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1) LAgk

a) &2 to

<cava Clsso

2

Jo] 1%

elava Classos

<clava Class > @ ScheduleWindow @Frame
out LoDt
it i
4w JFrame & intro_pene. JFane!
e rrame & sat: s
it RLabed 2502 Jaoel
aind: fabet 2 sa1 Jaoel
o am et 2 538 dLsvel
“‘: gy S seneduemds(Sehecue)
s ars: abel
Fremingow)

ccmcome
©MykeyListener
e
Superaner)

cclun Casmon
@imagaThread

py=—r—
& chapepath Siomy

~emaCEes

Tsjapley
fro

SrmgeTresdtibtond Sveg)
 nagvo

© bapresassiKeyE o

& random: Rangom
a B

& sehequis Strngl

o a51:String

irw a2 Sng
= a3 Sing

swecar

© seliameiStrng) vold 4 sy

& selGesrgnsseiaL o) et

<<Java Class>>
@NPC

LimDist

& random: Random

© inputrandomhPC: int

NPty
@ start():void

<<Java Class>>
@ltem
LimDiet

rem(int)

<<lava Csss>>

(3 Character
LimDat

© crt_postion_x: int

© cri_postion_y: int

© name: Sting

o Linv. i

o levetint

o varnt

et weioht doule

°crt_emotion: double

& Character()

& Character(String)

@ sefLocation(nt) voK!

© cettlame()Sting

o getiVeight() double

@ setWeighi(double,int doudle) void
© getEmotion(double

[

«=)gva Class>»
@Hain_game
i)

Fgmotionvar nt

a main_pane: JPanel

4 background: ILabel

& weight_tt JLabel

a l_o JLabel

= character_icon: JLabel

& emotion_icon: JLabe!

a emotion_progress: JProgressBar
4 schedule_bin: JButton

2 fem_ban: JButton

a back imagelcon

a p_mg: mageleon

& jp_pic: Imageicon

= emotion: mageicon

a scaled_emotion: Imagelcon

& Main_game( Frame)

= geiScaledinage(image int,nt) image

@ rame: sFrame
st Frame

8 s Bumn
a et B
o leeiz B
0 iz
a lenit B
0 resay S

& selEmoten(in,

& Gamesatng)

<<Java Class==

4 emotion: int

© Player

LimDiet

& level: int
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b)Schedule Class

A= SHae A AR A g5 vk gle FEd Y Aol A NPCsES @)
2AZE S Y Ho FRE AAse z2 1Y d=d 038 Zro Bl =4

= A gold tE xow Wiyt

'* Problerns @ lavadoc Ii:_l, Declaration & Console &3
<terminated= Frame [Java Application] C:#Program Files (x86)#lavai
S DA JH

el CHA 23

IAE HHE =2 (22ua)

=7 MM s

old gHom HAA &= 47HA AAAlEe] mal Al AY Fell M= ofdiel o] Byt

S nlAME A2

public void getSchedule(){
int input[] = new int[4];
for(int i=0;i<4;i++){
input[i] = random.nextInt(12)+1;
if(i==1){
if(input[i-1]==input[i]){
i--

continue;



if(inputli-1]1==input[i]){

I

continue;

}
if(i==3){
if(input[i-1]==input[i]){

1

continue;

}

switch(input[i]){

case l:schedule[i]=s1;
break;

case 2:schedule[i]=s2;
break;

case 3:schedule[i]=s3;
break;

case 4:schedule[i]=s4;
break;

case 5:schedule[i]=s5;
break;

case 6:schedule[i]=s6;
break;

case 7:schedule[i]=s7;
break;

case 8:schedule[i]=s8;
break;

case 9:schedule[i]=s9;
break;

case 10:schedule[i]=s10;



break;
case 11:schedule[i]=s11;
break;
case 12:schedule[i]=s12;
break;
}
}
for(int i = 0; i < 4 ; i++){
System.out.printin(schedule[i]);}}

of e wAEE AMEEAF YL

c)Gameinfo Class

AL Felzt Aol e Ayt AY PEe 2as] 5349 Tago ehd A
A
<] Ag gy - o IEE]

H =L [~
I ENIZ2 FHE ST SE 3, 2 HE NH RU5E -H0I0RINSA 2 NS 25 HL,
AR HER SHE HE2 HE JHE HEXS F12= H0IAD
HEH S8 Z 510 STARIE 2IE 2D ASFEHH HOIZE 228 ANSIH SAH SE4S AN S S
OF 12/ THE) £ H 20ICH
0l ZHE D 27 292 MRS ORs AAED B2 OS2 0H] M5S0 I M 28 S 500 QUT)s sh
S Z0IZOR HAN S WLFII2 F9L0H

HE &
HEE AT HEE DI ES 2HTHLH
2IEE UG, ZOZ2S 02 UM o2 Y00, T ARSI 62 TR B34 H AT SN2 JE

ALE AT HH T BIHE YE0E AL DY S HHBIH 120%7H EIRE A AZE.

HITHE CHOICHE O A 251010 H M S2H2) 80% 74 5I2S [ 1Y 2E #TH

MRS 2 22 HEY AR SIS0 e AH S0 DU HA SR 1020 AL ML F122 ST

HE CHE OIMES(42 25, o= S)0| ZUEHH THAH D 0MES DHaI0 HE O NPCI} M AT

NPC E3t 22| ZHH M Z5) & 4 2l= OS2 4RF0 0S SO 23 D49 537 243 R A7 S0/ S35

Cil, JS2 WY HYES COIE S411E SE2 S22 3T}

ZOIZE NPCY DB E WO SLAT MRS HUFHEH ROFSEIH 50 AH ISk 2SH 7 STEID AR A

M= HE0 SRELICE

SHRITHH RIS THOI2H DHE 250 ST HOHS A 712 0IEHE 417 LEEIH 250 20| BOFHE 23 o8
22 ChAl &01 FIH ELICH

HIHE 255 511 51D MES 220 & 90 B H52) 2TH= SAS Y21E 12 SHR0HHR S Qo0

HOMESE 15t S S7H S, HY0| &2 M2t S0SD, 90| 42518 HE2 200| HAC

text = new JTextArea(30,60);
text.setlLineWrap(true);
text.setEnabled(false);
text.setDisabledTextColor(Color.black);

et Fe HAEE AMESIAA 4 BEVbsshA skl A4 E =2 A7) A8l A
A etH oA ¥ AL setDisabledTextColor M|AEE E3] thA] #HA O]E}—E S d A3
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d) Player Class
&) Zelolole] ARE A% olF A% AET S AES A0 BH VRS AL Ee

Eelolo] Fe27t A5

public class Player {

int level;
int emotion;

public void setlLevel() {
this.level++;

}
public int getEmotion() {

emotion = (int)(Math.random()*5);

return emotion;
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a) Character class =&

AEE FelLe obd AR o] FEEASFYH

4 9 Character
o ¢t ernotion
o ort_weight
Crt_position =
crt_position_y
it i
[envel
harne
var
Character{5tring)
getErnotion( : double
getMarme) © String
getweight() : double
setErnotioniint, int, double) - void
setlocation(ing @ void > character class
setWeight(double, int, double) : vaid

o 099 0P o ooo oo

AHE Fdzoll= Ao ddfs 2Ash= FUG ofoldl&
£ wy, MyAd 23E G wf, vl A spHelA AHHES] RS YERd b

=14
AE AR BEASG A A2 Do o 497} Bol Yome Brs 74 54

i
e
>
o
o
4
&
an
N
%o

o

A, A FAE AEshe setrl2Ek 747 FASFUT wAle Aels S
= & FEo @ Srbel skl e gt
& Fru ¥ AASHES Player Classoll A @ W5 Wropebr] ofef ARzl Fe] 414

public void setWeight({double i , int wt v, double lwv ){
iffi==-1) this.crt weight -= wt_v ¥ (1 + 1lw);

» setWeight method

}
WY FAE AgSHe Mase] Feel 4 FA FUEE Fol AQFHHE AL 5T
F9lo) Aol A F A Aol thE Wel Mg Agaisyth 94 Azked
Wt 2w mdstel 27 Ge 44 wael wek uhal sasUh 44 W
£ 05,075, 1, 2, 3 F bz Qd 71¥e] ShuE Fol FaAA AgHUh by Al
847 e AW dZer] YEES ol A Lol FAAAHT



public void setEmotion{int i, int emotion_ v, double var){
if{i==-1) this.crt emotion -= { emotion_w ¥ wvar ) ;
else if (i= l) th;s crt emot1on += [ emotion_wv * war J;

} » setEmotion method

npx|uto @ A E o] ¢ x e T Wil vaseluth A A AMEE S 2793
o} X E HASE firsns A

ARaa e A AReE Mase THNUS rEE A
T gt EE gokel 74 grol wet x#x, yHREE ZASAFY ofd AR o)
Ass e,
public void setlocation{int i}{
if(i==A8) this.crt position x += 1&;
if(i==4) this.crt_position_x -= 18;
if{i==8) this.crt_position_y += 18;

if(i==2) this.crt position y -= 18; _
1 P setlLocation method

ﬂlﬁﬂl

Y
4

b) frame class 73

L FAe ok AR o] FEHASYH

3 Frame

& main(String[]) : void
background
exit_btn
height
icon
info_ktn
intro_pane
sgtting_bitn
start_bitn
width
Frarned) » Frame class

actionPerformed (ActionBvent) - woid

g e PP B PR PPP

main() HWAE7F AP ofe) AI} o] nir =zl AAE AEeA Hudh
public static void main{String[] args) {
ff TODO Auto-generated method stub

Frame frame = new Frame()};

}
el 2ozl AE AY 27 i}uﬂ B8 W93 swu} A 27 15}@011% A A, A
o A%, #74 A4, AY Fw



c) Main_game class 78

A AD S ofl AR o] FEEH Y

9 Main_game

b GL MyKeyListener
£ ernotionvar

alarrm

hack

background

character_icon

ermotican

emotion

emotion_icon

emotion_progress

itern_btn

jaehak

jh_irng

jh_pic

I et

main_pane

n

scaled_emation

schedule_btn .
& weight_tet » Main_game class

E BB EBEEEEPEEREDEREEDE BB BB

b 4 Main_game(IFrame)
m getScaledimagedmage, int, int) © Image
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gk dA Aok AlE A As ok FEES 98 java timer AAE AFESIAEFUTE F
F 7HA 9] BrolW AAE ARG WA A o] E|Z BolM YUt 78 W) vbd o
nith A o] REF O 2 ARGt A IHH A 0w dEl A Hunh. dAAZ Y vh = 3 o
REZS Yyl A dWia=EN HHﬂ O|FE|FZVE Holi umA o|REIZE
setEnabled(false) 1 2] st R.o]x] A 3} th 7 Wge Edolo] FezelA 1~5
Abele] ezt AAE 7] wiEe] Edo]o 7”11]E Adste] 34 WS wokg Ut ofgl A}
23 o] Fdsklar, g A3 AR T

public void run() {
jashak .war=p.getEmotion()};
System.out.println{jachak.var);

rl

flo

for{int 1=0;i<5;1i++){
if(emoticon[i] != null)
if{ i == jaehak.var)
emoticon[i].setEnabled(true);

alsea > 7;\ ]1:}1_&“ ﬂ—o]tﬂ éZJI‘Z:]l
emoticon[i].setEnabled(false); o] golS 93] 1xvlt}
: d W Aew e

}, 10688,1886); AEFUH
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public void run{) {
String newkeight = Double.teString({jachak.getheight());
if{weight!=newkeight) weight_txt.setText(newkeight);

String newlevel = "Lv."+Integer.toString({jachak.level);
& I t
if{level!l=neunlevel) lv_txt.setText{newlevel); > = WA Elol

o tlo

3
}, 566,500);
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JRanel p_panel = new IPanel(};

emotlon_progress = new JProgressBar();

emotion _progress.set¥alue((int)jachak.crt emotion);
emotion_preogress.setStringPainted{true);

emotion progress.setIndeterminate{true);
emotlion_progress.setOpaque(true);

p_panel .setlayout(new FlowLayout(});
p_panel .setlocation(738, 16@);
p_panel .add(emotion _progress);
p_panel._set¥isible(true);

emotion progress.setMinimum{@);
emotion_progress.setMaximum{18@) ;
emotlion_progress.set¥isible{true];
mf.getContentPana() .add(p panel};
mf.add{p_panel);

d) ItemWindow class +&

ofol &l k- Feis ofd AR o] AT

3 Tternwindow
a it
itrn
itrml
itz
itrm3
itrnd
itrma
itrni
itrmPic
iy » ItemWindow class
jaehak
Itermindow{Frarne, Character)

e s e e Pe P EBEEBEPB PR

A7 &= ofo]Hl A= AA Ao A GridLayout layout managerS 7}
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7] $1&l) ofol RIS APAE AAT 0 jframes AAE WolF Ut} ofo| QLS MA =
WAz el SEE=d 2 HdzYds A= |97 ofoldl =g SEolA



windowListenerE F718te] sl 2ol £y e Zdoz thA| IARE gHJF+=

AAs WAFYTh o] e 2AFUAES FH AL TdsA AEg Y

@IDHQE o —— -

S S T ¥ o .

I"i 96.0 s, g

ig i i : l
S 1 w L "

. g s - A

-

p

lF. o

g nn o
r.

I

& Haurasy

hﬂ'
o o

E L ; s &y ) s K ANE

=l
£ Problems @ Javadoc Declaration B Conscle &2
Frarne [lava Application] C:Prograr Files (<88 avarel. 2.0_25Whinsfavaw
470,250
480,256
290,250
568,256
516,256
520,258
98.6,30.0

b ofol® A g A3}



e) ScheduleWindow class 78

2AE AR FesE ok AT ol FALIR .

9 Schedulewindow
a sdl
& sd2
& sd3
& sdd
T

» ScheduleWind 1
- @ Schedulewindow({IFrame, Schedule) cheduievindow class

ol A GridLayout layout managerE 7}3 M2 Z#ds AAS
AZo] Holy AYHEHE 3F 2AES BT LFleof 375 &
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3 EE %/
Str‘ing[] item — new S‘tr‘ [] {IlD_l 14E1II Il:%i%x‘ll’llg%“,IIEE:_l:iIIJIgxg.‘ ‘I L#","%iga%"};

JE%E HEEOLe] 2 00|

HO
switch(input){
case 8 :{

Character.crt _weight = Character.crt weight-2;
Character.crt_emotion = Character.crt emotion-18;
break;

}

case 1 : {
Character.crt _weight = Character.crt _weight-2;
Character.crt _emotion = Character.crt emotion-15;
break;

S ol&ste] 670] ofoldl& &3t F—?ﬁ/‘l?ﬂ]
switchg o]-&3te] =tk 2+ &3k A=yl g
olfl 2 Woell A AW viyAde] el wet A5 5 3
st PA 7P 54 7 6709 ofolflo] o wj w
AT

o Bgieickel ololele] Yig mitE
b Ak g stel g 1 o] of
%1:]— H o wo o]_o] Eﬂg A g
£%7] wiitoll 670elA HEA =

N
o =

b) ckol@s} AYE Y A%

int item_num = (int)(Math.random()*6)
jaehak.it _inv[item num]= 1 ;
Item it = new Item{item num);

Character Class 9 it_inv(o}o]®l eIl Eg])etE g & A5t 742l g olo]&l el E g
|

S Ad
=913 MiniGame Class o4 MiniGames %] 332 w ofojdlo] x| = 4 UA
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c) MiniGame £9 +4&

/F¥EMiniGame £ E32%£ start H&LH/
public void start(
int random = (i

S ¥%¥ MiniGame?Z &
switch{1){

case 1:
Character jaehak = new Character("jachak");

Tajaplay tg = new Tajaplay("EXxtHY");
if(tg.stage == 5 && tg.point == 588){

int item num = (1nt}{Math random(}*8) ;

jaechak.it inv[item nu i
Item it = new Item{ltem_num);
lelse{

int random_num = (int)(Math.random()*3);
Character.crt weight = Character.crt weight+random_ num;
Character.crt emotion = Character.crt emotion-random num;

ﬁ%?‘@%ﬂ WA wHEo] S MiniGame Start WlAEoto] wg] ZolEe MiniGameS
Switch QtollAl NPCE wWhgts wf ddo= Adl & 4 A 3L, 54 Sl A= B
Ao FeElxds dAste] s8 & A ofol'E Xll & g A AABAT Aol TEo
T 6709 ofoldl S W ow A gt dAsNL, A sl =g & gl HH
Ao stA shglvt. Aol Aofjstd Asfol] ot jﬂ%ﬂﬂ o= A skl
case 4:

/¥* MiniGame(7IE%7|) o SEIZHES £ 3 = 00|20 AT 4 UA 8%, NBAHEET S0 2 5 YA LT */

Character jachakl = new Character("jachak");

FindGame fg = new FindGame();
if(Integer.parseInt(fz.REMAIN) == 1 &RInteger.parseInt(fg.SCORE)>108){

int item num = (int)(Math.random()}*6) ;
jaehakl.it inv[item num]= 1 ;
Item it = new Item(item_num)ﬂ

lelseq{

int random_num = (dint)(Math.random()*3)+1;
Character.crt_weight = Character.crt_weight +random_num;
Character.crt_emotion = Character.crt_emotion -random_num;

¥

break;
¥
o) mee e 37 Aol Wg 43 mEolth BAAYI o] Selzne A4
M 6709 ofoldlS WHoR AFdhs WA ow dAs Y. 3 A A ddEE Fo g
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4) HG=r
a) A3 12 Npc +&

(inputrandomNPC){

S'EtNEmE( mE S ) ,

Npe AHAE FEW EEHE WAL switch Sol el Ao am wET ojeld %
cEaEsh 2o 19 544, shbe] NpeE TR, Av et A Wad 2F NPC

ol
59 F7h= 7hd8t) image file¥), 23, g} 141*"“”* T4k NPC A2 7heshy] wii
of, auhe] NPC o] &g 73 & A7) - 3.

(ZF NPC 570, & =9 &<l 379)

b) Main Game ¥ Npc 29 FX A%

name){

NPC class + NPCinfo class® A&%1, info o & setCordinate 7} 9th. NPC ¢ x, y
A1 E YHalFA], main gamedl X BEH QLS 317] fEo|t)



inputrandomNPC = input;

(input){

setCoordinate(250, 228);

2

setCoordinate (3¢

F
e NPC o A FiEolth. NPC Fef2ollA Coordinates A7gstar, Ziol upe}
start WA wal Zhzke] npe o] A3 E A WS}
A A Lo =, npe o ZHAbe] 92 Holdtm, 1 YA AAHE EAT npe 7} APEE =
Alell, A E ] ool utel wiH WA npcE T PAY main o] UF HFEA
a1, w) Fguitt AalelrlolE FEl b oA BExdd v)%e s A Eh

o]

¢) Minigame £¢ +8&

Minigame &2 Yo} o] Aol Zo] APS Ut} o5 A minigames
SHA B8 2.7] ¢3te], start methodE XA L, start Qo= Ao mly AL o] swtich
otof] S0t}

ol Aoz Ztxpe] Al o] &S #ola, oF static void 2 AASFAY, ThE 229
A B So Ao 7 A3EA stk minigame ¢ A= NPCol ¢17] wjfo w=

AR EAGA S
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