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\ orientation cues i
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disorientation
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Reduce the effect of
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Provide abstraction E3
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Support goal-directed,
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comprehension
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various levels of abstraction
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Support arbitrary E9
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typedef struct list

int id;
Elerr ent* where;
Elerr ent™ first;

} List;

/

dbl-left-openiclose; shift-left-scale up; ctr-lefi=scale down; middle=-move; right=node menu; shift-dbl-middle=open composite arc

eler ent

| d

struct elemr ent
Elemr ent™ next;
int  info;
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|gi aixterm =10

Main(argc, argv)
int argc;
char =z=zargv;

int ch, move;

while ((ch = getopt(argc, argv, "p")) != EOF)

switch(ch) {

case 'p'
promode = 1;
break;

case '?':

default:
(void) fprintf(stderr, "usage: fish [-plin");
exit(1);

H

srandom(time((time_t =)NULL));
instructions();
init();

if (nrandom(2) == 1) {
printplayer (COMPUTER) ;
(void)printf("get to start.\n");
goto istart;

}
printplayer (USER) ;
(void)printf("get to start.\n");

for (5;) {
move = usermove();
| |
=] aixterm [- 1]
csr% grep -n printplayer fish.c
95: printplayer (COMPUTER) ;
99: printplayer (USER) ;
243: printplayer (player);
259: printplayer (OTHER(player));
262: printplayer (player);
264: printplayer (player);
275: printplayer (OTHER(player));
283: printplayer(player);
290: printplayer(player);
303: printplayer (player);
323:printplayer (player)
llesr% [ I
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