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2.2 Overall Architecture Description
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The game is built upon a Client / Server model where the engine acts as a server towards
the application. It takes care of all tasks set by the application part of the game and is
designed to be as general as possible so that updating the application will be made easier.
It controls all output and input but the input is interpreted in the application. Within the
engine exists several other Client/server relationships such as the network module.

The application part of the game handles all game specific tasks such as game logic, input

Resources

handling and starting engine and so forth.

Engine State




2.3 Detailed Architecture
The architecture will be demonstrated using a data flow and control flow diagram and

Class Responsibility Collaborator (CRC cards). These were proposed by Ward
Cunningham and Kent Beck® as a way of determining which classes are needed and how

they will interact.

2.3.1 Data flow and control flow diagram
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2.3.2 CRC Cards
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