


















Use Implementation

Y

NbTutorial3Overlap?

Print String ("You
used a bomb for
tutorial door 3")

bOpenTutorialDoor3
= true

Toggle Inventory

Suspicion% += 20

Play useSFX

Y

N

bAPSRDChargeOverlap? bAPSRDChargeBrok

Print String ("The
APSRD's chargin

port is already
broken")

Y

N

bC2M2ChargeOverlap? bC2M2ChargeBroke

Print String ("The C
M2's charging port

already broken")

Y

N

bCarGOChargeOverlap? bCarGOChargeBrok

Print String ("The
CarGO's charging

port is already
broken")

Y

N

bMIMAChargeOverlap? bMIMAChargeBroke

Print String ("The
MIMA's charging po

is already broken"

Y

N

bSOSChargeOverlap? bSOSChargeBroke

Print String ("The
SOS' charging port

already broken")

YbSSRChargeOverlap? bSSRChargeBroke

Decrement uses

Y

uses >= 0?

Discard

N

Y

bDOSSBroken?

Stability% -= 20



Nken?

Print String ("You
used a bomb for the
APSRD's charging

port")

bAPSRDChargeBroken
= true

e
g

Nen?

Print String ("You
used a bomb for the
C2-M2's charging

port")

bC2M2ChargeBroken =
true

C2-
t is
)

Nken?

Print String ("You
used a bomb for the
CarGO's charging

port")

bCarGOChargeBroken
= true

e
g

Nen?

Print String ("You
used a bomb for the

MIMA's charging
port")

bMIMAChargeBroken =
true

e
ort
")

Nen?
Print String ("You

used a bomb for the
SOS' charging port")

bSOSChargeBroken =
true

e
t is
)

Nen?
Print String ("You

used a bomb for the
SSR's charging port")

bSSRChargeBroken =
true

Discard
Implementation

Discard



Print String ("The
SSR's charging po
is already broken"

Print String ("You
can't use the bomb

here")

inventory[slot] =
NULL



e
ort
")



Use Implementation

Y

NbO2RefresherOverlap?

Y

N

bO2RefresherBroken?

Print String ("You
can't use the fire

extinguisher here")

Toggle Inventory

Print String ("The
oxygen refresher

doesn't need fixing
yet")

Suspicion% -= 20

Stability += 20

RepairInt++

Play useSFX

Decrement uses

Y

uses >= 0?

Discard

Print String ("You
fixed the oxygen

refresher")

Discard
Implementation

Discard



inventory[slot] =
NULL



Use Implementation

Y

NbFuelStorageOverlap?

Y

N

bFuelStorageBroken?

Print String ("You
can't use the fuel tank

here")

Print String ("The
pipes don't need fuel

yet")

Toggle Inventory

Suspicion% -= 20

Stability% += 20

RepairInt++

Play useSFX

Decrement uses

Y

uses >= 0?

Discard

Print String ("You
added fuel to the

pipes")

Discard
Implementation

Discard



inventory[slot] =
NULL



Use Implementation

Y

NbFuelStorageOverlap?

Y

N

bFuelStorageBroken?

Print String ("You
can't use the knife

here")

Print String ("The
pipes are already

cut")

Toggle Inventory

Stability% -= 20

Repair Check

Play useSFX

Print String ("You cut
the pipes")

Suspicion += 20

Y

uses >= 0?

Discard

N

Y

bDOSSBroken?

Discard
Implementation

Discard



inventory[slot] =
NULL



Use Implementation

Y

NbO2RefresherOverlap?

YbO2RefreshBroken?

Print String ("You
can't use the lighter

here")

Print String ("The
oxygen refresher is

already broken")

Toggle Inventory

Stability% -= 20

Repair Check

Play useSFX

Print String ("You
broke the oxygen

refresher")

Suspicion% += 20

Y

uses >= 0?

Discard

N

Y

bDOSSBroken?

Discard
Implementation

Discard



inventory[slot] =
NULL



Use Implementation

Y

NbO2H2OStorageOverlap?

YbO2H2OStorageBroken?

Print String ("You
can't use the medical

bottle here")

Print String ("The
oxygen/water isn't

poisoned")

Toggle Inventory

Stability% += 20

RepairInt++

Play useSFX

Print String ("You
unpoisoned the
oxygen/water")

Suspicion% -= 20

Y

uses >= 0?

Discard

inventory[slot] =
NULL

Discard
Implementation

Discard





Use Implemented

N

Y

bEngineOverlap_0?

Y

NbEngineOverlap_1?

N

Y bEngineBroken_0?

N

YbEngineBroken_1?

Print String ("You
broke engine 1")

Print String ("You
can't use oil here")

Print String ("You
broke engine 2")

Print String ("Engine
1 is already broken")

Print String ("Engine
2 is already broken")

Toggle Inventory

Stability% -= 20

Repair Check

Play useSFX

Suspicion% += 20

Y

uses >= 0?

N

Y

bDOSSBroken?



Discard

inventory[slot] =
NULL



Use Implementation

Y

NbSteeringOverlap?

YbSteeringBroken?

Print String ("You
can't use the pipe

here")

Print String ("The
steering room isn't

damaged")

Toggle Inventory

Stability% -= 20

Repair Check

Play useSFX

Print String ("You
damaged the steering

room")

Suspicion% += 20

Y

uses >= 0?

Discard

N

Y

bDOSSBroken?

Discard
Implementation

Discard



inventory[slot] =
NULL



Use Implementation

Y

NbO2H2OStorageOverlap?

YbO2H2OStorageBroken?

Print String ("You
can't use the poison

bottle here")

Print String ("The
oxygen/water is

already poisoned")

Toggle Inventory

Stability% -= 20

Repair Check

Play useSFX

Print String ("You
poisoned the

oxygen/water")

Suspicion % += 20

Y

uses >= 0?

Discard

N

Y

bDOSSBroken?

Discard
Implementation

Discard



inventory[slot] =
NULL



Use Implementation

Y

NbStaffMainOverlap?

YbStaffMainBroken?

Print String
("Screwdriver can't be

used here")

Print String ("Staff
maintenance is

already damaged")

Toggle Inventory

Stability% -= 20

Repair Check

Play useSFX

Print String ("You
damaged the staff

maintenance room")

Suspicion% += 20

Y

uses >= 0?

Discard

N

Y

bDOSSBroken?

Discard
Implementation

Discard



inventory[slot] =
NULL





Use Implemented

N

Y

bBridgeOverlap?

Y

NbDOSSOverlap?

N

Y bBridgeBroken?

N

YbDOSSBroken?

Print String ("You
have infected the

bridge with viruses")

Print String ("You
can't use oil here")

Print String ("You
infected DOSS with

viruses for 30
seconds")

Print String ("The
bridge is already

infected with viruses")

Print String ("DOSS is
already infected with

viruses")

Toggle Inventory

Stability% -= 20

Repair Check

Play useSFX

Suspicion% += 20

Y

uses >= 0?

N

Y

bDOSSBroken?

Delay (30) DOSS Reboot



Discard

inventory[slot] =
NULL



Use Implementation

Toggle Inventory

Suspicion% += 20

Play useSFX

Y

N

bEngineOverlap_0? bEngineBroken_0

Print String ("Engin
1 doesn't need fixin

yet")

Y

N

bEngineOverlap_1? bEngineBroken_1

Print String ("Engin
2 doesn't need fixin

yet")

YbSteeringOverlap? bSteeringBroken?

Decrement uses

uses >= 0?

N

Y

bDOSSBroken?

Stability% -= 20 Print String ("Steeri
doesn't need fixing

yet")

RepairInt++



N0?
Print String ("You

used a wrench to fix
engine 1")

bEngineBroken_0 =
false

ne
ng

N?
Print String ("You

used a wrench to fix
engine 2")

bEngineBroken_1 =
false

ne
ng

N?
Print String ("You

used a wrench to fix
steering")

bSteeringBroken =
false

Discard
Implementation

Discard

ng
g



Y

Discard

inventory[slot] =
NULL
















