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* GUI sketch




0 Jave - final xoxossrc/Main/GameFrame ova - ADT
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Ll Me static fimal long serialVersionUID = 1L;

v B4 JRE System Library [jre7]
i (= backgrounds
& (& baddies
b @ character
» (= doc
b & items
b = maps
b (= music
» (= sounds
p & tiles
|5 manifest
o 42 kkbelass
b 52 Mario
» 523 mario2
y Network

b I XOXo

¥

B R

o

3
3
3

&

GameFrame (4) [Java Application] C:#Program Filesilavawjre7#bin#javaw.exe (2013. 12.

API i<

.
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A
¥ 3 : main, object, creature

Q¥ : sound, stage

4% : character, monster, map
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GameFramejava 52

n;

.io.I0Exception;

public GameFrame() {

int

w = 428;
int h = 33

i

setSize(w, h);
setResizable(false);
setTitle("Game Frame");

GamePanel panel = new GamePanel{w, h};

add(panel);
setvisible(true);

try {
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s GameFrame extends JFrame {
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= public static void main(String[] args) {
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