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Game Overview

1.1 Introduction

Kendo Freefall (working title) is an original 2D vertically scrolling fighting game.  It does not really resemble any existing games, except for maybe the bungee jumping stage of Earthworm Jim.

1.2 Target Audience and Platform

All audiences should enjoy this game.  It will run on PC hardware.

1.3 Key Features

· Realistic physics and a true feeling of falling

· Allows participation in impossible sport of sword fighting in mid air.

· Is very different from any competing product.  It opens a new genre.

1.4 The Story (Summary)

The story doesn’t have any effect at all on game play.  The background story involves an ancient battle between the makers of chopsticks (good) and spoons (evil).  Spoon makers have tricked the player into touching a cursed spoon that has placed him very high in the sky.

1.5 Locations

The game will feature one main location – a never-ending space in which the combatants fall down.  The location scrolls upward as the player falls and may have changing backgrounds.  However, the challenges faced will not change.  The level will always have obstacles rising from the bottom of the screen, and one opponent.  As game-time progresses, the amount and speed of obstacles may increase, as well as the competency of the computer-controlled opponent.  

“Stages” come in the form of Kendo opponents who drop into the playing area whenever the previous one is defeated.  The cycle continues until the player is defeated.

1.6 Competing Products

Kendo Freefall (working title) is somewhat different from any existing game on the market.  Its competitors are probably other arcade type action games and multiplayer fighting games.

2 The Characters

2.1 Kenjiro Takahashi

The hero of the game, Ken is possibly the most skilled chopstick maker and kendo warrior in the history of the world.  Ken will have average strength and speed ratings.
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2.2 Sachi Hatoyama

The female lead character, Sachi is a skilled kendo warrior and is incredibly beautiful.  Sachi has less than average strength, but greater than average speed. 
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2.3 Bunjiro (Catman)

This character is a big strong human-cat hybrid created by the demented minds of the spoon-makers.  Bunjiro has been brainwashed to love spoons and hate chopsticks.  He has above average strength, but his speed is below average.
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2.4 Tree

This is a possible secret character that the player can unlock by getting a high enough score.  He is a fighting tree, and you don’t want to mess with him.  His strength will be off the charts, but his speed is below average.

[image: image4.jpg]



2.5 Fairy

This is another possible secret character.  She is a fairy with average attack power and above-average speed.
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2.6 Generic Bad Guy

This is the generic enemy character that the player will face in the single-player game.  This character will always be computer controlled.  His character ratings will fit the mold of Ken, Sachi, or Bunjiro.  Each time a new enemy is created, the ratings will be randomly chosen.
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3 Preliminary Level Design

Kendo Freefall does not have different levels – it resembles early arcade games in this respect.  There is one playfield on which the entire game takes place.  This playfield is simply a space through which the two combatants are continuously falling.  The game starts with the players falling through this space, and ends when the human-controlled player has lost all health.  

As the players are falling, obstacles appear from the bottom of the screen, and rise to the top, where they disappear.  These obstacles may be different sizes and move at different speeds.  The positions and properties of obstacles will be determined randomly.  The player must avoid contact with the obstacles, as any contact will result in damage.  As the game progresses and the player defeats more enemies, the game should get more difficult.  In terms of obstacles, this can be accomplished by increasing the amount of obstacles, as well as their velocity.

The other hazard to the player is the enemy – another character that is also falling through space.  The enemy and player will attack each other, thereby knocking each other into obstacles.  The attacks themselves do not cause damage – damage is only caused by contact with the obstacles.  As the game progresses, the skill level of the computer-controlled enemy should increase.

To keep the visuals interesting, the background image may change as the players fall through space.  One example of this is that the enemies may start fighting in space, fall down through the earth’s cloudy atmosphere, and continue falling down through a forest, then into a tunnel that goes inside the earth, finally falling through the depths of hell.  These changes in scenery would not affect the game play.   

Another possibility is that the obstacle graphics could change along with each scenery change.  However, the obstacles would still behave in the same manner.  

3.1 Level Description

Primary focus

· Defeat as many opponents as possible, as quickly as possible.  

· Get your name on the High Score list.

Level Objectives

· Attack the enemy, thereby knocking it into obstacles.  When the enemy has sustained enough damage, it is defeated and a new enemy appears.

· Avoid contact between the player and obstacles.

3.2 Game Progression Flow Chart
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4 Player Reward and Advancement

Kendo Freefall is a simple game, and the main player reward is the feeling of accomplishment provided by entering one’s initials on the High Score screen.

One other possibility for player reward is that there may be secret characters, which can only be unlocked if the player gets a high enough score.  After unlocking the characters, they will be available to choose on the Character Selection screen, along with the regular characters.

4.1 Difficulty Levels

As the game progresses, the difficulty will increase.  This can be accomplished in three ways:

· Number of obstacles increases

· Obstacle speed increases

· AI enemy becomes tougher

The user can also change settings on the Options screen that will affect the difficulty of the game.  These options include:

· Amount of damage taken before player dies

· Gravity Strength 

· Amount of obstacles

4.2 Health/energy replenishment

The player will have a small quantity of energy restored after defeating an enemy.  This is the only source of health replenishment.

4.3 Scoring System

Players receive points for knocking their opponent into obstacles.  There will be a base score of 100 points for knocking an opponent into an obstacle.  Each obstacle size will also have a score multiplier associated with it – smaller obstacles will have a larger multiplier because they are harder to hit.  Each time a player knocks an enemy into an obstacle, 100 is multiplied by that obstacle’s score multiplier, and the total is added to the score.

Players will receive 1000 points for each enemy they defeat.  Players will receive a 3000 point bonus if they defeat an enemy without taking any damage.

The other factor of score will be the time taken to defeat each enemy.  It is assumed that a player should be able to defeat an enemy in a certain amount of time – for now we will say 30 seconds, though this will have to be tested.  For each enemy defeated, the time taken to defeat the enemy will be subtracted from 30 seconds.  If the result is greater than 0, it will be multiplied by 30 points, and the total will be added to the score.  If the result is less than zero, no points are given.  This way, a player is rewarded for defeating enemies quickly, but not penalized for taking longer.  So, if a player defeats an enemy in 10 seconds, then the time score would be (20 * 30 = 600 points).

So, to sum up the score formula:

Total Score = (# Enemies Defeated * 1000) + (# Perfect Victories *3000) + 



(Sum of all obstacle scores) + (Sum of all time bonus scores)

5 Scope Summary

· Game Modes

· Vertical Strolling
· State Machines  

· Falling – limited motion
· Playable Levels 
· One main level, possible changing difficulties or backgrounds
· Power Ups 
· None planned right now
· # of Hostile Elements

· One enemy who attacks you
· Rocks that, if hit, cause victim damage
· Save game approach if any (Password or other)

· Nothing implemented at this time
6 Game Mechanics

6.1 Player Controls 

	Move
	Controls

	
	

	Side to Side
	Left/Right – user changable

	Up and Down
	UP/Down – user changable

	Attack
	User set – or 3 mouse buttons


6.1.1 State Machine Animation Index: (Character Name/State Machine)

For each fighting sprite there will be a different set of animations for each state listed.  Each state will be composed of three uniquely drawn frames, with the total number of frames and frames per second dependant upon ease of coding.  30 fps is the ideal, but adjustments
will be made dependant upon the workings of the game.  

The file names for these animations will be denoted by the character's name, the name of the state, and the order in which it is to be displayed.  For example the name of the first animation for a foe to perform a mid attack would be noted as "foemid1". 
6.1.1.1 State Machine Diagram
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Notes:

· A player may go to any state from the ‘idle’ and movement states.

· A player must return to the ‘idle’ state from the ‘fall back in pain’ state.

· A player may not go from an attack state to the ‘fall back in pain’ state.

· A player can move to the ‘idle’ state from any other state

6.1.2 Major Items/Sprites

All sprites in this game belong to two categories – characters and obstacles.  These are the only two elements of the game that move and affect game play.

All sprites in the game require animation.  Originally we thought the obstacles would not require animation, but we have now decided that the obstacles will explode if they are hit at the very top.  The explosion will obviously require animation.

7 AI System

7.1 General AI Information

The most important aspects of the artificial intelligence in this game will be collision detection and the control of the opposing character in single player mode.   Because this game is based around the concept of knocking players into obstacles, the collision detection will be key to the success of the game.  The enemy AI will be responsible for providing a worthwhile single player experience.

7.2 Collision handling

The two types of collision handling are player/obstacle and player/player.  We are initially going to implement some very simple collision handling.  If there is time, we may try to implement more complex physics.

Collisions will be detected through the use of outer bounding circles.  Each character will have a single circle surrounding its body, and another circle surrounding its weapon.  Each obstacle will also have a single circle.  A simple calculation can determine if any of the circles overlap, which means a collision has occurred.  An example collision detection calculation can be found in the Technical Design Document.
The boundaries of the game screen will constitute an invisible box within which the game takes place.  If a player is knocked into any of the sides of the screen, they will bounce back in the same manner as if they had hit an obstacle.  The only difference is that no damage occurs when the player hits the edge of the screen.

The other point that must be noted is that players still have control after being knocked back by an obstacle.  If the player hits one obstacle and is propelled towards another obstacle, they may be able to avoid the second obstacle with the use of the directional and rotation buttons.  

7.2.1 Player/Obstacle

7.2.1.1 Player and obstacle collide

After a collision is detected between a player and obstacle, an amount of damage will be given to the player, and the player will bounce backwards in the opposite direction that they hit the obstacle from.

For instance, if a player hits an obstacle from the bottom left, the player will be sent back to the upper left.

7.2.1.2 Player attacks obstacle

The player cannot change the trajectory of an obstacle.  Attacking an obstacle has no effect on the obstacle, but will send the player backwards in the opposite direction of their attack: 

· Upper attack sends player back and down

· Middle attack sends player back

· Lower attack sends player back and up
Attacking an obstacle does not damage the player

7.2.2 Player/Player

For player/player collisions, the character properties will have to be taken into account.  These include the characters strength and mass ratings. 

For instance, a weak character attacking a heavy character will not cause a velocity as fast as a strong character attacking a lighter character.

7.2.2.1 Players bump into each other:

When two players simply bump into each other (without attacking), the effect is the same as hitting an obstacle, except no damage occurs.  Both players bounce back from each other in the opposite direction that they came from.

7.2.2.2 Player attacks other player:

This case occurs when one player successfully attacks another.  The result of this is that the attacked player will be propelled in another direction.  The velocity depends on the strength of the attacker as well as the mass of the victim.  The direction depends on the type of attack that was used.  

· Hit by upper attack – sent back and in direction of upper attack

· Hit by middle attack – sent back and straight

· Hit by middle attack – sent back and in direction of lower attack

7.2.2.3 Players simultaneously attack:

This is when both players attack each other and their weapons collide.  In this case, both players are affected by the collision.  Both players will be propelled in the opposite direction of their opponent’s attack.  Also, the speed of the propulsion will be greater in this case then if the players had simply bumped into each other.

7.2.3 Special Collision Cases

· Consider an example in which there are two obstacles in a horizontal line with each other.  If the player gets knocked eastward into the right obstacle, and is sent back to the west, he is not doomed to hit the left obstacle, then bounce back to the right obstacle, etc.  First of all, the obstacles are constantly moving.  So by the time the player gets back to the left side of the screen, the left obstacle should be above him.  The other thing to consider is that the player could try to slow their velocity by holding backwards on the directional controls.  If the distance between obstacles is far enough, the player might be able to come to a complete stop before colliding with the left obstacle.
· A player is at the very top of the screen, and an obstacle is directly underneath him.  The obstacle is moving upward, and the player does not avoid it.  When the obstacle contacts the player, it will send the player to the north.  Since the player is at the top of the screen, he will collide with the top of the screen and get sent south, back into the obstacle.  But at this point, the obstacle will have already moved farther north, occupying the same space as the player.  Due to this problem, we have decided to implement a feature whereby if the player contacts the obstacle at the exact top, the obstacle will shatter.  This feature prevents the aforementioned problem from occurring.  The player will still be assessed damage.

· The player is trapped inside a ring of obstacles, where there is no space big enough for the player to escape.  This is obviously not a desirable situation, but could occur due to the randomness of the obstacle generation.  In this case, the only way for the player to get out of the circle of obstacles would be to use the tactic described in the previous special case – hit one of the obstacles on the exact top.  As mentioned previously, this will shatter the obstacle, enabling the player to escape the obstacle circle.  If the player fails to shatter one of the obstacles, the obstacles will eventually ‘pass through’ the player at the top of the screen.  This isn’t realistic, but must be allowed in order for the game to work.  Obstacles that pass through a player will cause damage to the player but will not propel the player.

7.3 Enemy AI

The enemy artificial intelligence in this game should be fairly simplistic.  Basically, the enemy will have two main goals – avoid being hit by obstacles and attack the other player, knocking it into obstacles. 

7.3.1 Avoiding Obstacles

Avoiding obstacles will be accomplished by examining the present state of the obstacles on the playing field.  The status of obstacles will have to be stored within the game in a data structure, for manipulation of the graphics.  This data is what will be searched when determining the next move.  The AI will know the location of the enemy, as well as the location of the player.  The AI will also know the positions of all obstacles, and their velocities.  

The AI can also know the diameters of the bounding circles for each character and the obstacles.  In this manner, the AI can calculate whether a particular move will result in a collision with an obstacle.  

For example, the AI can easily calculate the screen coordinates corresponding to the area of a bounding circle, given the circle’s center and diameter.  Each obstacle will have a bounding circle diameter associated with it.  And the center of the circle can be calculated using the obstacle’s current position and it’s velocity.  

The AI can also easily calculate the screen coordinates for the enemy character in each possible move that it could make.  The AI character has only 9 possible moves at any one time (move in one of eight directions or stay put).  So for each turn, the AI can calculate the screen coordinates associated with each move.  Any coordinates that result in a conflict with obstacle screen coordinates are collisions and can be discarded. 

Of the remaining moves, an algorithm will choose the best one.  The algorithm will proceed as follows:

1. Find the player location, and determine the direction that the player is in relation to the enemy (eg. North and West).  The enemy will try to move towards the character (eg. either North, West, or Northwest).  Directions that are somewhat towards the player take second precedence (Northeast and Southwest).  Finally, directions that are totally away from the player are third (South, East, and Southeast in this example).

2. For each direction toward the player (eg. North, West, and Northwest), perform a computation to determine the number of obstacles in that direction between the player and enemy.

3. Choose the direction that has the lowest number of obstacles.  Ties can be broken randomly.

4. If none of the directions toward the player are valid moves, check whether they would be valid moves if the enemy rotated.  If so, rotate the enemy in the direction that makes the move valid.

5. If there are no possible moves towards the other player, calculate which other direction has the lowest number of obstacles.  Move in this direction.

7.3.2 Attacking the Player

The AI must also tell the enemy when to attack the player.  This is only necessary when the enemy is within attacking distance of the player.  A calculation can be performed before each move using the enemy and player bounding circles to determine if the enemy is in attack range.

If the enemy is in attack range, an algorithm will be used to determine how the enemy should attack the player

1. For each type of attack, first check whether using that attack will connect with the enemy.  Discard attacks that will not actually hit the enemy.

2. For the remaining attacks, calculate whether using that attack will result in the player colliding into an obstacle within a certain distance.  If the distance is too great, the player may be able to maneuver out of the collision.

3. For all attacks that will cause a collision, calculate the initial damage of the collision (the damage from contact with the first obstacle).  The calculation will not take into account any collisions past the first.

4. Choose the attack that will cause the greatest damage.

5. If no attacks will actually connect and cause damage, then the AI should first consider rotating.  For each direction of rotation, calculate the number of valid attacks that can result if the character was rotated in that direction.

6. Rotate in the direction that creates the most number of attack options.

7. If rotating doesn’t help, examine the possibilities of moving to other sides of the player and attacking from those directions.  For each of the three other sides to attack the player from, calculate number of valid attacks that can result.  

8. Move towards the direction that creates the most number of attack options.

7.3.3 Making the enemy AI improve as the game progresses

The other important aspect of the enemy AI is that it should improve as the player moves further into the game.  This can be accomplished by limiting the AI at the earlier levels of the game.  As the levels progress, we can then remove more and more limitations.  Examples of possible limitations:

· When avoiding obstacles, don’t choose the direction with fewest obstacles. 

· Don’t give precedence to moving towards the other character.

· Don’t calculate whether attack will connect before attacking.

· Don’t choose the attack that results in the most damage.

7.4 Enemy Hit System

The enemy hit system is point based, and is the same as the player hit system.  Each player will have a certain number of hit points, represented as a ‘health bar’ at the side of the screen.  As the player incurs damage, hit points are subtracted from the total and the health bar image is updated.  When a player runs out of hit points, they have lost.

Hit points are subtracted when a player incurs damage, which in this case means whenever a player collides with an obstacle.  The amount of hit points subtracted depends upon the size of the obstacle.

7.5 Environmental Objects

The only types of environmental objects in this game are obstacles.  Each obstacle will initially appear at the bottom of the screen, and will rise to the top of the screen.  The positions and velocities of the obstacles will be determined randomly. 

Initially, the only types of obstacles will be rocks, though there will be different varieties of them.  If there is enough time left for development of other obstacles, then we may do so.  

8 UI Design

For all menu screens:

· The Arrow keys will change the highlighted option

· The Enter key will select the highlighted option

· The Escape key will return to the previous menu screen

8.1 Screen Flow Chart
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Note:

All screen shots given in the following sections are just mock-ups created to give an idea of what the screens may look like.  The final screens will not match them.
8.2 Title screen
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The Title Screen will contain some snazzy text and most likely a graphic.  The options available on the Title Screen will be:

· Single Player 

· Versus

· View High Scores

· Options

· Quit – closes the program

‘Single Player’ and ‘Versus’ will take the user(s) to the Character Selection screen.  In the mock-up, only a Start selection is available.  The other options are fairly self-explanatory.

8.3 Character Selection Screen

This screen will display images of all selectable characters.  Each character will be drawn inside a rectangle.  The first character’s bounding rectangle will be highlighted.  The user may change the highlighted character using the arrow keys.  When the user hits Enter, the currently highlighted character is selected.

For two player games, two characters will have their rectangles highlighted.  Different colors will be used for the first player and the second player.

8.4 Options Menu
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The following options will be available on the Options Screen as sliding bars:

· Amount of Damage taken before game over

· Amount of obstacles

· Gravity Strength

· Control Sensitivity

These bars will be set to the center position by default.  The bars are not present in the above mock-up – they are just represented by the word ‘Difficulty’.

There will be another section of the screen labeled ‘Video Options’ (‘Picture Options’ in the mock-up).  This section of the screen will allow the user to choose a resolution, and switch between windowed and full-screen mode.

Finally, there will be another option labeled ‘Control Settings’.  Selecting this option will take the user to the Control Settings screen.

8.5 Control Settings

Each game control function will be listed on the right, with the currently assigned key for that function listed on the left.  The user can use the arrow keys to move up and down the game functions.  For each game function, the user can strike a key.  That key will then be assigned to perform the currently highlighted function, and the key name will appear on the screen, to the left of the function.

After the user updates each key, the changes are saved.

8.6 Game Play Screen
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The Game Playe screen will have three sections.  The center section will be the area where the game play actually takes place, and it will be the largest of the three sections – taking up approximately three-quarters of the screen.

To the left and right of the center section will be areas for character health meters.  These areas will display the character name, the health meter, and graphics relating to the character.  The health meters will be displayed vertically.

The mock-up only demonstrates how the screen will be divided – not the look of the finished product, as no art is present.

8.7 Game Over / Enter High Score
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After the user is defeated, the game will check whether their score qualifies for the high score list.  If so, the user will be taken to the High Score Entry screen.  This screen simply allows the user to enter their three-letter initials.  After entering the initials and pressing Enter, the new record is saved, and the user is taken to the Game Over screen.

If the user did not get a high score, they are taken directly to the Game Over screen.  The Game Over screen will display a graphic and some text, such as ‘Game Over’.  After a fixed amount of time (15 seconds), or when the user presses the enter button, they are taken back to the Character Selection screen. 

8.8 View High Scores
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The View High Scores screen will allow the user to view high scores.  Each score record will show the player’s initials, the total time, the score, and the date that it was achieved.  The player can use the up/down arrow keys to scroll through the scores.  

8.9 Pause Menu
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The Pause Menu will contain only one option – Quit.  Selecting Quit will bring up a dialog that asks the user if they really want to quit.

If the user selects ‘Yes’, they are taken back to the Title Screen.  If they select ‘No’, they are taken back to the pause menu.

9 Game Story

There is no plot.  Here is the background story:

It is a little known fact that spoons are evil, but it is true.  Evil sorcerers in a cave invented them seven hundred kilometers underground in Hokkaido, Japan.  Their intention of inventing the spoon was not to make it easier for people to eat soup, but rather to make chopsticks obsolete and allow trees to take over the world.  The makers of chopsticks fully understood the evil plan and invented the art of Kendo to use against the sorcerers.  Their wooden swords kept the spoon makers deep underground for many decades, unable to distribute their brilliant evil eating utensils to the outside world….

137 years later -

Gradually, over time, the spoon making sorcerers learned from their opponents and became equally skilled at kendo.  (It is still a mystery why they didn’t just make better swords out of steel, but they didn’t and it wouldn’t make any more sense than this anyway)  They fought their way out of their hole and began distributing spoons at reasonable prices to the surrounding farmers, who really liked them.  Soon, spoons were so widespread that in many areas, they were the only soup eating tools used.  The chopstick making kendo fighters were beginning to lose the battle, but they hadn’t given up yet.

They had discovered possibly the most skilled chopstick maker and kendo warrior in the history of the world.  His name was Kenjiro Takahashi and he was widely predicted to be the one who would bring chopsticks back into power and save the world from its eventual destruction by trees.  Whenever the evil sorcerers entered a new town to sell their evil wares, Takahashi (who preferred to be known by the name Ken) was there to stop them.  The spoon makers didn’t like this, so they invented an evil magical trap for the hero.  

One day, Ken had finished making chopsticks for the day and went outside to train in kendo by himself.  While he was practicing, he saw something floating over his head.  He looked closer and it appeared to be a spoon.  He hated spoons so he attempted to knock it out of the sky with his sword.  Unfortunately for him, it was a cursed spoon and his sword stuck to it.  He tried to let go, but he couldn’t.  Before he could think about how unhappy he was that he was unable to move away, the spoon pulled him high into the air.  He was so high that he couldn’t see the ground below.  He could however see the spoon making kendo fighters around him.  He then prepared to defend himself from both the attackers and the ground below him.  He is still falling…
10 Save System

The information that will be saved for Kendo Freefall can be broken down into two categories: high score data, and game settings.

High Scores

For each high score record, the game will keep track of the actual score, the initials entered by the user for that score, and the length of the game session.  The game will save at least the top twenty-five scores.

Game Settings

The game settings that will be saved are the control settings and the display settings.  Control settings let the user map the game functions to different keyboard keys.  Saving these mappings prevents the user from having to enter them every time they play the game.  

Display settings include the choice between playing the game in full-screen mode or within a window.  Resolution settings and default window size are other options to be saved.  When the game starts up, it will look at the saved display settings to determine how to initially display the game.

Save / Load Mechanism

The game will automatically load all saved information when the game is started up.  

The game will automatically save whenever a new high score is added, or whenever a control or display setting is changed.  

The saving and loading will be transparent to the user – they will never have to click a ‘Load’ or ‘Save’ button.

Save / Load Technical Details 

Game information will be saved to a text file in the game installation directory.

10.1 Saved Data

	Information

	Top 25 High Scores – each record contains:

Initials, Time, Score, Date

	Control Settings

	Display Settings


11 Music and Sound Effects

Our group has no members interested in music composition or sound effect creation.  We are therefore placing the music / sound effects section of the game as a low priority.  The most we are likely to do is find some stock sound effects, and insert them into the game.
12 Concept Art

12.1 Levels

The following three screen shots were taken from a demo created by Amanda Kirk.  They do not include as many obstacles as will be present in the final game, but they give a good idea of the different backgrounds we may include.

12.1.1 Falling through sky

[image: image16.jpg]



12.1.2 Falling through underground tunnel

[image: image17.jpg]



12.1.3 Falling through hell

[image: image18.png]



12.2 Characters

More character concept art.

12.2.1 Generic Enemy – Front View

[image: image19.jpg]



12.2.2 Girl Character – Action Pose and Side View

[image: image20.jpg]


[image: image21.jpg]



12.2.3 Ken – Front View

[image: image22.jpg]



12.2.4 Fairy – Front View

[image: image23.jpg]
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## Globals Section:



X 0

Y 0

Scale 68

PosterRows 1

PosterCols 1

Color1 255,255,255

Color2 192,192,192

Color3 130,130,130

Color4 0,0,0

Color5 0,255,255

Color6 0,0,255

Color7 0,0,160

Color8 128,0,128

Color9 255,128,0

Color10 255,0,0

Color11 128,0,64

Color12 128,64,0

Color13 0,255,0

Color14 0,128,0

Color15 128,128,255

Color16 205,114,203

GridX 32

GridY 32

SnapX 32

SnapY 32

SnapConPtsCentersEdges TRUE

ShadowColor 130,130,130

ShadowX 5

ShadowY 5

ShowGrid FALSE

AlignToGrid TRUE

AlignToGridConPts FALSE

AttachMode 1

SBarWidth 128

SBarFigCols 2

SBarLblCols 2

SBarConCols 2

SBarFigHeight 34

SBarLblHeight 20

SBarConHeight 20

Parent ""

LargeDropMenus FALSE

LastEnd "null"

LastEndLen 36

EnableConPts TRUE

ConPointMarks 1

CornerRadius 43

FigMarginMode 0

FigMarginTop 12

FigMarginBottom 12

FigMarginLeft 12

FigMarginRight 12

Template "Flowchart.EDG"

TypeSize 8

TypeFace "Arial"

ConnectorJogs TRUE

ConnectorJogRadius 16

JunctionDots FALSE

FigLblPrimarySector 8

SelfReferenceRadius 64



DevMode 2057
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DevNames 65

{
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}



Preview 1323
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## Graphics Section:



## Figure Symbols Section:



FigureSymbol "home base"

{

  FixedAspect FALSE

  Height 64

  Width 80

  TextBox >100,>100,<900,<750

  Fill

  {

    Polygon 6 0,0 1000,0 1000,<700 500,1000 0,<700 0,0

  }

  Outline

  {

    Polyline 6 0,0 1000,0 1000,<700 500,1000 0,<700 0,0

  }

  Hot 6 0,0 1000,0 1000,<700 500,1000 0,<700 0,0

}



FigureSymbol "process"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

  }

}



FigureSymbol "internal sub"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>200,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Line 0,>100 1000,>100

  }

  MiniOutline

  {

    Rect 0,0,1000,1000

    Line 0,200 1000,200

  }

}



FigureSymbol "input/ouput"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>100,<800,<900

  Fill

  {

    Polygon 5 >200,0 1000,0 <800,1000 0,1000 >200,0

  }

  Outline

  {

    Polyline 5 >200,0 1000,0 <800,1000 0,1000 >200,0

  }

  Hot 5 >200,0 1000,0 <800,1000 0,1000 >200,0

}



FigureSymbol "decision"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 200,255,800,750

  TextBox 800,375,950,625

  TextBox 425,750,575,1000

  TextBox 50,375,200,625

  TextBox 425,0,575,250

  Fill

  {

    Polygon 5 500,0 1000,500 500,1000 0,500 500,0

  }

  Outline

  {

    Polyline 5 500,0 1000,500 500,1000 0,500 500,0

  }

  Hot 5 500,0 1000,500 500,1000 0,500 500,0

}



FigureSymbol "decision2"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 125,225,875,775

  TextBox 875,375,1000,625

  TextBox 425,750,575,1000

  TextBox 0,375,125,625

  TextBox 425,0,575,250

  Fill

  {

    Polygon 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

     38,614 60,640 395,955 414,973 438,986 462,995 488,1000 512,1000-

     537,995 561,986 585,973 605,955 940,640 962,614 980,582 992,550-

     1000,516 1000,484 992,450 980,418 962,386 940,360 605,45 585,27-

     561,13 537,4 512,0 488,0 462,4 438,13 414,27 395,45-

     60,360

  }

  Outline

  {

    Polyline 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

     38,614 60,640 395,955 414,973 438,986 462,995 488,1000 512,1000-

     537,995 561,986 585,973 605,955 940,640 962,614 980,582 992,550-

     1000,516 1000,484 992,450 980,418 962,386 940,360 605,45 585,27-

     561,13 537,4 512,0 488,0 462,4 438,13 414,27 395,45-

     60,360

  }

  MiniOutline

  {

    Polyline 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

     38,614 60,640 360,940 386,964 418,982 450,994 484,1000 516,1000-

     550,994 582,982 614,964 640,940 940,640 962,614 980,582 992,550-

     1000,516 1000,484 992,450 980,418 962,386 940,360 640,60 614,36-

     582,18 550,6 516,0 484,0 450,6 418,18 386,36 360,60-

     60,360

  }

  Hot 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

   38,614 60,640 395,955 414,973 438,986 462,995 488,1000 512,1000-

   537,995 561,986 585,973 605,955 940,640 962,614 980,582 992,550-

   1000,516 1000,484 992,450 980,418 962,386 940,360 605,45 585,27-

   561,13 537,4 512,0 488,0 462,4 438,13 414,27 395,45-

   60,360

}



FigureSymbol "sort"

{

  FixedAspect FALSE

  Height 0

  Width 0

  Fill

  {

    Polygon 5 500,0 1000,500 500,1000 0,500 500,0

  }

  Outline

  {

    Polyline 5 500,0 1000,500 500,1000 0,500 500,0

    Line 0,500 1000,500

  }

  Hot 5 500,0 1000,500 500,1000 0,500 500,0

}



FigureSymbol "auxiliary"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

  }

}



FigureSymbol "core"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>200,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Line >100,0 >100,1000

    Line 0,>100 1000,>100

  }

  MiniOutline

  {

    Rect 0,0,1000,1000

    Line >250,0 >250,1000

    Line 0,>250 1000,>250

  }

}



FigureSymbol "merge"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 250,100,750,600

  Fill

  {

    Polygon 4 0,0 1000,0 500,1000 0,0

  }

  Outline

  {

    Polyline 4 0,0 1000,0 500,1000 0,0

  }

  Hot 4 0,0 1000,0 500,1000 0,0

}



FigureSymbol "extract"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 250,400,750,900

  Fill

  {

    Polygon 4 0,1000 500,0 1000,1000 0,1000

  }

  Outline

  {

    Polyline 4 0,1000 500,0 1000,1000 0,1000

  }

  Hot 4 0,1000 500,0 1000,1000 0,1000

}



FigureSymbol "collate"

{

  FixedAspect FALSE

  Height 0

  Width 0

  Fill

  {

    Polygon 4 0,0 1000,0 500,500 0,0

    Polygon 4 0,1000 1000,1000 500,500 0,1000

  }

  Outline

  {

    Polyline 4 0,0 1000,0 500,500 0,0

    Polyline 4 0,1000 1000,1000 500,500 0,1000

  }

  Hot 7 500,500 0,0 1000,0 500,500 0,1000 1000,1000 500,500

}



FigureSymbol "predefined"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>100,<800,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Line >100,0 >100,1000

    Line <900,0 <900,1000

  }

  MiniOutline

  {

    Rect 0,0,1000,1000

    Line 100,0 100,1000

    Line 880,0 880,1000

  }

}



FigureSymbol "preparation"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >150,>100,<850,<900

  Fill

  {

    Polygon 7 >200,0 <800,0 1000,500 <800,1000 >200,1000 0,500 >200,0

  }

  Outline

  {

    Polyline 7 >200,0 <800,0 1000,500 <800,1000 >200,1000 0,500 >200,0

  }

  Hot 7 >200,0 <800,0 1000,500 <800,1000 >200,1000 0,500 >200,0

}



FigureSymbol "manual operation"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >150,>100,<850,<900

  Fill

  {

    Polygon 5 0,0 1000,0 <800,1000 >200,1000 0,0

  }

  Outline

  {

    Polyline 5 0,0 1000,0 <800,1000 >200,1000 0,0

  }

  Hot 5 0,0 1000,0 <800,1000 >200,1000 0,0

}



FigureSymbol "connector"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 100,100,900,900

  Fill

  {

    Ellipse 0,0,1000,1000

  }

  Outline

  {

    Ellipse 0,0,1000,1000

  }

  Hot 17 599,1000 783,924 924,783 1000,599 1000,402 924,218 783,77 599,1-

   402,1 218,77 77,218 1,402 1,599 77,783 218,924 402,1000-

   599,1000

}



FigureSymbol "terminal"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>100,<800,<900

  Fill

  {

    Rect >500,0,<500,1000

    Ellipse 0,0,>999,1000

    Ellipse <1,0,1000,1000

  }

  Outline

  {

    Line >500,0 <500,0

    Line >500,1000 <500,1000

    Arc 0,0,>999,1000 >500,0 >500,1000

    Arc <1,0,1000,1000 <500,1000 <500,0

  }

  Hot 17 >401,1 >217,77 >77,218 >1,402 >1,599 >77,783 >217,924 >401,1000-

   <599,1000 <783,924 <923,783 <999,599 <999,402 <923,218 <783,77 <599,1-

   >401,1

}



FigureSymbol "punched card"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<900

  Fill

  {

    Polygon 6 >250,0 1000,0 1000,1000 0,1000 0,>250 >250,0

  }

  Outline

  {

    Polyline 6 >250,0 1000,0 1000,1000 0,1000 0,>250 >250,0

  }

  MiniOutline

  {

    Polyline 6 250,0 1000,0 1000,1000 0,1000 0,400 250,0

  }

  Hot 6 >250,0 1000,0 1000,1000 0,1000 0,>250 >250,0

}



FigureSymbol "card file"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>250,<775,<850

  Fill

  {

    Polygon 6 >300,>75 <900,>75 <900,1000 0,1000 0,>375 >300,>75

  }

  Outline

  {

    Polyline 6 >300,>75 <900,>75 <900,1000 0,1000 0,>375 >300,>75

    Polyline 3 <700,0 1000,0 1000,>250

  }

  MiniOutline

  {

    Polyline 6 250,150 900,150 900,1000 0,1000 0,500 250,150

    Polyline 3 700,0 1000,0 1000,500

  }

  Hot 6 >300,>75 <900,>75 <900,1000 0,1000 0,>375 >300,>75

}



FigureSymbol "combined"

{

  FixedAspect FALSE

  Height 192

  Width 192

  TextBox >100,>100,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Ellipse 0,0,1000,1000

  }

}



FigureSymbol "card deck"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>250,<775,<850

  Fill

  {

    Polygon 8 1000,1000 1000,>75 <925,0 >300,0 0,>300 0,<925 >75,1000 1000,1000

  }

  Outline

  {

    Polyline 8 1000,1000 1000,>75 <925,0 >300,0 0,>300 0,<925 >75,1000 1000,1000

    Polyline 4 >75,1000 >75,>375 >375,>75 1000,>75

    Line 0,>300 >75,>375

    Line >300,0 >375,>75

  }

  MiniOutline

  {

    Polyline 8 1000,1000 1000,150 900,0 250,0 0,250 0,900 100,1000 1000,1000

    Polyline 4 100,1000 100,400 400,150 1000,150

    Line 0,250 100,400

    Line 250,0 400,150

  }

  Hot 7 >375,0 1000,0 1000,<925 <900,1000 0,1000 0,>375 >375,0

}



FigureSymbol "document"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<750

  Fill

  {

    Polygon 26 1000,<900 1000,0 0,0 0,<900 14,<928 39,<955 86,<976 146,<992-

     215,1000 286,1000 355,<992 415,<976 462,<955 487,<928 500,<900 514,<873-

     539,<846 586,<825 646,<809 715,<801 786,<801 855,<809 915,<825 962,<846-

     987,<873 1000,<900

  }

  Outline

  {

    Polyline 26 1000,<900 1000,0 0,0 0,<900 14,<928 39,<955 86,<976 146,<992-

     215,1000 286,1000 355,<992 415,<976 462,<955 487,<928 500,<900 514,<873-

     539,<846 586,<825 646,<809 715,<801 786,<801 855,<809 915,<825 962,<846-

     987,<873 1000,<900

  }

  Hot 26 1000,<900 1000,0 0,0 0,<900 14,<928 39,<955 86,<976 146,<992-

   215,1000 286,1000 355,<992 415,<976 462,<955 487,<928 500,<900 514,<873-

   539,<846 586,<825 646,<809 715,<801 786,<801 855,<809 915,<825 962,<846-

   987,<873 1000,<900

}



FigureSymbol "punched tape"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>250,<900,<750

  Fill

  {

    Polygon 47 0,<900 0,>100 14,>128 39,>155 86,>176 146,>192 215,>200 286,>200-

     355,>192 415,>176 462,>155 487,>128 500,>100 514,>73 539,>46 586,>25-

     646,>9 715,0 786,0 855,>9 915,>25 962,>46 987,>73 1000,>100-

     1000,<900 987,<873 962,<846 915,<825 855,<809 786,<801 715,<801 646,<809-

     586,<825 539,<846 514,<873 500,<900 487,<928 462,<955 415,<976 355,<992-

     286,1000 215,1000 146,<992 86,<976 39,<955 14,<928 0,<900

  }

  Outline

  {

    Polyline 47 0,<900 0,>100 14,>128 39,>155 86,>176 146,>192 215,>200 286,>200-

     355,>192 415,>176 462,>155 487,>128 500,>100 514,>73 539,>46 586,>25-

     646,>9 715,0 786,0 855,>9 915,>25 962,>46 987,>73 1000,>100-

     1000,<900 987,<873 962,<846 915,<825 855,<809 786,<801 715,<801 646,<809-

     586,<825 539,<846 514,<873 500,<900 487,<928 462,<955 415,<976 355,<992-

     286,1000 215,1000 146,<992 86,<976 39,<955 14,<928 0,<900

  }

  Hot 47 0,<900 0,>100 14,>128 39,>155 86,>176 146,>192 215,>200 286,>200-

   355,>192 415,>176 462,>155 487,>128 500,>100 514,>73 539,>46 586,>25-

   646,>9 715,0 786,0 855,>9 915,>25 962,>46 987,>73 1000,>100-

   1000,<900 987,<873 962,<846 915,<825 855,<809 786,<801 715,<801 646,<809-

   586,<825 539,<846 514,<873 500,<900 487,<928 462,<955 415,<976 355,<992-

   286,1000 215,1000 146,<992 86,<976 39,<955 14,<928 0,<900

}



FigureSymbol "manual input"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>250,<900,<900

  Fill

  {

    Polygon 5 0,>250 1000,0 1000,1000 0,1000 0,>250

  }

  Outline

  {

    Polyline 5 0,>250 1000,0 1000,1000 0,1000 0,>250

  }

  Hot 5 0,>250 1000,0 1000,1000 0,1000 0,>250

}



FigureSymbol "drum"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >300,>100,<850,<900

  Fill

  {

    Rect >100,0,<900,1000

    Ellipse 0,0,>200,1000

    Ellipse <800,0,1000,1000

  }

  Outline

  {

    Line >100,0 <900,0

    Line >100,1000 <900,1000

    Ellipse 0,0,>200,1000

    Arc <800,0,1000,1000 <900,1000 <900,0

  }

  MiniOutline

  {

    Line 100,0 950,0

    Line 100,1000 900,1000

    Ellipse 0,0,200,1000

    Arc 800,0,1000,1000 900,1000 900,0

  }

  Hot 17 >81,1 >44,77 >16,218 >1,402 >1,599 >16,783 >44,924 >81,1000-

   <920,1000 <957,924 <985,783 <1000,599 <1000,402 <985,218 <957,77 <920,1-

   >81,1

}



FigureSymbol "disk"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>350,<900,<900

  Fill

  {

    Rect 0,>100,1000,<900

    Ellipse 0,0,1000,>200

    Ellipse 0,<800,1000,1000

  }

  Outline

  {

    Line 0,>100 0,<900

    Line 1000,>100 1000,<900

    Ellipse 0,0,1000,>200

    Arc 0,<800,1000,1000 0,<900 1000,<900

    Arc 0,>50,1000,>250 0,>150 1000,>150

    Arc 0,>100,1000,>300 0,>200 1000,>200

  }

  MiniOutline

  {

    Line 0,200 0,800

    Line 1000,100 1000,900

    Ellipse 0,0,1000,400

    Arc 0,600,1000,1000 0,800 1000,800

  }

  Hot 17 1,>81 77,>44 218,>16 402,>1 599,>1 783,>16 924,>44 1000,>81-

   1000,<920 924,<957 783,<985 599,<1000 402,<1000 218,<985 77,<957 1,<920-

   1,>81

}



FigureSymbol "magtape"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >150,>150,<850,<850

  Fill

  {

    Ellipse 0,0,1000,1000

  }

  Outline

  {

    Ellipse 0,0,1000,1000

    Line 500,1000 1000,1000

  }

  Hot 17 599,1000 783,924 924,783 1000,599 1000,402 924,218 783,77 599,1-

   402,1 218,77 77,218 1,402 1,599 77,783 218,924 402,1000-

   599,1000

}



FigureSymbol "offline storage"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 250,100,750,600

  Fill

  {

    Polygon 4 0,0 1000,0 500,1000 0,0

  }

  Outline

  {

    Polyline 4 0,0 1000,0 500,1000 0,0

    Line 375,750 625,750

  }

  Hot 4 0,0 1000,0 500,1000 0,0

}



FigureSymbol "online storage"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<800,<900

  Fill

  {

    Polygon 27 >150,0 >129,1 >88,42 >52,119 >24,228 >6,359 0,500 >6,642-

     >24,773 >52,882 >88,959 >129,1000 >150,1000 1000,1000 <979,1000 <938,959-

     <902,882 <874,773 <856,642 <850,500 <856,359 <874,228 <902,119 <938,42-

     <979,1 1000,0 >150,0

  }

  Outline

  {

    Polyline 27 >150,0 >129,1 >88,42 >52,119 >24,228 >6,359 0,500 >6,642-

     >24,773 >52,882 >88,959 >129,1000 >150,1000 1000,1000 <979,1000 <938,959-

     <902,882 <874,773 <856,642 <850,500 <856,359 <874,228 <902,119 <938,42-

     <979,1 1000,0 >150,0

  }

  Hot 27 >150,0 >129,1 >88,42 >52,119 >24,228 >6,359 0,500 >6,642-

   >24,773 >52,882 >88,959 >129,1000 >150,1000 1000,1000 <979,1000 <938,959-

   <902,882 <874,773 <856,642 <850,500 <856,359 <874,228 <902,119 <938,42-

   <979,1 1000,0 >150,0

}



FigureSymbol "display"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >300,>100,<900,<900

  Fill

  {

    Ellipse <800,0,1000,1000

    Polygon 6 0,500 >400,0 <900,0 <900,1000 >400,1000 0,500

  }

  Outline

  {

    Polyline 5 <900,1000 >400,1000 0,500 >400,0 <900,0

    Arc <800,0,1000,1000 <900,1000 <900,0

  }

  Hot 12 <920,1000 <957,924 <985,783 <1000,599 <1000,402 <985,218 <957,77 <920,0-

   >400,0 0,500 >400,1000 <920,1000

}



FigureSymbol "comment"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,1000,<900

  Outline

  {

    Polyline 4 1000,0 0,0 0,1000 1000,1000

  }

}



## End Symbols Section:



EndSymbol "block"

{

  LineTo 100

  Fill

  {

    Polygon 4 500,500 1000,300 1000,700 500,500

  }

  Outline

  {

    Polyline 4 500,500 1000,300 1000,700 500,500

  }

}



EndSymbol "stick"

{

  Outline

  {

    Line 500,500 1000,300

    Line 500,500 1000,700

  }

}



## Figure Styles Section:



FigureStyle "Label"

{

  Label TRUE

  Height 64

  Width 128

  Description "An annotation or comment"

  TextFormat 0x0044

  Behavior 0x018241E1

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Title"

{

  Label TRUE

  Height 64

  Width 128

  Description "A heading or title"

  TextFormat 0x0044

  Behavior 0x018241E1

  Symbol "lbl"

  TypeSize 14

  TypeWeight 700

  TypeFace "Arial"

}



FigureStyle "Process"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "A process, operation, or function"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Input/Output"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "An input or output operation"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "input/ouput"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Decision"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "A branch of control based on a conditional expression"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x05024E12

  Symbol "decision"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Decision2"

{

  Height 160

  Width 288

  Description "A branch of control based on a conditional expression"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x05024E12

  Symbol "decision2"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Auxiliary Operation"

{

  HasButton TRUE

  Height 160

  Width 160

  Description "An operation carried out offline"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "auxiliary"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Preparation"

{

  HasButton TRUE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "preparation"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Predefined Process"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "A process (such as a subroutine) that has been defined elsewhere"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "predefined"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Manual Operation"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "An operation performed offline by hand"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "manual operation"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Merge"

{

  Height 160

  Width 288

  Description "Two or more files to be merged together"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "merge"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Extract"

{

  Height 160

  Width 288

  Description "Data removed from (a file)"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "extract"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Terminal"

{

  HasButton TRUE

  Height 64

  Width 288

  Description "A beginning, end, or interruption point"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "terminal"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Connector"

{

  HasButton TRUE

  Height 64

  Width 64

  Description "A symbol for connecting two parts of a flowchart"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "connector"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Off-page Connector"

{

  HasButton TRUE

  Height 64

  Width 64

  Description "A symbol for connecting two parts of a flowchart on different pag-

es"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "home base"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Manual Input"

{

  HasButton TRUE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "manual input"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Internal Subroutine"

{

  Height 160

  Width 288

  Description "An internal subroutine or procedure"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "internal sub"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Document"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "Data output in the form of a document"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "document"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Disk"

{

  HasButton TRUE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "disk"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Display"

{

  Height 160

  Width 288

  Description "Output to a display device"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "display"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Sort"

{

  Height 128

  Width 128

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "sort"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Collate"

{

  Height 128

  Width 128

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "collate"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Punched Card"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "punched card"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Card Deck"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "card deck"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Card File"

{

  InMenu FALSE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "card file"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Combined Operation"

{

  Height 160

  Width 160

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "combined"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Online Storage"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "online storage"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Magnetic Tape"

{

  Height 160

  Width 160

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "magtape"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Core"

{

  Height 160

  Width 160

  Description "I/O operation using primary storage"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "core"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Offline Storage"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "offline storage"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Punched Tape"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "punched tape"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Magnetic Drum"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "drum"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Comment"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "Explanatory notes"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "comment"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "yes"

{

  Label TRUE

  HasButton TRUE

  Height 0

  Width 0

  Description "True decision branch"

  DefaultText "yes"

  BorderWidth 3

  BindToStyle FALSE

  TextFormat 0x0044

  Behavior 0x00A241E1

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "no"

{

  Label TRUE

  HasButton TRUE

  Height 0

  Width 0

  Description "False decision brnach"

  DefaultText "no"

  BorderWidth 3

  BindToStyle FALSE

  TextFormat 0x0044

  Behavior 0x00A241E1

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



## Connector Styles Section:



ConnectorStyle "No Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "No Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Stick Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "stick"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Stick Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "stick"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Solid Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Solid Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Outline Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  End2FillColor 255,255,255

  Behavior 0x00000000

}



ConnectorStyle "Outline Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  End2FillColor 255,255,255

  Behavior 0x00000000

}



ConnectorStyle "No Arrow - Dashed Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



ConnectorStyle "No Arrow - Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



ConnectorStyle "Solid Arrow - Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



ConnectorStyle "Solid Arrow - Dashed Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



## Figures & Connectors Section:



Figure 1

{

  Style "Process"

  Text "\fs24 New Opponent"

  Bounds 800,928,1120,1056

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 2

{

  Style "Process"

  Text "\fs24 Enter High Score"

  Bounds 1440,928,1824,1056

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Connector 3

{

  Style "Solid Arrow"

  Figure1 1

  Figure2 2

  EndPoint1 1120,992

  EndPoint2 1440,992

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 4

{

  Label TRUE

  Text "Defeat Opponent"

  Bounds 802,710,1122,758

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 12

  TypeFace "Arial"

}



Figure 5

{

  Label TRUE

  Text "\fs24 Start\line Game"

  Bounds 455,955,571,1050

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



Figure 6

{

  Text ""

  Bounds 1017,761,1032,776

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 7

{

  Style "Solid Arrow"

  Figure1 1

  Figure2 6

  EndPoint1 979,928

  EndPoint2 1024,768

  SuppressEnd1 FALSE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 8

{

  Text ""

  Bounds 889,761,904,776

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 9

{

  Style "Solid Arrow"

  Figure1 6

  Figure2 8

  EndPoint1 1024,768

  EndPoint2 896,768

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 10

{

  Style "Solid Arrow"

  Figure1 8

  Figure2 1

  EndPoint1 896,768

  EndPoint2 941,928

  SuppressEnd1 TRUE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 11

{

  Style "Solid Arrow"

  Figure1 -1

  Figure2 1

  EndPoint1 576,992

  EndPoint2 800,992

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 12

{

  Label TRUE

  Text "\fs20 Player Loses"

  Bounds 1173,936,1370,977

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



## Staples Section:




_1094471709.txt
EDGE Diagram File

Version 4.10



## Globals Section:



X -282

Y 25

Scale 98

PosterRows 1

PosterCols 1

Color1 255,255,255

Color2 192,192,192

Color3 130,130,130

Color4 0,0,0

Color5 0,255,255

Color6 0,0,255

Color7 0,0,160

Color8 128,0,128

Color9 255,128,0

Color10 255,0,0

Color11 128,0,64

Color12 128,64,0

Color13 0,255,0

Color14 0,128,0

Color15 128,128,255

Color16 205,114,203

GridX 32

GridY 32

SnapX 32

SnapY 32

SnapConPtsCentersEdges TRUE

ShadowColor 130,130,130

ShadowX 5

ShadowY 5

ShowGrid FALSE

AlignToGrid TRUE

AlignToGridConPts FALSE

AttachMode 1

SBarWidth 128

SBarFigCols 2

SBarLblCols 2

SBarConCols 2

SBarFigHeight 34

SBarLblHeight 20

SBarConHeight 20

Parent ""

LargeDropMenus FALSE

LastEnd "null"

LastEndLen 36

EnableConPts TRUE

ConPointMarks 1

CornerRadius 43

FigMarginMode 0

FigMarginTop 12

FigMarginBottom 12

FigMarginLeft 12

FigMarginRight 12

Template "Flowchart.EDG"

TypeSize 8

TypeFace "Arial"

ConnectorJogs TRUE

ConnectorJogRadius 16

JunctionDots FALSE

FigLblPrimarySector 8

SelfReferenceRadius 64



DevMode 2057
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DevNames 65

{
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}



## Graphics Section:



## Figure Symbols Section:



FigureSymbol "home base"

{

  FixedAspect FALSE

  Height 64

  Width 80

  TextBox >100,>100,<900,<750

  Fill

  {

    Polygon 6 0,0 1000,0 1000,<700 500,1000 0,<700 0,0

  }

  Outline

  {

    Polyline 6 0,0 1000,0 1000,<700 500,1000 0,<700 0,0

  }

  Hot 6 0,0 1000,0 1000,<700 500,1000 0,<700 0,0

}



FigureSymbol "process"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

  }

}



FigureSymbol "internal sub"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>200,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Line 0,>100 1000,>100

  }

  MiniOutline

  {

    Rect 0,0,1000,1000

    Line 0,200 1000,200

  }

}



FigureSymbol "input/ouput"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>100,<800,<900

  Fill

  {

    Polygon 5 >200,0 1000,0 <800,1000 0,1000 >200,0

  }

  Outline

  {

    Polyline 5 >200,0 1000,0 <800,1000 0,1000 >200,0

  }

  Hot 5 >200,0 1000,0 <800,1000 0,1000 >200,0

}



FigureSymbol "decision"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 200,255,800,750

  TextBox 800,375,950,625

  TextBox 425,750,575,1000

  TextBox 50,375,200,625

  TextBox 425,0,575,250

  Fill

  {

    Polygon 5 500,0 1000,500 500,1000 0,500 500,0

  }

  Outline

  {

    Polyline 5 500,0 1000,500 500,1000 0,500 500,0

  }

  Hot 5 500,0 1000,500 500,1000 0,500 500,0

}



FigureSymbol "decision2"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 125,225,875,775

  TextBox 875,375,1000,625

  TextBox 425,750,575,1000

  TextBox 0,375,125,625

  TextBox 425,0,575,250

  Fill

  {

    Polygon 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

     38,614 60,640 395,955 414,973 438,986 462,995 488,1000 512,1000-

     537,995 561,986 585,973 605,955 940,640 962,614 980,582 992,550-

     1000,516 1000,484 992,450 980,418 962,386 940,360 605,45 585,27-

     561,13 537,4 512,0 488,0 462,4 438,13 414,27 395,45-

     60,360

  }

  Outline

  {

    Polyline 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

     38,614 60,640 395,955 414,973 438,986 462,995 488,1000 512,1000-

     537,995 561,986 585,973 605,955 940,640 962,614 980,582 992,550-

     1000,516 1000,484 992,450 980,418 962,386 940,360 605,45 585,27-

     561,13 537,4 512,0 488,0 462,4 438,13 414,27 395,45-

     60,360

  }

  MiniOutline

  {

    Polyline 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

     38,614 60,640 360,940 386,964 418,982 450,994 484,1000 516,1000-

     550,994 582,982 614,964 640,940 940,640 962,614 980,582 992,550-

     1000,516 1000,484 992,450 980,418 962,386 940,360 640,60 614,36-

     582,18 550,6 516,0 484,0 450,6 418,18 386,36 360,60-

     60,360

  }

  Hot 41 60,360 38,386 20,418 8,450 0,484 0,516 8,550 20,582-

   38,614 60,640 395,955 414,973 438,986 462,995 488,1000 512,1000-

   537,995 561,986 585,973 605,955 940,640 962,614 980,582 992,550-

   1000,516 1000,484 992,450 980,418 962,386 940,360 605,45 585,27-

   561,13 537,4 512,0 488,0 462,4 438,13 414,27 395,45-

   60,360

}



FigureSymbol "sort"

{

  FixedAspect FALSE

  Height 0

  Width 0

  Fill

  {

    Polygon 5 500,0 1000,500 500,1000 0,500 500,0

  }

  Outline

  {

    Polyline 5 500,0 1000,500 500,1000 0,500 500,0

    Line 0,500 1000,500

  }

  Hot 5 500,0 1000,500 500,1000 0,500 500,0

}



FigureSymbol "auxiliary"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

  }

}



FigureSymbol "core"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>200,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Line >100,0 >100,1000

    Line 0,>100 1000,>100

  }

  MiniOutline

  {

    Rect 0,0,1000,1000

    Line >250,0 >250,1000

    Line 0,>250 1000,>250

  }

}



FigureSymbol "merge"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 250,100,750,600

  Fill

  {

    Polygon 4 0,0 1000,0 500,1000 0,0

  }

  Outline

  {

    Polyline 4 0,0 1000,0 500,1000 0,0

  }

  Hot 4 0,0 1000,0 500,1000 0,0

}



FigureSymbol "extract"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 250,400,750,900

  Fill

  {

    Polygon 4 0,1000 500,0 1000,1000 0,1000

  }

  Outline

  {

    Polyline 4 0,1000 500,0 1000,1000 0,1000

  }

  Hot 4 0,1000 500,0 1000,1000 0,1000

}



FigureSymbol "collate"

{

  FixedAspect FALSE

  Height 0

  Width 0

  Fill

  {

    Polygon 4 0,0 1000,0 500,500 0,0

    Polygon 4 0,1000 1000,1000 500,500 0,1000

  }

  Outline

  {

    Polyline 4 0,0 1000,0 500,500 0,0

    Polyline 4 0,1000 1000,1000 500,500 0,1000

  }

  Hot 7 500,500 0,0 1000,0 500,500 0,1000 1000,1000 500,500

}



FigureSymbol "predefined"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>100,<800,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Line >100,0 >100,1000

    Line <900,0 <900,1000

  }

  MiniOutline

  {

    Rect 0,0,1000,1000

    Line 100,0 100,1000

    Line 880,0 880,1000

  }

}



FigureSymbol "preparation"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >150,>100,<850,<900

  Fill

  {

    Polygon 7 >200,0 <800,0 1000,500 <800,1000 >200,1000 0,500 >200,0

  }

  Outline

  {

    Polyline 7 >200,0 <800,0 1000,500 <800,1000 >200,1000 0,500 >200,0

  }

  Hot 7 >200,0 <800,0 1000,500 <800,1000 >200,1000 0,500 >200,0

}



FigureSymbol "manual operation"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >150,>100,<850,<900

  Fill

  {

    Polygon 5 0,0 1000,0 <800,1000 >200,1000 0,0

  }

  Outline

  {

    Polyline 5 0,0 1000,0 <800,1000 >200,1000 0,0

  }

  Hot 5 0,0 1000,0 <800,1000 >200,1000 0,0

}



FigureSymbol "connector"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 100,100,900,900

  Fill

  {

    Ellipse 0,0,1000,1000

  }

  Outline

  {

    Ellipse 0,0,1000,1000

  }

  Hot 17 599,1000 783,924 924,783 1000,599 1000,402 924,218 783,77 599,1-

   402,1 218,77 77,218 1,402 1,599 77,783 218,924 402,1000-

   599,1000

}



FigureSymbol "terminal"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>100,<800,<900

  Fill

  {

    Rect >500,0,<500,1000

    Ellipse 0,0,>999,1000

    Ellipse <1,0,1000,1000

  }

  Outline

  {

    Line >500,0 <500,0

    Line >500,1000 <500,1000

    Arc 0,0,>999,1000 >500,0 >500,1000

    Arc <1,0,1000,1000 <500,1000 <500,0

  }

  Hot 17 >401,1 >217,77 >77,218 >1,402 >1,599 >77,783 >217,924 >401,1000-

   <599,1000 <783,924 <923,783 <999,599 <999,402 <923,218 <783,77 <599,1-

   >401,1

}



FigureSymbol "punched card"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<900

  Fill

  {

    Polygon 6 >250,0 1000,0 1000,1000 0,1000 0,>250 >250,0

  }

  Outline

  {

    Polyline 6 >250,0 1000,0 1000,1000 0,1000 0,>250 >250,0

  }

  MiniOutline

  {

    Polyline 6 250,0 1000,0 1000,1000 0,1000 0,400 250,0

  }

  Hot 6 >250,0 1000,0 1000,1000 0,1000 0,>250 >250,0

}



FigureSymbol "card file"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>250,<775,<850

  Fill

  {

    Polygon 6 >300,>75 <900,>75 <900,1000 0,1000 0,>375 >300,>75

  }

  Outline

  {

    Polyline 6 >300,>75 <900,>75 <900,1000 0,1000 0,>375 >300,>75

    Polyline 3 <700,0 1000,0 1000,>250

  }

  MiniOutline

  {

    Polyline 6 250,150 900,150 900,1000 0,1000 0,500 250,150

    Polyline 3 700,0 1000,0 1000,500

  }

  Hot 6 >300,>75 <900,>75 <900,1000 0,1000 0,>375 >300,>75

}



FigureSymbol "combined"

{

  FixedAspect FALSE

  Height 192

  Width 192

  TextBox >100,>100,<900,<900

  Fill

  {

    Rect 0,0,1000,1000

  }

  Outline

  {

    Rect 0,0,1000,1000

    Ellipse 0,0,1000,1000

  }

}



FigureSymbol "card deck"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >200,>250,<775,<850

  Fill

  {

    Polygon 8 1000,1000 1000,>75 <925,0 >300,0 0,>300 0,<925 >75,1000 1000,1000

  }

  Outline

  {

    Polyline 8 1000,1000 1000,>75 <925,0 >300,0 0,>300 0,<925 >75,1000 1000,1000

    Polyline 4 >75,1000 >75,>375 >375,>75 1000,>75

    Line 0,>300 >75,>375

    Line >300,0 >375,>75

  }

  MiniOutline

  {

    Polyline 8 1000,1000 1000,150 900,0 250,0 0,250 0,900 100,1000 1000,1000

    Polyline 4 100,1000 100,400 400,150 1000,150

    Line 0,250 100,400

    Line 250,0 400,150

  }

  Hot 7 >375,0 1000,0 1000,<925 <900,1000 0,1000 0,>375 >375,0

}



FigureSymbol "document"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<900,<750

  Fill

  {

    Polygon 26 1000,<900 1000,0 0,0 0,<900 14,<928 39,<955 86,<976 146,<992-

     215,1000 286,1000 355,<992 415,<976 462,<955 487,<928 500,<900 514,<873-

     539,<846 586,<825 646,<809 715,<801 786,<801 855,<809 915,<825 962,<846-

     987,<873 1000,<900

  }

  Outline

  {

    Polyline 26 1000,<900 1000,0 0,0 0,<900 14,<928 39,<955 86,<976 146,<992-

     215,1000 286,1000 355,<992 415,<976 462,<955 487,<928 500,<900 514,<873-

     539,<846 586,<825 646,<809 715,<801 786,<801 855,<809 915,<825 962,<846-

     987,<873 1000,<900

  }

  Hot 26 1000,<900 1000,0 0,0 0,<900 14,<928 39,<955 86,<976 146,<992-

   215,1000 286,1000 355,<992 415,<976 462,<955 487,<928 500,<900 514,<873-

   539,<846 586,<825 646,<809 715,<801 786,<801 855,<809 915,<825 962,<846-

   987,<873 1000,<900

}



FigureSymbol "punched tape"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>250,<900,<750

  Fill

  {

    Polygon 47 0,<900 0,>100 14,>128 39,>155 86,>176 146,>192 215,>200 286,>200-

     355,>192 415,>176 462,>155 487,>128 500,>100 514,>73 539,>46 586,>25-

     646,>9 715,0 786,0 855,>9 915,>25 962,>46 987,>73 1000,>100-

     1000,<900 987,<873 962,<846 915,<825 855,<809 786,<801 715,<801 646,<809-

     586,<825 539,<846 514,<873 500,<900 487,<928 462,<955 415,<976 355,<992-

     286,1000 215,1000 146,<992 86,<976 39,<955 14,<928 0,<900

  }

  Outline

  {

    Polyline 47 0,<900 0,>100 14,>128 39,>155 86,>176 146,>192 215,>200 286,>200-

     355,>192 415,>176 462,>155 487,>128 500,>100 514,>73 539,>46 586,>25-

     646,>9 715,0 786,0 855,>9 915,>25 962,>46 987,>73 1000,>100-

     1000,<900 987,<873 962,<846 915,<825 855,<809 786,<801 715,<801 646,<809-

     586,<825 539,<846 514,<873 500,<900 487,<928 462,<955 415,<976 355,<992-

     286,1000 215,1000 146,<992 86,<976 39,<955 14,<928 0,<900

  }

  Hot 47 0,<900 0,>100 14,>128 39,>155 86,>176 146,>192 215,>200 286,>200-

   355,>192 415,>176 462,>155 487,>128 500,>100 514,>73 539,>46 586,>25-

   646,>9 715,0 786,0 855,>9 915,>25 962,>46 987,>73 1000,>100-

   1000,<900 987,<873 962,<846 915,<825 855,<809 786,<801 715,<801 646,<809-

   586,<825 539,<846 514,<873 500,<900 487,<928 462,<955 415,<976 355,<992-

   286,1000 215,1000 146,<992 86,<976 39,<955 14,<928 0,<900

}



FigureSymbol "manual input"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>250,<900,<900

  Fill

  {

    Polygon 5 0,>250 1000,0 1000,1000 0,1000 0,>250

  }

  Outline

  {

    Polyline 5 0,>250 1000,0 1000,1000 0,1000 0,>250

  }

  Hot 5 0,>250 1000,0 1000,1000 0,1000 0,>250

}



FigureSymbol "drum"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >300,>100,<850,<900

  Fill

  {

    Rect >100,0,<900,1000

    Ellipse 0,0,>200,1000

    Ellipse <800,0,1000,1000

  }

  Outline

  {

    Line >100,0 <900,0

    Line >100,1000 <900,1000

    Ellipse 0,0,>200,1000

    Arc <800,0,1000,1000 <900,1000 <900,0

  }

  MiniOutline

  {

    Line 100,0 950,0

    Line 100,1000 900,1000

    Ellipse 0,0,200,1000

    Arc 800,0,1000,1000 900,1000 900,0

  }

  Hot 17 >81,1 >44,77 >16,218 >1,402 >1,599 >16,783 >44,924 >81,1000-

   <920,1000 <957,924 <985,783 <1000,599 <1000,402 <985,218 <957,77 <920,1-

   >81,1

}



FigureSymbol "disk"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>350,<900,<900

  Fill

  {

    Rect 0,>100,1000,<900

    Ellipse 0,0,1000,>200

    Ellipse 0,<800,1000,1000

  }

  Outline

  {

    Line 0,>100 0,<900

    Line 1000,>100 1000,<900

    Ellipse 0,0,1000,>200

    Arc 0,<800,1000,1000 0,<900 1000,<900

    Arc 0,>50,1000,>250 0,>150 1000,>150

    Arc 0,>100,1000,>300 0,>200 1000,>200

  }

  MiniOutline

  {

    Line 0,200 0,800

    Line 1000,100 1000,900

    Ellipse 0,0,1000,400

    Arc 0,600,1000,1000 0,800 1000,800

  }

  Hot 17 1,>81 77,>44 218,>16 402,>1 599,>1 783,>16 924,>44 1000,>81-

   1000,<920 924,<957 783,<985 599,<1000 402,<1000 218,<985 77,<957 1,<920-

   1,>81

}



FigureSymbol "magtape"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >150,>150,<850,<850

  Fill

  {

    Ellipse 0,0,1000,1000

  }

  Outline

  {

    Ellipse 0,0,1000,1000

    Line 500,1000 1000,1000

  }

  Hot 17 599,1000 783,924 924,783 1000,599 1000,402 924,218 783,77 599,1-

   402,1 218,77 77,218 1,402 1,599 77,783 218,924 402,1000-

   599,1000

}



FigureSymbol "offline storage"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox 250,100,750,600

  Fill

  {

    Polygon 4 0,0 1000,0 500,1000 0,0

  }

  Outline

  {

    Polyline 4 0,0 1000,0 500,1000 0,0

    Line 375,750 625,750

  }

  Hot 4 0,0 1000,0 500,1000 0,0

}



FigureSymbol "online storage"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,<800,<900

  Fill

  {

    Polygon 27 >150,0 >129,1 >88,42 >52,119 >24,228 >6,359 0,500 >6,642-

     >24,773 >52,882 >88,959 >129,1000 >150,1000 1000,1000 <979,1000 <938,959-

     <902,882 <874,773 <856,642 <850,500 <856,359 <874,228 <902,119 <938,42-

     <979,1 1000,0 >150,0

  }

  Outline

  {

    Polyline 27 >150,0 >129,1 >88,42 >52,119 >24,228 >6,359 0,500 >6,642-

     >24,773 >52,882 >88,959 >129,1000 >150,1000 1000,1000 <979,1000 <938,959-

     <902,882 <874,773 <856,642 <850,500 <856,359 <874,228 <902,119 <938,42-

     <979,1 1000,0 >150,0

  }

  Hot 27 >150,0 >129,1 >88,42 >52,119 >24,228 >6,359 0,500 >6,642-

   >24,773 >52,882 >88,959 >129,1000 >150,1000 1000,1000 <979,1000 <938,959-

   <902,882 <874,773 <856,642 <850,500 <856,359 <874,228 <902,119 <938,42-

   <979,1 1000,0 >150,0

}



FigureSymbol "display"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >300,>100,<900,<900

  Fill

  {

    Ellipse <800,0,1000,1000

    Polygon 6 0,500 >400,0 <900,0 <900,1000 >400,1000 0,500

  }

  Outline

  {

    Polyline 5 <900,1000 >400,1000 0,500 >400,0 <900,0

    Arc <800,0,1000,1000 <900,1000 <900,0

  }

  Hot 12 <920,1000 <957,924 <985,783 <1000,599 <1000,402 <985,218 <957,77 <920,0-

   >400,0 0,500 >400,1000 <920,1000

}



FigureSymbol "comment"

{

  FixedAspect FALSE

  Height 0

  Width 0

  TextBox >100,>100,1000,<900

  Outline

  {

    Polyline 4 1000,0 0,0 0,1000 1000,1000

  }

}



## End Symbols Section:



EndSymbol "block"

{

  LineTo 100

  Fill

  {

    Polygon 4 500,500 1000,300 1000,700 500,500

  }

  Outline

  {

    Polyline 4 500,500 1000,300 1000,700 500,500

  }

}



EndSymbol "stick"

{

  Outline

  {

    Line 500,500 1000,300

    Line 500,500 1000,700

  }

}



## Figure Styles Section:



FigureStyle "Label"

{

  Label TRUE

  Height 64

  Width 128

  Description "An annotation or comment"

  TextFormat 0x0044

  Behavior 0x018241E1

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Title"

{

  Label TRUE

  Height 64

  Width 128

  Description "A heading or title"

  TextFormat 0x0044

  Behavior 0x018241E1

  Symbol "lbl"

  TypeSize 14

  TypeWeight 700

  TypeFace "Arial"

}



FigureStyle "Process"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "A process, operation, or function"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Input/Output"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "An input or output operation"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "input/ouput"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Decision"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "A branch of control based on a conditional expression"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x05024E12

  Symbol "decision"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Decision2"

{

  Height 160

  Width 288

  Description "A branch of control based on a conditional expression"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x05024E12

  Symbol "decision2"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Auxiliary Operation"

{

  HasButton TRUE

  Height 160

  Width 160

  Description "An operation carried out offline"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "auxiliary"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Preparation"

{

  HasButton TRUE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "preparation"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Predefined Process"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "A process (such as a subroutine) that has been defined elsewhere"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "predefined"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Manual Operation"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "An operation performed offline by hand"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "manual operation"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Merge"

{

  Height 160

  Width 288

  Description "Two or more files to be merged together"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "merge"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Extract"

{

  Height 160

  Width 288

  Description "Data removed from (a file)"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "extract"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Terminal"

{

  HasButton TRUE

  Height 64

  Width 288

  Description "A beginning, end, or interruption point"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "terminal"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Connector"

{

  HasButton TRUE

  Height 64

  Width 64

  Description "A symbol for connecting two parts of a flowchart"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "connector"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Off-page Connector"

{

  HasButton TRUE

  Height 64

  Width 64

  Description "A symbol for connecting two parts of a flowchart on different pag-

es"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "home base"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Manual Input"

{

  HasButton TRUE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "manual input"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Internal Subroutine"

{

  Height 160

  Width 288

  Description "An internal subroutine or procedure"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "internal sub"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Document"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "Data output in the form of a document"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "document"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Disk"

{

  HasButton TRUE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "disk"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Display"

{

  Height 160

  Width 288

  Description "Output to a display device"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "display"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Sort"

{

  Height 128

  Width 128

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "sort"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Collate"

{

  Height 128

  Width 128

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "collate"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Punched Card"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "punched card"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Card Deck"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "card deck"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Card File"

{

  InMenu FALSE

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "card file"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Combined Operation"

{

  Height 160

  Width 160

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "combined"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Online Storage"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "online storage"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Magnetic Tape"

{

  Height 160

  Width 160

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "magtape"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Core"

{

  Height 160

  Width 160

  Description "I/O operation using primary storage"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "core"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Offline Storage"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "offline storage"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Punched Tape"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "punched tape"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Magnetic Drum"

{

  Height 160

  Width 288

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "drum"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "Comment"

{

  HasButton TRUE

  Height 160

  Width 288

  Description "Explanatory notes"

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "comment"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "yes"

{

  Label TRUE

  HasButton TRUE

  Height 0

  Width 0

  Description "True decision branch"

  DefaultText "yes"

  BorderWidth 3

  BindToStyle FALSE

  TextFormat 0x0044

  Behavior 0x00A241E1

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



FigureStyle "no"

{

  Label TRUE

  HasButton TRUE

  Height 0

  Width 0

  Description "False decision brnach"

  DefaultText "no"

  BorderWidth 3

  BindToStyle FALSE

  TextFormat 0x0044

  Behavior 0x00A241E1

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



## Connector Styles Section:



ConnectorStyle "No Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "No Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Stick Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "stick"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Stick Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "stick"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Solid Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Solid Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



ConnectorStyle "Outline Arrow"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  End2FillColor 255,255,255

  Behavior 0x00000000

}



ConnectorStyle "Outline Arrow - Dashed"

{

  HasButton TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  End2FillColor 255,255,255

  Behavior 0x00000000

}



ConnectorStyle "No Arrow - Dashed Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



ConnectorStyle "No Arrow - Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



ConnectorStyle "Solid Arrow - Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



ConnectorStyle "Solid Arrow - Dashed Rnd"

{

  InMenu FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000010

}



## Figures & Connectors Section:



Figure 1

{

  Style "Process"

  Text "\fs24 Title Screen"

  Bounds 848,304,1136,464

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 2

{

  Style "Process"

  Text "\fs24 View \line High Scores"

  Bounds 160,704,544,896

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 3

{

  Style "Process"

  Text "\fs24 Character \line Selection"

  Bounds 848,720,1136,880

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 4

{

  Style "Process"

  Text "\fs24 Options"

  Bounds 1616,720,1904,880

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 5

{

  Style "Process"

  Text "\fs24 Control Key\line Assignment"

  Bounds 1616,1136,1904,1296

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 6

{

  Style "Process"

  Text "\fs24 Game Play\line Screen"

  Bounds 848,1136,1136,1296

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 7

{

  Style "Process"

  Text "\fs24 Enter\line High Score"

  Bounds 528,1616,816,1776

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Figure 8

{

  Style "Process"

  Text "Game Over\line Screen"

  Bounds 1232,1616,1520,1776

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 12

  TypeFace "Arial"

}



Figure 9

{

  Label TRUE

  Text "\fs20 Select Single Player\line or Versus Mode"

  Bounds 1002,597,1305,678

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



Connector 10

{

  Style "Solid Arrow"

  Figure1 1

  Figure2 2

  EndPoint1 868,464

  EndPoint2 500,704

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 11

{

  Style "Solid Arrow"

  Figure1 3

  Figure2 6

  EndPoint1 992,880

  EndPoint2 992,1136

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 12

{

  Label TRUE

  Text "\fs20 Choose\line Character(s)"

  Bounds 1012,959,1205,1040

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



Figure 13

{

  Label TRUE

  Text "\fs20 Pause / Unpause\line During Game Play"

  Bounds 542,1252,821,1333

  BindToStyle FALSE

  TextFormat 0x0014

  Behavior 0x00A241C9

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



Figure 14

{

  Label TRUE

  Text "\fs20 Quit from \line Pause Menu"

  Bounds 449,976,641,1057

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



Figure 15

{

  Style "Process"

  Text "\fs24 Pause \line Menu"

  Bounds 256,1152,512,1280

  BorderWidth 3

  TextFormat 0x0022

  Behavior 0x01024E12

  Symbol "process"

  TypeSize 8

  TypeFace "Arial"

}



Connector 16

{

  Style "No Arrow - Dashed"

  Figure1 -1

  Figure2 6

  EndPoint1 512,1216

  EndPoint2 848,1216

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "null"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 17

{

  Text ""

  Bounds 377,1049,392,1064

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 18

{

  Style "Solid Arrow"

  Figure1 15

  Figure2 17

  EndPoint1 384,1152

  EndPoint2 384,1056

  SuppressEnd1 FALSE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 19

{

  Text ""

  Bounds 697,1049,712,1064

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 20

{

  Style "Solid Arrow"

  Figure1 17

  Figure2 19

  EndPoint1 384,1056

  EndPoint2 704,1056

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 21

{

  Text ""

  Bounds 697,377,712,392

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 22

{

  Style "Solid Arrow"

  Figure1 19

  Figure2 21

  EndPoint1 704,1056

  EndPoint2 704,384

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 23

{

  Style "Solid Arrow"

  Figure1 21

  Figure2 1

  EndPoint1 704,384

  EndPoint2 848,384

  SuppressEnd1 TRUE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 24

{

  Style "Solid Arrow"

  Figure1 8

  Figure2 25

  EndPoint1 1376,1616

  EndPoint2 1376,1472

  SuppressEnd1 FALSE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 25

{

  Text ""

  Bounds 1369,1465,1384,1480

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 26

{

  Style "Solid Arrow"

  Figure1 25

  Figure2 27

  EndPoint1 1376,1472

  EndPoint2 1376,800

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 27

{

  Text ""

  Bounds 1369,793,1384,808

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 28

{

  Style "Solid Arrow"

  Figure1 27

  Figure2 3

  EndPoint1 1376,800

  EndPoint2 1136,800

  SuppressEnd1 TRUE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 29

{

  Label TRUE

  Text "Player gets\line high score"

  Bounds 635,1433,806,1514

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 10

  TypeFace "Arial"

}



Connector 30

{

  Style "Solid Arrow"

  Figure1 1

  Figure2 4

  EndPoint1 1136,462

  EndPoint2 1616,722

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 31

{

  Text ""

  Bounds 1753,377,1768,392

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 32

{

  Style "Solid Arrow"

  Figure1 4

  Figure2 31

  EndPoint1 1760,720

  EndPoint2 1760,384

  SuppressEnd1 FALSE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 33

{

  Style "Solid Arrow"

  Figure1 31

  Figure2 1

  EndPoint1 1760,384

  EndPoint2 1136,384

  SuppressEnd1 TRUE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 34

{

  Text ""

  Bounds 1977,793,1992,808

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 35

{

  Style "Solid Arrow"

  Figure1 4

  Figure2 34

  EndPoint1 1904,800

  EndPoint2 1984,800

  SuppressEnd1 FALSE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 36

{

  Text ""

  Bounds 1977,1209,1992,1224

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 37

{

  Style "Solid Arrow"

  Figure1 34

  Figure2 36

  EndPoint1 1984,800

  EndPoint2 1984,1216

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 38

{

  Style "Solid Arrow"

  Figure1 36

  Figure2 5

  EndPoint1 1984,1216

  EndPoint2 1904,1216

  SuppressEnd1 TRUE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 39

{

  Style "Solid Arrow"

  Figure1 5

  Figure2 4

  EndPoint1 1760,1136

  EndPoint2 1760,880

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 40

{

  Style "Solid Arrow"

  Figure1 1

  Figure2 3

  EndPoint1 992,464

  EndPoint2 992,720

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 41

{

  Text ""

  Bounds 953,473,968,488

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 42

{

  Style "Solid Arrow"

  Figure1 41

  Figure2 1

  EndPoint1 960,480

  EndPoint2 965,464

  SuppressEnd1 TRUE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 43

{

  Text ""

  Bounds 953,601,968,616

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 44

{

  Style "Solid Arrow"

  Figure1 43

  Figure2 41

  EndPoint1 960,608

  EndPoint2 960,480

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 45

{

  Text ""

  Bounds 793,601,808,616

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 46

{

  Style "Solid Arrow"

  Figure1 45

  Figure2 43

  EndPoint1 800,608

  EndPoint2 960,608

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 47

{

  Text ""

  Bounds 793,793,808,808

  FillColor 0,0,0

  BorderWidth 0

  BindToStyle FALSE

  TextFormat 0x0000

  Behavior 0x00327A12

  Symbol "null"

  TypeSize 8

  TypeFace "Arial"

}



Connector 48

{

  Style "Solid Arrow"

  Figure1 47

  Figure2 45

  EndPoint1 800,800

  EndPoint2 800,608

  SuppressEnd1 TRUE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 49

{

  Style "Solid Arrow"

  Figure1 3

  Figure2 47

  EndPoint1 848,800

  EndPoint2 800,800

  SuppressEnd1 FALSE

  SuppressEnd2 TRUE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 50

{

  Style "Solid Arrow - Dashed"

  Figure1 6

  Figure2 7

  EndPoint1 938,1296

  EndPoint2 726,1616

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Figure 51

{

  Label TRUE

  Text "\fs18 Player does not\line get high score"

  Bounds 949,1438,1167,1511

  BindToStyle FALSE

  TextFormat 0x0022

  Behavior 0x00A241D2

  Symbol "lbl"

  TypeSize 8

  TypeFace "Arial"

}



Connector 52

{

  Style "Solid Arrow - Dashed"

  Figure1 6

  Figure2 8

  EndPoint1 1056,1296

  EndPoint2 1312,1616

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  PenStyle 12

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



Connector 53

{

  Style "Solid Arrow"

  Figure1 7

  Figure2 8

  EndPoint1 816,1696

  EndPoint2 1232,1696

  SuppressEnd1 FALSE

  SuppressEnd2 FALSE

  End1 "null"

  End2 "block"

  End1Length 18

  End2Length 18

  LineWidth 3

  EndBorderWidth 2

  Behavior 0x00000000

}



## Staples Section:




