Package <default>

‘ <default> ‘ \




<default>
Class Diagranedefault>

WindowsApplication? GameBoard BricklesDefinitions
+Form1 +CollisionException +CutofFucksException
+Paddle +Hoard +Rightiall
+PuckDeletedException
+iifall
+Floar
+Ceiling
+Puck
+PuckSupply
+Leftall
GameDefinitions +Paddle
+Direction +BrickPile
+Mova i nrite +Hrick
+5peed +CutofBricksException
+ifelocity
+Statiohansptite
+a5ptite




Package BricklesDefinitions

Class Diagram Summary

BricklesDefinitions

State Diagram Summary

BrickState

Class Summary

Brick

Summary description for Puck.
BrickPile

Summary description for BrickPile.
Ceiling

Summary description for Ceiling.
Floor

Summary description for Floor.
LeftWall

Summary description for LeftWall.
OutOfBricksException

Summary description for OutOfBricksException.




Class Summary

OutOfPucksException

Paddle

Puck

PuckDeletedException

PuckSupply

Rightwall

Wall

Summary description for OutOfPucksException.

Summary description for Paddle.

Summary description for Puck.

Summary description for PuckDeletedException.

Summary description for PuckSupply.

Summary description for RightwWall.

Summary description for Wall.



BricklesDefinitions

State DiagranBrickState

. [ invisible 'I

visible=false

visihle=true

whiole

| .
callidelith L»_J ®

End State Summary

EndStatel



StartStatel

StartState2

broken

invisible

visible

whole

EndStatel

backgroundColor 0,0,0

StartStatel

backgroundColor 0,0,0



to State whole

StartState2

backgroundColor 0,0,0

to State invisible

broken

to End State EndStatel

invisible



to State visible

Eventvisible=true

visible

to State invisible

Eventvisible=false

whole

to State broken

EventcollideWith



BricklesDefinitions

Class DiagrarBricklesDefinitions
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Class Summary

Brick

Summary description for Puck.
BrickPile

Summary description for BrickPile.
Ceiling

Summary description for Ceiling.
Floor

Summary description for Floor.
Leftwall

Summary description for LeftWall.
OutOfBricksException

Summary description for OutOfBricksException.
OutOfPucksException

Summary description for OutOfPucksException.
Paddle

Summary description for Paddle.
Puck

Summary description for Puck.
PuckDeletedException

Summary description for PuckDeletedException.



PuckSupply

Summary description for PuckSupply.
Rightwall

Summary description for RightWall.
Wall

Summary description for Wall.




BricklesDefinitions
Class Brick

public classBrickimplementsStationarySprite

Summary description for Puck.

summary
Summary description for Puck.

Constructor Summary

Brick (Point p, Size s)

Method Summary

void collideWith (MovableSprite sprite)

void die()



void hitByPuck (Puck puck_p)
void paint(PaintEventArgs e)
void reverse()

Brick

public Brick (Point p, Size s)

collideWith

public void collideWith (MovableSprite sprite)

die

public void die()




hitByPuck

public void hitByPuck (Puck puck_p)

paint

public void paint(PaintEventArgs e)

reverse

public void reverse()



BricklesDefinitions

Class BrickPile

public classBrickPilamplementsStationarySprite

Summary description for BrickPile.

summary
Summary description for BrickPile.

Constructor Summary

BrickPile (Point p, Size s)

Method Summary

void collideWith (MovableSprite ms)

void paint(PaintEventArgs e)



Constructor Detall

BrickPile

public BrickPile (Point p, Size s)

Method Detail

collideWith

public void collideWith (MovableSprite ms)

Preconditions pile != null
PostconditionsforAll Brick in pile collideWith(ms)

paint

public void paint(PaintEventArgs e)

Association Links
to Class BricklesDefinitions.Brick



BricklesDefinitions

Class Ceiling

public classCeilingmplementsStationarySprite

Summary description for Ceiling.

summary
Summary description for Ceiling.

Constructor Summary

Ceiling (Point p, Size s)

Method Summary

void collideWith (MovableSprite m)

void paint(PaintEventArgs e)



Constructor Detall
Ceiling

public Ceiling (Point p, Size s)
Method Detail

collideWith

public void collideWith (MovableSprite m)

paint

public void paint(PaintEventArgs e)



BricklesDefinitions
Class Floor

public classFloorimplementsStationarySprite

Summary description for Floor.

summary
Summary description for Floor.

Constructor Summary

Floor(Point p, Size s)

Method Summary

void collideWith (MovableSprite m)

void paint(PaintEventArgs e)



Constructor Detall

Floor

public Floor(Point p, Size s)

Method Detail

collideWith

public void collideWith (MovableSprite m)

paint

public void paint(PaintEventArgs e)



BricklesDefinitions

Class LeftWall

public classLeftWallimplementsVall

Summary description for Leftwall.

summary
Summary description for Leftwall.

Constructor Summary

Leftwall (Point p, Size s)

Constructor Detall

Leftwall

public LeftWall (Point p, Size s)



BricklesDefinitions

Class OutOfBricksException

public classOutOfBricksExceptioimplementsSystem.Exception

Summary description for OutOfBricksException.

summary
Summary description for OutOfBricksException.

Constructor Summary

OutOfBricksException ()

Constructor Detall

OutOfBricksException

public OutOfBricksException ()



BricklesDefinitions

Class OutOfPucksException

public classOutOfPucksExceptiamplementsSystem.Exception

Summary description for OutOfPucksException.

summary
Summary description for OutOfPucksException.

Constructor Summary

OutOfPucksException()

Constructor Detall

OutOfPucksException

public OutOfPucksException()



BricklesDefinitions

Class Paddle

public classPaddlemplementdViovableSprite

Summary description for Paddle.

summary
Summary description for Paddle.

Constructor Summary

PaddigPoint p, Size s)

Method Summary

void collideWith (MovableSprite m)

void move)



void paint(PaintEventArgs e)

Paddle

public PaddlgPoint p, Size s)

collideWith

public void collideWith (MovableSprite m)

move

public void move)

paint



public void paint(PaintEventArgs e)



BricklesDefinitions
Class Puck

public classPuckmplementdMovableSprite

Summary description for Puck.

summary
Summary description for Puck.

Constructor Summary

Puck(Point p, Size s)

Puck()

Method Summary

void collideWith (MovableSprite m)



void delete()

void move()

void paint(PaintEventArgs e)
void reverse()

Puck

public Puck(Point p, Size s)

Puck

public Puck()




collideWith

public void collideWith (MovableSprite m)

delete

public void delete()

move

public void move()

paint

public void paint(PaintEventArgs e)

reverse

public void reverse()



BricklesDefinitions
Class PuckDeletedException

public classPuckDeletedExceptiamplementsSystem.Exception

Summary description for PuckDeletedException.

summary
Summary description for PuckDeletedException.

Constructor Summary

PuckDeletedException()

Constructor Detall

PuckDeletedException

public PuckDeletedException)



BricklesDefinitions

Class PuckSupply

public classPuckSupply

Summary description for PuckSupply.

summary
Summary description for PuckSupply.

Constructor Summary

PuckSupply()

Method Summary

Puck getPuck()

int numberLeft()



Constructor Detall

PuckSupply

public PuckSupply()

Method Detail

getPuck

public PuckgetPuck()

numberLeft

publicint numberLeft()



BricklesDefinitions

Class RightWall

public classRightWalimplementsVall

Summary description for RightWall.

summary
Summary description for RightWall.

Constructor Summary

RightWall (Point p, Size s)

Constructor Detall

Rightwall

public RightWall (Point p, Size s)



BricklesDefinitions

Class Walll
Direct Known SubclassasftWall, RightWall

public classwWallimplementsStationarySprite

Summary description for Wall.

summary
Summary description for Wall.

Constructor Summary

Wall (Point p, Size s)

Method Summary

void collideWith (MovableSprite m)

void paint(PaintEventArgs e)



Constructor Detall

Wall

public Wall (Point p, Size s)

Method Detail

collideWith

public void collideWith (MovableSprite m)

paint

public void paint(PaintEventArgs e)



Package GameBoard

GameBoard

checkForCollision

checkforCollision2

tick

boardState

Board
Summary description for Board.

CollisionException

Summary description for CollisionException.




GameBoard

Sequence DiagranheckForCollision
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Notel

collisionException

GameBoard

it

it2

movableCC

ms

Objectl

SS

stationaryCC

Notel

text checkForCollision where there
is a collision.
This is only the comparison of



the movable and stationary
objects.

collisionException

Activation13

Activation13

GameBoard

Activationl

Activation14

StatementBlockl

StatementBlock2




StatementBlock Summary

StatementBlock3

Message Links
to Object movableCC

Name GetEnumerator
Number 1.1
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

to Object it
Name MoveNext

Number 1.2
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

to Object it
Name Current

Number 1.3.1
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbgvu.diagram:oiref>

to Object stationaryCC



Name GetEnumerator
Number 1.3.2
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

to Object it2

Name MoveNext
Number 1.3.3
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbgvu.diagram:oiref>

to Object it2
Name 1.3.4.1Current

Number 1.3.4.1
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbgvu.diagram:oiref>

to Object ss
Name getBoundingBox

Number 1.3.4.2.1
diagram_unige_name<oiref:design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

to Object collisionException
Name new

Number 1.3.4.2.2
diagram_unige_name<oiref:design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>



to Object GameBoard

Name throw
Number 1.3.4.2.3
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

to Object ss

Name collideWith
Number 1.3.4.2.3.1
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbgvu.diagram:oiref>

to Object it2

Name MoveNext
Number 1.3.4.3
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbgvu.diagram:oiref>

to Object it
Name MoveNext

Number 1.3.5
diagram_unige_name<oiref:design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

Activationl



Activation14

StatementBlockl

sequenceNumberl.3

name StatementBlockl

statementExpressionall in movableCC

statementType for

initialinstant 198

shapeTypeStatementBlock
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>
processingDuration 457

StatementBlock?2

name StatementBlock2

processingDuration 298

shapeTypeStatementBlock

statementExpressionall in stationaryCC
diagram_unige_name<oiref:design#Class#idmtwld7ao7sydd7asbqvu.diagram:oiref>
initialinstant 320

statementType for

sequenceNumberl.3.4

minProcessingDuration 273



StatementBlock3

sequenceNumberl.3.4.2

name StatementBlock3

statementExpressioncompare bounding boxes for overlap

statementType if

initialinstant 389

shapeTypeStatementBlock
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>
processingDuration 194

Activation Summary
Activation17
Activation3

Activation4

Activation5

Message Links
to Object ms



Name return
Number 1.3.1.1
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

Activationl17

Activation3

Activation4

Activation5

it2

Activation Summary
Activation16
Activation8

Activation9



Message Links
to Object ss

Name return
Number 1.3.4.1.1
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbgvu.diagram:oiref>

Activation16

Activation8

Activation9

movableCC

Activation Summary

Activation2

Message Links



to Object it

Name create
Number 1.1.1
diagram_unige_name<oiref.design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

Activation2

ms

Activation Summary
Activation12

Activation6

Activation12

Activation6

Objectl



Stereotype actor

to Object GameBoard

Name checkForCollision
Number 1
diagram_unige_name<oiref:design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

SS

Activation10

Activation11

Activation15

to Object ms

Name IntersectsWith
Number 1.3.4.2.1.1



diagram_unige_name<oiref:design#Class#idmtwld7ao7sydd7asbqgvu.diagram:oiref>

Activation10

Activation11

Activation15

stationaryCC

Activation Summary

Activation7

Activation7



GameBoard

Sequence DiagranheckforCollision2
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Notel

Note?2

Note3

Note4

collisionException

GameBoard

it

it2

movableCC

ms

Objectl

[7)]
(7]

Notel



text checkForCollision where there
is a collision.

This is only the comparison of

the movable and movable

objects. See checkForCollision for
the movable and stationary portion
of the method.

Note2

text if statement

Note3

text end of inner for

Note4d

text end of outer for

collisionException




GameBoard

Message Links
to Object movableCC

Name GetEnumerator
Number 1
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object it
Name MoveNext

Number 2
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object it
Name Current

Number 3
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object movableCC

Name GetEnumerator
Number 4



diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object it2

Name MoveNext
Number 5
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object it2

Name Current
Number 6
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object ss
Name getBoundingBox

Number 7
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object it2
Name MoveNext

Number 8
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object it



Name MoveNext
Number 9
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

Activation Summary
Activation13
Activation2

Activation3

Activation5

Message Links
to Object ms

Name return
Number 3.1
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

Activation13




Activation2

Activation3

Activation5

it2

Activation12

Activation7

Activation8

Activation9

to Object ss

Name return



Number 6.1
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

Activation12

Activation7

diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

Activation8

diagram_unige_name<oiref:design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

Activation9

movableCC

Activation Summary

Activationl



Activation Summary

Activation6

Message Links
to Object it

Name return
Number 1.1
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

to Object it2
Name return

Number 4.1
diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

Activationl

diagram_unige_name<oiref.design#Class#id32faed7ao7sydd7axoad2.diagram:oiref>

Activation6




Activation4

Activation4

Objectl

Stereotype actor

SS

Activation10

Activation11

Activation10




Activation11



GameBoard

Sequence Diagratitk

X

tick

1:fick

rmouatileCC

*]?I I
A handleTick :

1.1.1 getEnumqratDr

1.1.2: Wowered I;

forall in movadlecC)

= 1.1.3.1: Currert

1122 move :

1137 Mowe N!E]it

-2 checkForCollision

-3 Refresh

S e S




b

it

movableCC

ms

tick

b

Activationl

Activation2

Activation8

Activation9

StatementBlockl




Message Links
to Object b

Name handleTick
Number 1.1
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

to Object movableCC

Name getEnumerator
Number 1.1.1
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

to Object it
Name MoveNext

Number 1.1.2
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

to Object it
Name Current

Number 1.1.3.1
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

to Object ms



Name move
Number 1.1.3.2
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

to Object it

Name MoveNext
Number 1.1.3.3
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

to Object b

Name checkForCollision
Number 1.2
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

to Object b
Name Refresh

Number 1.3
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>

Activationl

Activation2



Activation8

Activation9

StatementBlockl

sequenceNumberl.1.3

name StatementBlockl

statementExpressionall in movableCC

statementType for

initialinstant 235

shapeTypeStatementBlock
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>
processingDuration 94

Activation Summary
Activation4

Activation5



Activation7

Activation4

Activation5

Activation7

movableCC

Activation3

Activation3




Activation Summary

Activation6

Activation6

tick

Stereotype actor

Message Links
to Object b

Name tick
Number 1
diagram_unige_name<oiref.design#Class#id26veud7ao7sydd7arrmzl.diagram:oiref>



GameBoard

State DiagranboardState

nothlaving

stopMoverment

Start State Summary

StartStatel

State Summary

moving

rmaving

starthlovement

tick




notMoving

StartStatel

backgroundColor 0,0,0

to State notMoving

moving

to State notMoving

EventstopMovement

to State moving



Eventtick

notMoving

to State moving

EventstartMovement



GameBoard
Class DiagrarGameBoard

Exceplion Svatern. Windows Fofrms. Panel
GameBoard.CollisionExceplion GameBoard.Board

+msEamabefinitions. MovableSpari -rrlmraI:IIEC:Dmpunsnts:EystEm.Enj
+ss.GarmeDeafinitions. Sprite -stationarnvComponents. System.c

~paddle:mMovablaSprite
+CallisionException ~zpaadint

=froving:boaol

+Hoard

+stathovarmentvold
+stophovarmentvold
rsetSpeedvoid
+etSpead:int

+tickwoid

+moveFiecewoid
+addMovablePiece:void
+addMovablePiecea:vaid
+removemovablaPiecevaid
+addStatianamvyPiacevaid
+addStationamryPiacevaid
+ramoveStationarvPiecevoid
+resatlistvoid
FTimerEventFrocessorvoid
FOPFalntyoid
FOPMoUuseMove vold
FORMowseDownvold
FoOnmMousellpvoid
#Disposewoid
~-checkForZaollisionwoid
~handleTickvoid

-lnitialize Companentvaoid




Board
Summary description for Board.

CollisionException

Summary description for CollisionException.




GameBoard
Class Board

public classBoardmplementsSystem.Windows.Forms.Panel

Summary description for Board.

This is the reusable GameBoard component that will be used for all of the

games in the ArcadeGame product line. It is created as a component which in C# doesn’t
mean very much. It is dependent on GameDefinitions.dll. The algorithms in the
GameBoard class are written in terms of the abstract class definitions for Sprites,
MovableSprites, and StationarySprites.

summary

Summary description for Board.

This is the reusable GameBoard component that will be used for all of the

games in the ArcadeGame product line. It is created as a component which in C# doesn’t
mean very much. It is dependent on GameDefinitions.dll. The algorithms in the
GameBoard class are written in terms of the abstract class definitions for Sprites,
MovableSprites, and StationarySprites.




Constructor Summary

Board(Point p, Size s)

Method Summary

void addMovablePiecélComponent ic, String s)

Adds a MovablePiece to the GameBoard

void addMovablePiecélComponent ic)

void addStationaryPiecgIComponent ic, String s)

Adds a StationaryPiece to the GameBoard

void addStationaryPiecgIComponent ic)
int getSpeed)
void movePiec€lSite ¢, System.Drawing.Point p)

Manually moves the piece located at ISite ¢ to the Location p



Method Summary

void removeMovablePiec€élComponent ic)
void removeStationaryPiece(IComponent ic)
void resetList()
void setSpeedint newValue)
void startMovement()

Starts the MovableSprites moving
void stopMovemen()

Stops MovableSprites
void tick ()

Propagates the extermal timer’s tick to all objects that need timer ticks.

Constructor Detail




Board

public Board(Point p, Size s)

Method Detail

addMovablePiece

public void addMovablePiec§lComponent ic, String s)

Adds a MovablePiece to the GameBoard

Parameters:
The MovablePiece that will be added
A name for that piece. Used to identify the piece.
Preconditions movableCC != null
Postconditions movableCC.contains(ic)
summary
Adds a MovablePiece to the GameBoard

addMovablePiece
public void addMovablePiec§lComponent ic)

Preconditions movableCC != null



Postconditions movableCC.contains(ic)

addStationaryPiece

public void addStationaryPieceg(IComponent ic, String s)

Adds a StationaryPiece to the GameBoard

Parameters:
The StationaryPiece that will be added

A name for that piece. Used to identify the piece.
Preconditions stationaryCC != null
Postconditions stationaryCC.contains(ic)

summary
Adds a StationaryPiece to the GameBoard

addStationaryPiece
public void addStationaryPiecgIComponent ic)

Preconditions stationaryCC != null
Postconditions stationaryCC.contains(ic)

getSpeed



publicint getSpeed)

Preconditions none
Postconditions speed=speed@pre

movePiece

public void movePiec€lSite ¢, System.Drawing.Point p)

Manually moves the piece located at ISite ¢ to the Location p

Parameters:
The location of the piece in the container
The location of the piece in game coordinates
summary
Manually moves the piece located at ISite ¢ to the Location p

removeMovablePiece
public void removeMovablePiecélComponent ic)

Preconditions movableCC != null
Postconditions!movableCC.contains(ic)




removeStationaryPiece
public void removeStationaryPiece(IComponent ic)

Preconditions stationaryCC!=null
Postconditions!stationaryCC.contains(ic)

resetList
public void resetList()

Preconditions none
Postconditions movableCC = null

setSpeed
public void setSpeedint newValue)

Preconditions newValue >= 0
Postconditions speed = newValue

startMovement

public void startMovement()

Starts the MovableSprites moving



Preconditions null
Postconditionsmoving = true
summary

Starts the MovableSprites moving

stopMovement

public void stopMovemen()

Stops MovableSprites

Postconditions moving = false
summary
Stops MovableSprites

tick

public void tick ()

Propagates the extermal timer’s tick to all objects that need timer ticks.

Preconditions none



Postconditions pieces moved, collisions resolved
summary
Propagates the extermal timer’s tick to all objects that need timer ticks.

Association Links

to Class GameDefinitions.MovableSprite



GameBoard
Class CollisionException

public classCollisionExceptiomplementsException

Summary description for CollisionException.

summary
Summary description for CollisionException.

Field Summary

GameDefinitions. ms
MovableSprite
GameDefinitions. sS

Sprite



Constructor Summary

CollisionException (GameDefinitions.MovableSprite m, GameDefinitions.Sprite s)

Constructor that sets up the exception

Field Detall

ms

public GameDefinitions.MovableSprites

SS

public GameDefinitions.Sprites

Constructor Detall

CollisionException

public CollisionException (GameDefinitions.MovableSprite m, GameDefinitions.Sprite s)

Constructor that sets up the exception



Parameters:
MovableSprite that moved into the collision
Sprite that is the second party to the collision
summary
Constructor that sets up the exception

Association Links

to Class GameDefinitions.MovableSprite

to Class GameDefinitions.Sprite



Package GameDefinitions

Class Diagram Summary

GameDefinitions

State Diagram Summary

MovableSpriteState

SpriteState

Class Summary

Direction

Summary description for Direction.
MovableSprite

Summary description for MovableSprite.
Speed

Summary description for Speed.
Sprite

Summary description for Classl.
StationarySprite

Summary description for StationarySprite.
Velocity

Summary description for Velocity.




GameDefinitions

State DiagranMovableSpriteState

visible=false

visible=true

vigible

stationary

stopMoving

starthoving PR g



StartStatel

StartState2

invisible

moving

stationary

visible

StartStatel

backgroundColor 0,0,0

to State invisible

StartState2



backgroundColor 0,0,0

to State stationary

invisible

to State visible

Eventvisible=true

moving

to State stationary

EventstopMoving




stationary

to State moving

EventstartMoving

visible

to State invisible

Eventvisible=false



GameDefinitions

State DiagranspriteState

W invisible
visible=fal=

visible

wigihle=true

Start State Summary

StartStatel

State Summary
invisible

visible

Diagram Elements Detail



StartStatel

backgroundColor 0,0,0

to State invisible

invisible

to State visible

Eventvisible=true

visible

to State invisible



Eventvisible=false



GameDefinitions

Class DiagranameDefinitions
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Class Summary

Direction

Summary description for Direction.
MovableSprite

Summary description for MovableSprite.
Speed

Summary description for Speed.
Sprite

Summary description for Classl.
StationarySprite

Summary description for StationarySprite.
Velocity

Summary description for Velocity.




GameDefinitions
Class Direction

public classDirection

Summary description for Direction.

summary
Summary description for Direction.

Constructor Summary

Direction ()

Direction (int value)

Method Summary

int getDirection ()



Constructor Detall

Direction

public Direction ()

Direction

public Direction (int value)

Method Detail

getDirection

publicint getDirection ()



GameDefinitions

Class MovableSprite
Direct Known Subclassdzaddle Puck Paddle

public abstractlassMovableSpritémplementsSprite

Summary description for MovableSprite.

summary
Summary description for MovableSprite.

Field Summary

Direction myDirection

Speed mySpeed



MovableSprite(Point p, Size s)

Constructor -
Metodsummay
virtual void delete()
virtual void move)
void paint(PaintEventArgs e)
void reverseX()
void reverseY()
void startMoving()
void stopMoving()




Field Detall

myDirection

public DirectionmyDirection

mySpeed

public SpeednySpeed

Constructor Detall

MovableSprite

public MovableSprite(Point p, Size s)

Constructor —

Parameters:
Location
Size

summary

Constructor -



Method Detail

delete

public virtualvoid delete()

move

public virtualvoid move()

paint

public void paint(PaintEventArgs e)

reverseXx

public void reverseX()

reverseY



public void reverseY()

startMoving

public void startMoving ()

stopMoving

public void stopMoving()

Association Links
to Class GameDefinitions.Velocity

to Class GameDefinitions.Speed

to Class GameDefinitions.Direction



GameDefinitions

Class Speed

public classSpeed
Summary description for Speed.

summary
Summary description for Speed.

Speed)

Speedint value)

int getSpeed)




Speed

public Speed)

Speed

public Speedint value)

getSpeed

publicint getSpeed)



GameDefinitions

Class Sprite

Direct Known Subclass@dovableSprite StationarySprite

public abstractlassSpritamplementdComponent

Summary description for Classl.

summary

Summary description for Classl.

Field Summary

EventHandler

System.Windows.
Forms.PictureBox

System.Drawing.Point

Disposed

icon

the image of the Sprite

Location

Location property



ISite Site

bool visible

Is the Sprite visible

Sprite (Point p, Size s)

The base constructor for the Sprite hierarchy

abstract  void collideWith (MovableSprite m)

This method is overridden by each Sprite to determine their behavior in a collision

virtual  void Disposgobject sender, System.EventArgs e)

called when the Sprite is deleted




Method Summary

virtual  void Dispos€)

called when the Sprite is deleted
Rectangle getBoundingBox()

return the bounding box of the Sprite
PictureBox getPicture()

gets the icon for this Sprite

abstract void

paint(PaintEventArgs e)

void

setBoundingBox()

sets the boundary around the Sprite that signifies a collision

Field Detalil

Disposed




public EventHandleDisposed

icon

public System.Windows.Forms.PictureBaon

the image of the Sprite

summary
the image of the Sprite

Location

public System.Drawing.Poirtocation

Location property

summary
Location property

Site



public ISite Site

visible

public boolvisible

Is the Sprite visible

summary
Is the Sprite visible

Constructor Detall

Sprite

public Sprite (Point p, Size s)

The base constructor for the Sprite hierarchy

Parameters:
Location of the Sprite
The size of the Sprite
summary
The base constructor for the Sprite hierarchy



Method Detail

collideWith

public abstractoid collideWith (MovableSprite m)

This method is overridden by each Sprite to determine their behavior in a collision

Parameters:
The MovableSprite that this Sprite has collided with
summary
This method is overridden by each Sprite to determine their behavior in a collision

Dispose

public virtualvoid Disposeg(object sender, System.EventArgs e)

called when the Sprite is deleted

Parameters:
summary
called when the Sprite is deleted



Dispose

public virtualvoid Dispose()

called when the Sprite is deleted

summary
called when the Sprite is deleted

getBoundingBox

public RectanglgetBoundingBox()

return the bounding box of the Sprite

summary
return the bounding box of the Sprite

returns

getPicture

public PictureBoxgetPicture()



gets the icon for this Sprite

summary
gets the icon for this Sprite

returns

paint

public abstractvoid paint(PaintEventArgs e)

setBoundingBox

public void setBoundingBox()

sets the boundary around the Sprite that signifies a collision

summary
sets the boundary around the Sprite that signifies a collision

Association Links
to Class GameDefinitions.Sprite



GameDefinitions

Class StationarySprite
Direct Known Subclassdarick, BrickPilg Ceiling Floor, Wall

public abstractlassStationarySpritanplementsSprite

Summary description for StationarySprite.

summary
Summary description for StationarySprite.

Constructor Summary

StationarySprite (Point p, Size s)

Constructor Detail

StationarySprite

public StationarySprite (Point p, Size s)



GameDefinitions
Class Velocity

public classVelocity

Summary description for Velocity.

summary
Summary description for Velocity.

Constructor Summary

Velocity ()

Velocity (Speed speed, Direction direction)

Method Summary

Direction getDirection ()



Speed getSpeed)

bool isHeadingDown()

bool isHeadingLeft()

bool isHeadingRight()

bool isHeadingUp()

void reverse()

void reverseX()

void reverseY()

void setDirection (Direction direction)
void setSpeedSpeed speed)




int speedX)

int speedY)

Velocity

public Velocity ()

Velocity

public Velocity (Speed speed, Direction direction)

getDirection

public DirectiongetDirection ()




getSpeed

public SpeedyetSpeed)

IsHeadingDown

public boolisHeadingDown()

iIsHeadingLeft

public boolisHeadingLeft()

iIsHeadingRight

public boolisHeadingRight()

iIsHeadingUp

public boolisHeadingUp()




reverse

public void reversg()

reverseX

public void reverseX()

reverseY

public void reverseY()

setDirection

public void setDirection (Direction direction)

setSpeed

public void setSpeedSpeed speed)




speedX

publicint speedX)

speedY

publicint speedX)



Package WindowsApplication7

simulationLoop

WindowsApplication7

Form1l

Summary description for Form1.

Paddle

Summary description for Paddle.




WindowsApplication7
Activity DiagramsimulationLoop




b:GameBoard

MessageBox

p:Puck

ps:PuckSupply

textBox1:TextBox

WindowsApplication7

b:GameBoard

backgroundColor 200,200,200

addMovablePiece

removeMovablePiece

resetList

startMovement

stopMovement




Activity Summary

tick

addMovablePiece

removeMovablePiece

resetList

startMovement

stopMovement

tick

MessageBox



backgroundColor 200,200,200

show

show

show

show

p:Puck

backgroundColor 200,200,200

startMoving

visible

startMoving



visible

ps:PuckSupply

backgroundColor 200,200,200

getPuck

getPuck

textBox1:TextBox

backgroundColor 200,200,200

Text

Text



WindowsApplication7

backgroundColor 200,200,200

activity

Activity2

Activity3

Activity4

Activity5

Activity6

Application.DoEvents

simulationLoop

true

EndStatel




EndState2

OutOfBricks

OutOfPucksException

PuckDeletedException

StartStatel

activity

to Activity show

to End State EndStatel




Activity2

Transition Links
to Activity show

to End State EndState?

Activity3

Transition Links
to Activity stopMovement

to Activity Text

to Activity removeMovablePiece

to Activity Activity4

Activity4



Transition Links
to Activity getPuck

to Activity visible

to Activity startMoving

to Activity Activity5

Activity5

Transition Links

to Activity resetList

to Activity addMovablePiece

to Activity Activity6

Activity6



to Activity simulationLoop

Application.DoEvents

to Activity tick

to Decision true

simulationLoop

to Activity startMovement

to Decision true

true



to Activity Application.DoEvents

Eventtrue

EndStatel

EndState2

OutOfBricks

to Activity Activity2

OutOfPucksException

to Activity activity



PuckDeletedException

to Activity Activity3

StartStatel

to Activity simulationLoop



WindowsApplication7
Class DiagrariVindowsApplication?

Sieshan. WINadows, FOrms Foren MovablaSpinte
WindowsApplication¥.Form1 BricklesDefinitions.Paddie

-components System. Componanthy

-h:Board
-peBricklesDefinitions . Puck
-cizailing

+Faddle
+callidevwith:vaoid

~TFloor

= LeftWall

-re Rightvwall
-brBrickRile
~paFaddle
-psPuckSupply
-tb:TrackBar
-panal:Paneal
-textBox1 TextBox

+Foarm
#OoOnPaintvoid
#Disposevoid
=lnitlalizeComponentyold
-mMenusSelectvoid
+Sliderchangedivoid
FORMouselownvold
#FOnMousellpvoid
FOnMousamove void
FONCGlosing:vold
-Mainvoid
-simulationLoopivaid
=Form1_Loadwold




Forml
Summary description for Form1.

Paddle
Summary description for Paddle.




WindowsApplication7
Class Forml

public classFormlmplementsSystem.Windows.Forms.Form

Summary description for Form1.

summary
Summary description for Form1.

Constructor Summary

Form1()

Method Summary

void SliderChanged(object sender, System.EventArgs €)

Constructor Detall



Forml

public Form1()

Method Detail

SliderChanged

public void SliderChanged(object sender, System.EventArgs e)

Association Links
to Class GameBoard.Board

to Class BricklesDefinitions.Puck

to Class BricklesDefinitions.Ceiling
to Class BricklesDefinitions.Floor

to Class BricklesDefinitions.LeftwWall

to Class BricklesDefinitions.RightWall



to Class BricklesDefinitions.BrickPile

to Class BricklesDefinitions.Paddle

to Class BricklesDefinitions.PuckSupply



WindowsApplication7

Class Paddle

public classPaddlemplementdViovableSprite

Summary description for Paddle.

summary
Summary description for Paddle.

Constructor Summary

PaddigPoint p, Size s)

Method Summary

void collideWith (MovableSprite m)

Constructor Detall



Paddle

public PaddlgPoint p, Size s)

Method Detail

collideWith

public void collideWith (MovableSprite m)



