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* Do what's necessary at the end of the game
*/

endgame ()

{
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register char ch;

prman ()7
if ( Errors >= MAXERRS)
Errors = MAXERRS + 2;
prwerd ()3
prdata ();
move (MESGY, MESGX)3
if ( Errors > MAXERRS)
printw("Sorry, the word was "%s"n", Word );
else
printw("You got itIn")s

for (;7) {
mvaddstr(MESGY + 1, MESGX, “Another word? ");
leaveok(stdscr, FALSE);
refresh();
if ((ch = readch ()) = *n’)
die ()
else if (ch = 'y*)
break;
mvaddstr (MESGY + 2, MESGX, "Please type °y° or 'm'");
}

leaveck (stdscr, TRUE);

move (MESGY, MESGX);
addstr ("nnn" ) ;
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Color Plates --- Storey, Wong,  Fracchia, and Muller

Color Plate 1: This plate shows the SHriMP interface displaying a fisheye view of the GamePlay subsystem in  the Hangman program 





Color Plate 3:  The view animates so that both the playgame and the endgame functions are visible.








Color Plate 2:  This plate shows the GamePlay subsystem zoomed with no context.  In addition, the code for the playgame function has been displayed inside its node.  The user has selected a hyperlink in the playgame code for the called endgame function.  The code for endgame is displayed inside the node at the bottom right, before the view animates ….





Color Plate 4:  As a final step, the endgame node is gradually enlarged until its code is visible





Color Plate 5:  The user may decide to fully zoom the endgame node so that the code fills the available screen space without context.








