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switch(scene) {
case TITLE:
if (button.start)
scene = SELECT;
break;
case SELECT:
static int sl = SL_ENDLESS;
if (button.down)
(sl == SL_ENDLESS)?
sl = SL_PUZZLE :
if (button.up)
(sl == SL_ENDLESS)?
sl = SL_PUZZLE :
if (button.start) {
if (sl == SL_ENDLESS)
scene = ENDLESS;
else if (sl == SL_PUZZLE)
scene = PUZZLE;

SL_ENDLESS;

SL_ENDLESS;

}

break;
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model TITLE {
if (button.start)
transition SELECT;
}
model SELECT {
model SL_ENDLESS {
if (button.down)
transition SL_PUZZLE;
elsif (button.up)
transition SL_PUZZLE;
elsif (button.start)
transition PUZZLE;
}
model SL_PUZZLE {
if (button.down)
transition SL_ENDLESS;
elsif (button.up)
transition SL_ENDLESS;
elsif (button.start)
transition ENDLESS;
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