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Ylelsta

m |uokkakirjasto + lahdekoodit + dokumentti +
esimerkit:
http://www.cs.utu.fi/dis/asteroids/
m paketit:
m fi.utu.cs.physics
m f1.utu.cs.appearace
m f1.utu.cs.asteroids




Fysiikkamalli

m kalkki kappaleet ovat ympyroita

m kappaleen ominaisuudet: sade, massa,
nopeus, kiihtyvyys, korporeaalisuus

m Kimmoiset tormaykset
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Ulkoasu

m ulkoasu hyodyntaa m alus: ship .

muttel valttamatta = asteroidi: Asteroid n
noudata fysiikkamallin - o Projectile

kappal een muotoa .
PP m koriste: Decoration

-  pirstale: Debris

/ | m kipin& Spark




<<interface>>
java.lang.Cloneable
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fi.utu.cs.physics ' |

java.util.Observable
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<<abstract>>
Body
+ mass owner
+ radius <> 01
+ corporeal bodies <>"
X Universe
isColliding(:Body)
elasticCollision(:Body) — +type
advance(time.double) advance(time:double)

<<abstract>>
Tuple2

Point2 Vector2
position

minimumcCorner

<<abstract>>
MomentaryBody

+ lifetime

die()
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<<abstract>>
Body
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fi.utu.cs.appearance '

javax.swing.JPanel

A

<<abstract>>
MomentaryBody

<<interface>>
Shapable

shapableL.ist e

shape(): java.awt.Shape
color(): java.awt.Color
stroke(): java.awt.Stroke
paint(): java.awt.Paint
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ShapeView

+ zoomFactor
+ visibleRegion

fi.utu.cs.asteroids '

Game

Asteroid

Ship

+ parameters

split()

+ angle

load()
save()

fireOn()
fireOff()
thrusterOn()
thrusterOff()
rotateLeft()
rotateRight()
goStraight()
explode()

Iauncher:

Projectile

0.1

- =

<<abstract>>
Decoration

Spark

Debris




Alustaminen

Game.1nitiali1ze();
universe = Game.createPlayground();
Shapeview view =
Game.createview(universe,
ZOOM_FACTOR) ;
javax.swing.Timer timer =
new javax.swing.Timer(STEP_MS,
new Advancer());




Kaynnistaminen

ship = Game.createShiponCenter(universe);
Game.createAsteroidonBorder(universe);

universe.addObserver(new Collider());
timer.start();



Palvittaminen

private class Advancer implements ActionListener {
public void actionPerformed(ActionEvent e) {
universe.advance(STEP);

// muita joka paivityksella
// tehtavia tarkistuksia

view.repaint(Q);
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Tormaysten hallinta

private class Collider implements Observer {
public void update(Observable o, Object m {
Universe.CollisionNotification c =
(Universe.CollisionNotification)m;

int asteroid = c.counterpart(Asteroid.class);

if (asteroid != Universe.CollisionNotification.NONE
& asteroid != Universe.CollisionNotification.BOTH)
{ /* toinen tormaaja on asteroidi */ }
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Parametrien kasittely

double value =
Game.getDoubleParameter("shipMass");
Game.setParameter('decorations”, true);
Game. load(new FileInputStream(FILE));
Game.save(new FileOutputStream(FILE));

m parametrien nimet lueteltu Game-luokan
dokumentissa
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