	
	Graphics
	Sound
	Script
	Physics
	Input

	Before Game Loop
	Initialize Direct3d, create the window
	Create fmod system object
	Create root lua state, create game structures
	Create ODE world, set simulation parameters
	Initialize direct input,

Setup input devices

	During Game Loop
	Add and remove direct3d resource, update dynamic resources, render
	Load, unload, play, and stop sounds, and call update
	Execute event scripts, execute re-entrant scripts
	Call collision detection, create contact joints between colliding objects, step the system
	Poll devices, affect input

	After Game Loop
	Shutdown direct3d, destroy the window
	Destroy fmod system
	Destroy all lua states
	Destroy all objects, shutdown ode
	Release devices


Init order

These provide services:

1. Graphics, needed by scripts to load graphic assets

2. Sound, needed by scripts to load sound assets

3. Physics, needed by scripts to load physics assets

4. Input, needed by scripts to set bindings

This consumes services:

5. Script

Loop activites:

1. poll input which fires input events consumed by the script engine via event handler scripts. Typical events include:

a. button depressed

b. button released

c. mouse moved

d. axis moved

2. if not paused, update physics which fires collide events consumed by the script engine via event handler scripts. Typical events include:

a. projectile collides with another object

b. goal object collides with goal area

3. update sound system, allowing it to change sounds based on requests which are queued (FMOD interaction pattern)

4. Render graphics

5. Run re-entrant scripts (should largely determine frame rate)

