: CGameControl object
· game: CBaseEntity objects (array)

· game/graphics/sound: IEntVars object
· game: Draw() function
· graphics: IBeginDrawGame()

· graphics: IDrawEntity( game/graphics IEntVars )

· graphics: IEndDrawGame()
· … other functions depending on state (if paused for instance, draw the paused graphic)

· game: CMenuControl object
· game: Draw() function

· graphics: IBeginDrawMenu()

· graphics: IDrawMenItem( ??? )

· graphics: IEndDrawMenu()

· i/os: IInput object, linked to global pointer

· i/os: ITime object, linked to global pointer

to be done: Audio system, file i/o, high scores i/o.
