States/Flow

Last update: 2/8/04
Existential States:

· EX_MENU_INIT (transfer)
· EX_MENU

· EX_GAME_INIT (transfer)
· EX_GAME
· Variable: ex_state (stored in control class

Menu states: (ex_state == EX_MENU)

· MN_ON_TRAINING

· MN_ON_STARTGAME

· MN_ON_OPTIONS (this may require it’s own states)

· MN_ON_HIGHSCORES

· MN_ON_EXIT

· Variable: menu_state (stored in menu control class)

Game states:

· GAME_INIT (load level)
· GAME_STARTING (play sounds before start)

· GAME_RACING (this is what should be on the majority of the time)
· GAME_PAUSE (halts gameplay)
· GAME_LEVEL_SUCCESS (handle level transition)
· GAME_DEATH (high scores/transition to menu)

· Variable: game_state (stored in game control class)
Entity Type Flags:
· ENT_COLLIDABLE

· ENT_AUDIBLE

· ENT_VISIBLE

· ENT_MOVABLE

· ENT_PLAYER

· ENT_MOVING

· Variable: ent_flags (stored in IEntVars)

Object States:
· OBJ_OBSTACLE

· OBJ_COIN

· OBJ_etc. (add as we create/name things)

Player States:

· PL_STRAIGHTAWAY

· PL_SWITCHING

· PL_HIT

· PL_ACCELERATING (after stopped, either because of hit or start)

