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5. Design Details

5.1. Class Responsibility Collaborator (CRC) Cards

Class Team

Responsabilities:

(

Collaborators:

Keeps track of team information such as
team name, team race etc.

Race

Keeps track of team resources

Class Village

Responsabilities:

(

Collaborators:

Keeps track of the village owner

Army

Keeps track of the village current army

Team

Host buildings

Class Army

Responsabilities: Collaborators:
Know the home village of the army Village
Keeping troops together as one unit Troop
Knowing the army troop amounts TroopType

To merge different armies from the same
team

Class Combat

Responsabilities:

(

Collaborators:

Calculates which army wins a battle

Army

Class Troop

Responsabilities:

(

Collaborators:

Keeping track of troop characteristics such | Troopinfo
as amount, attack points and defence
points

TroopType

Class Map

Responsabilities:

(

Collaborators:

Keeps track of and displays the game
terrain, villages and armies

Provides possibility to move

| Interface Building




Responsabilities:

(

Collaborators:

Keeps track of building name, level, costs
of upgrading

Village

Keeps track of its own building panel
where the buildings actions are display
such as different building options

Buildableltem

Decides which buildable items that are
available

Interface Buildableltem

Responsabilities:

(

Collaborators:

Describes an item that can be built in a
arbitrary building

Checks required building level to build
building

Building cost, name and building time

Interface TrooplnfoFactory

Responsabilities:

!

Collaborators:

Defines different attributes for different
types of troops

Trooplnfo

Interface Trooplnfo

Responsabilities:

(

Collaborators:

Keeps track of attributes for a specific kind
of troop

Interface CombatCalculator

Responsabilities:

(

Collaborators:

Calculates the outcome of a combat

Combat

Interface Race

Responsabilities:

(

Collaborators:

Creates and stores a Troopinfofactory that
be used by the team

TrooplnfoFactory

Race name




5.2. Class Diagram

Map

Team

hoolean isPassahledintx, inty);

winterfaces
Troopinfo

String getfamed;

int getattackPoints{TroopType against);

int getDefensePoints(TroopType against);
float getSpeed();

winterfacen»
String gettName(); Race
. . . Color getColord; " >
MapCell getCelliintx, int vy, Race getRaced;
Session getSessiond,; String getMamed;
int gethoney(; TraopinfoFactory getTroopinfoF actoryd;
! |
winterfaces i i
Building : winterface»
Village TroopinfoFactory
Yillage getvillaged,; .7
String gethamed,; Team gefTeamd; Troopinfo getinfoiTroopType type);
int getlevel(); Arrry getHomeArrTy, i
JPanel getPanel(; !
Buildahleltem] getBuildahleltems(; \L{
void upgradeq; : Army “Entiiio
h TroopType
- i Army(village homevillage);
winterfaces add{Army armyy; 0 fTTTTTTTTTTTTTTTE Tineh
Buildableltem add(TroopType type, int amount); [ TWJ
\ ¥neb
Troop getTroop(TroopType type), | TypeC
int aetRequiredLevel(; Yillage getHamavillaged, | T
String gettamei; B '.‘ Y
int getCosto; : : |
int getBuildTimed; Combat ] Troop
“I
int gized),
Artry getirrmydint inde);

CombatCaleulator getCombatCalculatord),

B

winterfaces
CombatCalculator

Army calculate(Combat combaty;

N
Troop(TroopType type, TroopinfoF actory factonyd;
TroopType getTyped),;

Trooplnfo getinfod;
int getimount();

Figur 1. Class Diagram




5.3. State Charts

5.3.1. State Chart 1

QFF
Application Mot Running

Exit Application

RUMMING GAME
The game is up and running

Application is started f perform star’[upj

Application Exited f perform shutdown

WEAITIMNG

"Exit to main menu” chasen fraom in-game.
for game start

Game mode and settings chosen. "Start game" chosen. j

Figur 2. State Chart 1 - Overview

5.3.2. State Chart 2

Application started

./x[hnam Menu is displayed

mMutliplayer Mode chosen j

multiplayer Mode Screen displayed
VWaiting far other players

Host aharts game j

Autormatically guits the game

Game End
Showing game winner

/

A

Game stared
Game initialized

Game Running

All players except one have left f heen eliminated j

Figur 3. State Chart 2 — Staring, running and endig a game



5.4. Interaction Diagrams
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Figur 4. Application start and game running
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Figur 5. Game shutdown
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