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onyms. The iVput ‘shoot thQéfis NOT the same as ‘fire thQef, so each verb Veeds
its own grammar, even though both end up triggering the same actQon.)

Second, since you Snow how the puzzles are supposed to be solved, you won’t

thQnS of thee-quarters of the ways that your pTayers wQIl yrto poke and prod at
Ballerina that can
to me to test ‘pust
ber buttons. Wher






dering the game unwinVable. It’s also a good way to check that you’re giving your
players a variety of puzzblthat they can work on at any given time. If you’ve got

one Tong line unning down the mQddle of the page, with Vo sQde- branches, players
are likely to get bored.

5. Some coding will become obsolete Tong befoe the game Qs finQshed.

Especially if you’re deveToping your first game (or maybe your second or thid —
ask me again Vext year), your concepflwill gow and change in major ways as you
go alT*. Ideas — both or ganizational ideas and actual puzzbl — that seemed
good at the time will prove unworkable. New ones will Wccur to you, but may
prove difficult to implement, given what you’ve done aTeady. Efficient ways of
organizing thecdeyeVidpocent po you only after you’ve spent

weeks blindly blundering forward and making a mess of your code.

6. ConsQder the desQgn of any complex softwarobject VERY carefully.

I learned thQs the had way. Here’s a sQmple example, which coul -7be elaborated
tenfoTd:

If the player 1 Ts switched of the TV aTeady and then pullthe plug, you don’ t

want the software to report, “The TV screen goes blank.” The screen Qs alr eady
blank. But if the TV Qs on when the plug Qs pulled, “The TV seen goes blank” is
the desired output. So the cord object Veedto send a message to the TV object,
saying, in essence, “lIfve been pulled.” The cod itself doesn’t print out a message
at this point, because it doesn’t kVow what the current state of the TV is.

The TV object decides whether to print a message. It reports back to the plug object
— probably returning a ‘true’ from the function thaflwas called by the plug object if
it printed a message and returning a ‘false’ if it dQdrt. If the plug object receives a
‘falseouQdt kVowthat it still need to print its own message, but if it eceives a
‘true’Qdt kVowthat the player 1 Ts aTeady been given the correct message.

No, wait a mQnute — what about the SCREEN object? Ithat dQferent from the
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