Practical 5: Knight Fight Revamp Project - UML

GameData (Abstract)

# random : Random() (static)
# fortunes: List<Fortune>

# monsters : List<MOB>

# knights : List<Knights>

# activeKnights : List<Knights>

+ getKnights() : List<Knight>

+ getActiveKnights() : List<Knight>

+ getActive(String) : Knight

+ getKnight(String) : Knight

# findKnight(String, List<Knight>) : Knight
+ setActive(Knight) : boolean

+ removeActive(Knight) : void

+ getRandomFortune() : Fortune

+ getRandomMonsters() : List<MOB>

+ getRandomMonsters(int) : List<MOB>
+ save(String) : void (abstract)

Extends

CSVGameData

+ CSVGameData(String, String)
loadSaveData(String) : void
loadGameData(String) : void

GameController

+ GameController(GameData, GameView,
CombatEngine)

+ start() : void

# processCommand(String) : boolean

CombatEngine

+ initialize() : void
+ runCombat() : void
+ clear() : void

+ CombatEngine(GameData, GameView)

Note: Our implementation also used a
Logger.java - similar to P3 and P4

Not required

<<Interface>>
GameView

+ splashScreen() : void

+ endGame() : void

+ displayMainMenut() : String

+ printHelp() : void

+ listKnights(List<Knight>) : void
+ knightsNotFound() : void

+ showKnight(Knight) : void

+ setActiveFailed() : void

+ printBattle Text(List<MOB>, List<Knight>)
+ printBattleText(MOB)

+ printFortunes(List<Knight>)

+ checkContinue(): boolean

+ printDefeated() : void

A

Implements

ConsoleView

<<Interface>>
Attributes

+ getArmor(): int

+ getMaxHP(): int

+ getDamageDie(): DiceType
+ getHitModifier(): int

# hitModifier : int

# armor : int

# maxHP : int

# damage : int

# damageDie : DiceType

+ MOB(String, int, int, int, DiceType)
+ getName() : String

+ addDamage(int) : void

+ getHP() : int

+ resetDamage() : void

+ toString() : Strin

+ copy()g:(%\/IOB 9

Extends

Knight

+ Knight(int, String, int, int, int, DiceType)

+ getXP() : int

+ addXP(int) : void

+ getld() : int

+ getActiveFortune() : Fortune

+ setActiveFortune(Fortune) : void
+toCSV() : String

+ Knight(int, String, int, int, int, DiceType, int)

CSVReader

+ CSVReader(String)

+ CSVReader(String, boolean)
+ getNext() : List<String>

+ hasNext() : boolean

Main

+ main(String[]) : void (static)

DiceSet

+ roll(DiceType) : Int

<<Enumeration>>|
DiceType

+ D4
+ D6
+ D8
+ D10
+ D12
+ D20

Fortune

+ Fortune(String, int, int, int, int)

+ Fortune(String, int, int, int, int,DiceType)
+ getName() : String

+ toString() : String
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+ copy() : MOB


