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III.Function Specification

public
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void Draw_Background()

public void Draw_Player() | Zdo]o] 22]7] HAE

public void Draw_Wall() QHEAE T2]7] ylAL

public void init() ojO]x] A<l
GamePlayManager.GamePlaying

public void KeyEat() g FEA] H2Er= At

KeyPressedof oJsfj wr2 7|32 ol
Public void KeyProcess()
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public keyListener?] 7] <UZ7ZFS  Hiopy

void keyProcessE A& = WAL




keyPressed(KeyEvent e)
public void keyReset() RE 7] 3Fe x7|g6H= HlAE
x| RS AH0IAS Holrk:
public void nextScene()
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paint(Graphics g)

public void pauseGame()
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pulbic void prevScene()
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public

pauseCounter® 022 AEst= tA

void resetPauseCounter() | &
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public
void resumeGame()
public void run() »H& HAE run() ewztol=
pulbic void safeZone() Mlo|Z&E QUAMA| W= A
7] elave Abstn AY Zey »

GamePlayManager

.MergedGamePanel

public void start()
| A=t
public
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void update(Graphics g)
public void initGamePlaying() AY =9 g x7]st
public void initKeySet() Z1A £7]3}
o3 clold® a1 )8}

public void initMenuDialog()
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public void initStatusPanel()

AY ot 279t glas

public void resetGame()




GamePlayManager.StatusPanel

public void initText()

public void printGetKey()
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public
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void printNotEnoughKey()
public void printPause() UA] HAA| el 27

GamePlayManager.TimerPanel

public void resetCount()
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public void run()

public void initLabel()

public
void paintComponent

(java.awt.Graphics g)
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public

void setCountlmage()

SFDesignManager.Design

public JButton setbutton

(JButton bt, int i)
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SFDesignManager.Sound

public void loop(int i)
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public void loop

(String path, int i)
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public void play()
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public void play

(java.lang.String path)
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public void stop()

90w A

public void setbutton

(JButton bt)
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SFDesignManager.

EndingPanel

public void run()

Runnable H{|AE run() @Hzto]l=

oumold IS 7EY Has

public void start()

mae A &7\8k R AR

public void paintComponent

(Graphics g)
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WindowManager.ConfigPanel

public
void actionPerformed

(ActionEvent e)

public

void changeAndSave()

public void
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keyPressed(KeyEvent e)

WindowManager.GamePanel

public void updateKey AAE 7] AY ZrozXHE 7] ZES
(KeySet key) oAl 221 27] 3t HAE
RYe) A HAE Qujetols
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public void actionPerformed
Y oA 2d
(ActionEvent e)
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public void setButton()
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pulbic void setMain()

o) 7 ME el Ay 4%

public void setSouth()
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WindowManager.RankPanel

public void copy

(RankInfo src, RankInfo dst)
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public void sort

(RankInfo[] k)
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public void updateRank()
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WindowManager.MainPanel

public void setmain()
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VI.Usecase Diagram
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VII.Sequence Diagram
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Fig. 2. A Sequence Diagram
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@ Config Panel

Fig. 4. Config Panel
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VII.User Interface Designs & Screenshot of Application Demo
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IX.ClassDiagram

(1) S tolo 13 AA

Fig. 6. ConfigPanel & KeySet ¢] ¥4 47

Fig. 9. Scene class A7

Fig. 7. MergedGamePanel ¥ GamePlaying class & @7 A7)
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<=Java Class>>
(8 GamePlaying

GamePlay Manager

& G: Sceneb

& F: Sceneb

& E Scened

& [r Scene3

& C: Scene2

& B: Scenel

& A- Scene

o gamePlayingThread: Thread
o Fayer_img Imagef]
o BWall_img: Image

o DWall_img: Image

o Door_img Image

o BackGround_img: Image
o Bed_img: Image

o Cab_img image

o Key_img: Image

a Flow er_img: Image
o Desk_img Image

a ICE_img Image

o DoorUp_img: Image
o DoorLeft_img: Image
o DoorRight_img: image
o Table_img: Image

o safe_img Imagef]

o buffimage: Image
4 buffg: Graphics

& safe: boolean

& f_width: ink

& f_height: int

& % int

&y ink

4 KeyUp: boolean

4 KeyDow n: boolean
& KeyLeft: boolean

4 KeyRight boolean
4 KeySpace: boolean
a ing: ink

4 player_Status: ink
o pauseCounter: ink
4 KeyS: int

& stage: ink

=A™ 22 Ctojo] 1

=<alava Class>= =ajava Class=>
(& MergedGamePanel (3 StatusPanel
GamePlay Manager GamePlay Manager
& window - MainWindow o textlabel JLabel
B timer: Thread ‘cStatusF'anel()
o key: KeySet _statusPanel @ paintComponent({Graphics):v.oid
ecl‘dergBdGameF’aneI(I‘dainNnduw) K @ inifText({)-void
@ intGamePayingl)-vaid - @ printGetkey()-void
@ initStatusPanel{)-void @ printMotEnoughiey():void
@ initMenuDialog()-void @ printPause():void
@ initiKey Set{)-void
@ getMainWindow {)-MainWindow HTREEEs
@ getGamePaying():GameFaying GﬁmerPﬂnel
GamePlay Manager
@ getStatusPanel():StatusPanel
@ gefTimerPanel): TimerPanel X e
@ gefTimer():Thread e 3 Clcout it
@ geteySet{)-KeySet 0.1 @ .time: imageicon(]
@ sefTimer{Thread):void 4 img_p: Image
@ resetGame():void 4 img: Image(]
@ TimerPan el()
@ initLabel{)-void
@ paintComponent({Graphics):v oid
@ run{):void
B setCountimage():void
@ resetCount():void
@ getCount():int
#menuh, 051
Y

==Java Class=>
(® ConfigDialog

GamePlay Manager

==Java Class==
(®ToMenuDialog

GamePlay Manager

<xJava Class>»

(®MenuDialog

GamePlay Manager

ecGa mePlaying{MergedGamePanel)
@ init():-void

@ start()-void

@ run{)-void

@ nextScene():void

@ prevScene()void

@ paink{ Graphics )-void

@ update(Graphics)-vaoid

@ Draw ing_Background():void

@ Draw ing_Wall{):-void

@ Draw ing_Player()-vaoid

@ KeyProcess{):void

@ KeyEating():void

@ safeZone()void

@ stoping()-void

@ keyReset{)-void

@ keyPressed{KeyEvent):void

@ pauseGame():void

@ resumeGame()-void

@ getGameFayingThread() Thread
@ setGameFayingThread({Thread):void
@ resetPauseCounter()-void

@ keyReleased{KeyEvent):void

@ keyTyped(KeyEvent):void

o design: Design

o effect Sound

a config JButton

o et JButton

o keyLabet JLabel

o font: Font

o topPanet JPanel

o centerPanet JPanel
o bgmiute: JCheckBax
o configlp: int

o configDow nc int

o configlLeft: ink

o configRight: int

o tmp: ink

o count: ink

o design: Design

o effect Sound

o labelPanel JPanel
o binPanet JPanel

o design: Design

o effect Sound

o toMain: JEutton
o toConfig: JButton

o label JLabel
& labelFont: Font
o yes: JButton
o no: JButton

o topPanet JPanel
o bottomPanek JPanel

Acl‘denuDiang(Contain er)

AcTuMenuDialqg(Cuntain er)

@ actionPerformed{ActionEvent):void

AcCunfigDialqg(Cuntain er)

@ actionPerf ormed{A ctionEvent):void

@ changeAndSave():void
@ updatekey(KeySet)void

Fig. 13. A9} Eelole] #x =



==Jawva Class==

(= Scenez

GamePlay Manager

& Cx: ink
& Cy:ink
& Cs:ink

.lFS-:: ene2()
@ mapd)-void

==Java Classs>
(®GamePanel

Windowhtanager

ManWindow
& skip: JButton

4 back JButton

4 effect: Sound

4 gp: JLabel

4 pan_South: JPanel

4 toenicon: Imagelcon(]
& img: Image

& ink

& window

nskey: k0
eBsafe: il

==Java Class=> ==Java Class=> ==Java Class=>
(= Scene1 (= Scene (= Sceneb

GamePlay Manager GamePlay Manager GamePlay Manager
& Co int S Tiesize: int & Co it

& Cy:ink & Cx:ink & Cyrink

& Cs:int o & oy- int & Csoint

.lFS-:: enei() "‘SGS: = LCS-:: enes{)

@ map)-void “ m @ mapd)-void

=<Java Class>>

==Java Classs>
(®MainPanel

Windowhanager

A°Scens() (3 Scenes
& inil)-void GamePlay Manager
@ map{)-vaid o G ink
& Cy: ink
& Cs: ink
& Scen es()
==Java Class=> w=lava Class>> @ map()-void
(& Scene3 (& Scened
GamePlay Manager GamePlay Manager
4 Coc it & o ink
& Cye ink a Cy: int
& Cstint & Cs: int
a°Scene3() A Scenes4()
@ map()-v oid @ map{)-void
Fig. 14. % Zd| 2 tlo]oj 13y
=xJava Class»>
(2 Design
SFDesignhanager
i — ~design
o @ setbutton{JButton. int)-JButtan

A" GamePanelMainWindow )

@ setSouthi)-void

@ setMain{)-void

@ actionPerformed(A ctionEvent):void

i

<<Java Class>>
(& Cartoon

Windowhisnager

afcartoon))
@ sefToonPanek):void
@ pantComponent|Graphics ) void

4 window - MainWindow
4 effect: Sound

4 ToGameBin: JButton
4 ToRankBtn: JButton

4 ToCanfigBin: JButton
4 ExitBtn: JButton

4 mainicon: Imagelcon
4 GameNameicon: imageicon [

2

@ painiGomponent{Graphics)-void
& MainPanelMainWindow )

@ setmain{):void

@ actionPerformed(ActionEv ent):void

<=Java Class=>
(3 ExitDialog

1
o}
/ 7M\MH |

==Java Class=»

(2 GetNameDialog

Windowhanager

4 labelPanel JPanel

<xJava Classs>
(@ ConfigPanel

Windowhanager

Windowtianager

o topPanst JRane!
a centerPangt JPanel

4 binPanet JPanel
4 labek JLabel

4 labelFonk: Fonk
& yes: JButton

4 no: JButton

o effect: Sound

aCExitDialog(Container)
@ actionPerf ormed(A clionEyent)-vaid

o window - MainWindow
o key: KeySet

o effect Sound

o config JButton

o set JButton

o back: JButton

o keyLabel JLabel

o font: Font

a topPanet JPanel

o centerPanel JPanel
o bgmivute: JCheckBax
o configUp: int

o configDow - int

o configLeft: int

o configRight int

a tmp: int

a count int

o boftonPanst: JRans!
a ok JLabel

o tit JTextField

& bin JButton

o getRank: Rankinfo
& eifect Sound

& GaihameDialog{Container)

& ConfigRansl{ MainWindow )

@ keyPressed(KeyEvent):void

@ keyReleased{KeyEvent)void

@ keyTyped(KeyEvent):void

@ actionPeri ormed(AclionEyent) vaid
@ changeAndSave():void

@ updateKey(KeySet) void

@ getiKeySet():KeySet

@ getBgmivutel)JCheckBax

@ setBgmiute(JCheckBox):void

Fig. 15. T 211 e ~¢} 43S
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«<Java Class>>
(3 RankPanel

Windowhianager

4 window - MainWindow
4 back: JButton

4 reset JBution

o rank Rankinfol]

4 rankScoreLabet JLabel]
& rankNameLabel JLabell]
4 score” JLabel

& name: JLabel

& prk JPanel

& mergedPanel JPanel]
4 scareFont: Font

& nameFont: Font

| & fosPanct JPanc!

l&—t & centerPanet JPanel

-4 effect Saund

A RankPanel MainWindow )

@ updateRank({):void

& sort{Rankinfof])void

& copy(Rankinfo,Rankinfa)-void
@ getRank() Rankinfo[]

@ setRank{Rankinf of]):void




==ulava Class==
(& ConfigPanel

Windowhianager

<<ulava Class»>» o wirdow : MaimA\indow
(& KeySet o design: Design
GamePlay Manager o confiq JButton
2 up: ink a seb JButfon
o dow nc ink o back: JButton
a left ink o keylLabel JLabel
a righi- ink a fonk Font
GFKBySet(} a topPanek JPanel
& getUp()int -key o centerPanek JPanel
@ getDow n{)-int o “ b-grrr-.-'b._lte: fJChBCkEIGX
@ getleft()int = configlp: int
@ getRight{):int “ Cmf!gmﬁ " b
@ setUp(int)-vaid B EELEiE0C
@ setDow ndink)-void “ Confi-gHight: L
@ setleft{int)-void b
@ setRight{ing)-vaid o count

==ulava Class=>

(= Sound
SFDesigniManager

& audioinputSiream: AudioinputSiream
& chip: Chp

o conirok FloatConirol

o vol float

-effect

T

& Soundy)

& Sound(String)

@ play()-void

@ play{Siring):void

@ stop()-vaid

@ loop{ink)-void

@ loop({Siring, ink):void

@ setbuttondJButton):void

& ConfigPanelMaimWindow )

@ keyPressed{KeyBvent):void

@ keyReleased{KeyBvent)-void

@ keyTyped{KeyBvent):void

@ actionPerformed{ActionBvent):void
@ changeAndSave])vaoid

@ updateKey({KeySet)-woid

@ getkeySel()-KeySet

@ getBgmiiute():JCheckBox

@ setBgmiute]JCheckBox)-vaoid

Fig. 16. &34 33 #H9 Fg& toloja=l

<< Java Class>>

(= Rankinfo

Windowhanager

O score: ink
O name: Siring

<<Java Class==
(= RankPanel

Windowhanager

|__-ramnk

W
Ranknfo() | g~

A
-getFank

. & rankScoreLabel JLabel]
& rankiMamelabel JLabell]
& score: JLabel

0.

& window - MainWindow
& back: JButton
& reset JButton

<<Java Classs==
(# GetNameDialog

WindowlManager

o fopPanet JPanel

a centerPanel JPanel
a bottomPanel JPanel
a bk JLabel

o ixit JTextFielkd

o bin: JButton

o design: Design

o effect Sound

GCG eiiameDialog{ Container)

& sort{Rankinfo])-vaid
& copy(Rankinfo, Rankinfo)-void
@ getRank):Rankinfof]
@ sefRank{Rankinfof] )-void
Fig. 17. F7 4 #dH S22 tholoj 13
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& name: JLabel

& pnk JPanel

& mergedPanel JPanel[]
& scoreFont: Fonk

& namefFonk: Fonk

& topPanet JPanel

& centerPanel JPanel
& designe Design

& gffect Sound

A RankPanelMainWindow )
@ updateRank]):void
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