KEY

Input/Output
(Data user puts in)

Process (instruction
for the program)

Start Game

\ 4

Y

Enemy Wave Spawner.cs

(To loop infinitely)
Spawn a wave of enemies
Choose a random spawn point

Create an enemy at that point

Enemy Movement.cs

Set speed

Call Flip Sprite

Enemy killed?

YES

\ 2

- Trigger death animation
- Destroy enemy object

Game Loop

Player hit hazard or
touched enemy?

YES

v

Die

- trigger death
animation

- apply death kick

Weapon.cs

Calculate weapon/ammo speed

Set the velocity in Update

Did the weapon
hit an enemy?

|

- Destroy the weapon
object on collision with
the surface

Session)

- Destroy the enemy
- Destroy the weapon object

- Add points to the score (Game

Check:
Is the player
alive?

Yes

v

Player Movement.cs

Call:
Run
Flip Sprite

' Die

OnMove
-Check if alive
- Update move input

OnFire
-Check if alive
- Instantiate weapon

OnJump
- Check if touching
platform

Has the player
eached finish line?

<

YES

Does player have
lives left?

Game Session.cs

—YES—>»

—No—>

-Update Ul lives & score

- Call Take a life

- Call Reset Game
Session

-Calculate speed
-Update running
animation

Flip sprite direction

NO™| Return

I—) Apply jump speed

YES

NO

v

Finish Line.cs

- Play finish Win VFX

- Stop enemies spawning

- Call Destroy All Enemies
to play SFX & VFX

Continue
through
game loop




