AETD - Arch-Enemy Tower Defense
Group 6

Olof Ol-Mars
Erik Nordenhok
Felix Wallén
Johan Gustafson
Jonas Hellgren



5. Design Details

5.1 Class Responsibility Collaborator (CRC) Cards

Class: AETD

Handle main menus Game
Configure player settings ~ Server
Start server Graphics
Join specific server Chat
Launch game

Class: Game
Initialize game board Socket
Intializes towers and Server
monsters. Entity
Count gold Tower
Countdown to next wave Monster
Lives Chat
Towers
Monsters



Class: Tower

Constructs projectiles
Block monster path
Upgrades

Rate of fire

Type of projectile

Is implemented as 8

different tower types

Class: Server

Syncronize information
with clients

Number of players
Number of towers
Lives left

Class: Socket

Handle connections
between Server and
Game.

Entity
Graphics
Projectile

Socket
Game
Chat

Server
Game
Chat



Class: Graphics

Draw entities Entity
Graphics

Class: InputParser

Listens for user input AETD
through keyboard and Game
mouse. Chat
Parse commands and send

to the designated class.

Class: Chat
Display messages Graphics
Send new messages to Socket
other players Server



Class: Projectile

Calculates path to monster Entity
Ask for drawing Graphics
Speed

Damage

Special ability

Is implemented as 8

different projectile types

Class: Monster

Caclulates path to exit Entity
Ask for drawing Graphics
Speed

Hitpoints

Special ability

Is implented as 5 different

monster types

Class: Entity

Defines functions for Graphics
towers, monsters and other

visible objects.

Draw entity

Remove entity



5.2 Class Diagram

Class Diagram for AETD

—1 Chat
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5.3 State Charts

Host a new mulitplayer game

Start server

7

Start client
Server up

Client off

Server off
Client off

Client on

Open lobby and
listen for other clients
Client connects

Server open for to localhost
connections
Send chat message
Start chat
/N Enter text

Chat window
visible

Chat closed

Send to server

k—\

Message entered

Server has

Chat message
chat message

created

Create chat
message

Send chat
to clients

Clients have received
chat message




5.4 Interaction Diagrams

Create monster collaboration

1: if wavetimer = 0
create_monster = true

2: increase nMonsters
Game 3: for size of wavesize

monster = createMonster(type)

5: result = send(nMonsters)

\ 4
4: result = draw(monster) Monster
Socket Graphics
Create tower collaboration
2: verifyCommand() InpUtPa rser
verifyPath()
increase nTowers 1: create_tower = getCommand() f
decrease gold |
Ga me 3: tower = createTower()
5: result = send(nTowers. gold) v
4: result = draw(tower)
Tower

Socket

Graphics




Sell tower collaboration

2: verifyCommand()
decrease nTowers
increase gold

InputParser

1: sell_tower = getCommand() f

I
[1Game

5: result = send(nTowers, gold)

Socket

3: tower = removeTower()

4: result = remove(tower)

Graphics

Tower

Send chat message collaboration

4: result = send(chat)

InputParser

1: chat_message = getCommand() f

\4

Socket

Game

| 2: chat = createMessage(chat_message)

3: object= draw(chat)

v

v

Graphics

Chat




Send monsters collaboration

2: verifyCommand()
decrease gold

InputParser

1: send_monster, player = getCommand()f

I
[1Game

5: result = send(nMonsterType, monsters)

Socket

Start game collaboration
InputParser

Server

A

3: for size of send_monster_length
monsters = createMonster(player)

4: result = draw(monsters)

Graphics

\4

Monster

1: start_game = getCommand()

4

A

5: server = startServer()
(only if hosting a
multiplayer game)

AE

D

Game

2

4: object = draw(chatbox)

\4

Graphics

3: chatbox = intializeChat()

2: start = startGame()
4: game = connect(start, server)

\4

Chat

(only if host) else
game = connect(start, ip)




Startup collaboration

Graphics

1: menu = drawMainMenu() |

v
AETD

A

2:start_command = inputCommand()

InputParser

Upgrade tower collaboration

2: upgrade_tower = getCommand() ]
InputParser
1: mark_tower = getCommand() ?
v |
3: if result is false don't build
result = verifyGold() Game
decrease gold 4: tower = upgradeTowerr()
A
6: result = send(gold)
5: if tower image is renewed
object = draw(tower) v
v ‘L
. Tower
Socket Graphics

11



