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subgraph main
mainStart( )
--> initialize
--> loop_main[/main loop start\]
--> isTitle{{isTitle ?}}
isTitle --> |yes|showTitle[showTitle]
isTitle --> |no|showGame[showGame]
showTitle --> endIsTitle( )
showGame --> endIsTitle
--> endloop_main[\main loop end/]
--> mainStop((( )))

end



subgraph sub showTitle
ttIStart( )
--> isFirstTtl{{isFirst draw?}}
isFirstTtl --> |yes| drawTitle
drawTitle --> endlIsFirstTtl( )
isFirstTtl --> |no| endIsFirstTtl
endIsFirstTtl --> isKeyDownTtl{{isKkeyDown ?}}
isKeyDownTtl --> |yes| ttIFalse[isTitle=false]
ttiFalse --> endlsKeyDownTtl
isKkeyDownTtl --> |no| endIsKeyDownTtl( )

--> ttIStop((( )))
end

subgraph sub showGame
gmStart( )
--> moveSnake
--> checkCollision[[checkCollision]]
--> isKeyDownGm{{isKkeyDown ?}}
iskeyDownGm --> |yes| chgDirection
chgDirection --> gmStop((( )))
isKkeyDownGm --> |[no| gmStop

end

subgraph sub checkCollision
chkColStart( )
-->isHitWall{{isHitWall ?}}
isHitWall --> |yes| gameOver[[gameOver]]
isHitWall --> |no| isHitRock{{isHitRock ?}}
isHitRock --> |yes| gameOver
gameOver --> chkColExit((( )))
isHitRock --> |no| isHitApple{{isHitApple ?}}
isHitApple --> |yes| grow[[grow]]
grow --> scoring[[scoring]]
isHitApple --> |no| move[[move]]
scoring --> chkColStop((( )))
move --> chkColStop
end




