PlayerDialog

EquipDialog

BasicBattleSimulatorAboutBox

+initComponents()
+whichPlayerPicked() : short(idl)

+initComponents()
+whichBodyArmourPicked() : short(idl)
+whichWeaponPicked() : short(idl)

+initComponents()

PROG1400 Assignment #4 — Game
UML Class Diagram (Final)
William Matheson —W0229152
Due: April 2", 2012

1 1
1
1 1
BasicBattleSimulatorView
-playerDialog : PlayerDialog
-equipDialog : EquipDialog
-aboutBox : BasicBattleSimulatorAboutBox
-playerSelected : short(idl) 1
-weaponSelected : short(idl)
-bodyArmourSelected : short(idl)
+initComponents()
+battleSetup() 1 1 BasicBattleSimulatorApp
+updateTextArea()
+jButton(n)ActionPerformed()
+showPlayerDialog() +main()
+showEquipDialog() +startup()
+showAboutBox()
1 1
BattleController Character

-playerCharacter : Character
-enemyCharacter : Character
-playerClassType : short(idl)
-playerWeaponType : short(idl)
-playerBodyArmourType : short(idl)
-playerName : string(idl)
-playerWeapon : string(idl)
-playerBodyArmour : BodyArmour
-battleUpdate : string(idl)

-bodyArmour : BodyArmour
-weapon : Weapon
-healthPointMax : short(idl)
-healthPoints : short(idl)
-strength : short(idl)

-attack : short(idl)

1 -endurance : short(idl)
-defence : short(idl)

-agility : short(idl)

attack = strength + power
defence = endurance + resistance
speed = agility + agilityModifier
hit = accuracy + hitBonus

Equipment

-name : string(idl)
-agilityModifier : short(idl)

-battleComplete : boolean(idl) 1.* |-speed :short(idl) 1%
+battle() -accuracy : short(idl)
-hit : short(idl)
-displayName : string(idl)
1 -charClass : string(idl)
1.* 1.% -charName : string(idl) 1%
+battleCry-abs() : string(idl) Weapon BodyArmour
FightThread +Attack() : short(idl) hort(d] . horeld
. #assignProperties() -power : short(i -resistance : short(i
-attacker : Character . ;
-hitBonus : short(idl
-defender : Character 1 ! u (id) 1
-damage : short(idl) A
-delayTime : short(idl)
-waitTime : short(idl) 1
-waitTimeDec : float(idl)
-results : string(idl)
+run()
Peasant BlankWeapon PointedStick BlankArmour PeasantClothes
+battleCry() : string(idl)
Knight Chimera SteelSword CarbonSword SteelArmour CarbonArmour
+battleCry() : string(idl) +battleCry() : string(idl)

GreekHero

+battleCry() : string(idl)

Damascus Sword

ShieldGenerator
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