Play Game
1. Player opens game.
2. Game initializes resources. 

3. Startup sound is played.

4. Every 1/15th of a second, execute the following loop. 
a. Player can rotate the direction of the character and move character.

b. Check to see if gun was changed.

c. Check to see if gun was fired. 
d. Compute the forces on objects that have forces on them.

e. Calculate new positions for all the objects and the character and move the objects and the character to these positions.

f. Determine if any collision occurred between two characters or a character and an object.

g. Move the camera into a position right behind the character you’re using.

h. Check if a character’s health is zero. 

i. Draw screen.

j. If one character is left in the game the player controlling that character wins.

5. Free resources.

6. Exit game.

Player Rotates/moves character

1. Player presses ‘’ or ‘’ key. 

a. As long as the ‘’ key is pressed, the player rotates in a clockwise direction.

b. As long as the ‘’ key is pressed, the player rotates in a counter clockwise direction.

c. As long as the ‘a’ key is pressed, the player moves to the left.

d. As long as the ‘d’ key is pressed, the player moves to the right.

e. As long as the ‘w’ key is pressed, the player moves up.

f. As long as the ‘s’ key is pressed, the player moves down.
2. Player releases the key they were pressing and the player stops rotating/moving.

player changes gun

1. Player presses ‘’ key.

a. As long as the key is pressed the guns keep changing.

2. Player releases ‘’ key and the gun is set.

player fires gun

1. Player presses ‘j’ key.

a. As long as the ‘j’ key is pressed, the gun fires.

i. Depending on the type of gun that the character has a certain type of gun is fired.

ii. Particle effects on the bullet are enabled.

iii. Ammunition is decreased for every bullet fired.
2. Player releases ‘j’ key.
collision detection

1. For every object that a character can collide with

a. Get the position of the centre of the character and the character’s radius.

b. Get the 

c. When the collision is between a bullet and a character.

i. Decrease the health of the character that was just hit with the bullet.

ii. Increase the score of the character that fired the bullet.

player health

1. If player character is zero

a. Initialize pop up message saying the character is dead.
b. Stop drawing the player in the screen. 
