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Games Framework 

●  Killer Game Programming in Java, Andrew Davison  

●  Some Prerequisites 
 Classes 

•  ImageLoader   (see Java Code) 
•  ImagePlayer 
•  MidisLoader   (see Java Code) 

 State Machine Basics 
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ImageLoader 

 To load images (jpg, gif, ...) 
•  single images 
•  image strips 
•  image groups 
 information about images in „imsInfo.txt“ 

 Stores images in Hashtable 
•  key: name of image(group) 
•  value: list of BufferedImages 

 Provides methods to 
•  retrieve image from hashtable 
•  by name and position 
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ImagePlayer 

 Sprite animation 
•  cycle through array of images 
•  selects next image depending on 

–  show period: determined by 
»  sequence duration 
»  number of images 

–  animation period 
»  determines how often  

updateTick() will be called 
»  intention: called periodically  

from animation loop 
–  animation total time 

»  time since object creation 
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State Chart  Transition Table 

Current State Event Action New State 

Locked Coin Unlock Unlocked 

Locked Pass Alarm Locked 

Unlocked Coin Thanks Unlocked 

Unlocked Pass Lock Locked 
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Transition Table  Java Code 
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Bug Runner 

] 
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The Game Loop Revisited 
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Bug Runner Class Diagram 
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Ball Sprite State Diagram 
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Bat Sprite State Diagram 
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Jumping Jack 

] 
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Visual Layers 
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The Core Classes 
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Multiple Key Presses 

●  Key event handler handles only one key event at
 a time 
 Question: what to do when 2 keys pressed? 
 Example: up and right  jump right 

●  see Java code 
 JackPanel.processKeyPress 
 JackPanel.processKeyRelease 



http://www.uni-klu.ac.at 

16 

Drawing Ribbons 

 Draw part of an image into JPanel 
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Wrap-around Ribbon 

 Initialize: draw image at (0,0) 
•  xImHead: position variable 
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 Case 1: move ribbon (image) right 
•  xImHead < pWidth 
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 Case 2: move ribbon (image) right 
•  xImHead >= pWidth 
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 Case 3: move ribbon (image) left 
•  xImHead >= pWidth-width 
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 Case 4: move ribbon (image) left 
•  xImHead < pWidth-width 
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Bricks 

●  Brick-images are stored in an image-strip 
 /images/ 

●  Brick-patterns are stored in text-files 
 /images/bricksinfo.txt 

0 32 41
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BricksManager 

●  Responsible for 
 loading bricks information 
 initializing bricks data structures 
 moving the bricks map 
 drawing the bricks 
 collission detection between Jumper-sprite and bricks 
 furthermore:  

•  methods to convert between pixel-based (x,y)-position
 (world) and brick map coordinates (array positions) 
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Brick Map Variables 
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Moving the Bricks Map 

 Case 1: moving map right 
•  bCoord < pWidth 

 Case 2-4 analogous 
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JumpSprite-related
 Methods  
 int findFloor(int xSprite) 

•  returns y-coordinate of „nearest“ brick under sprite 

 boolean insideBrick(int xWorld, int yWorld) 
•  test if point (x,y) is within a brick (for collision detection) 

 int checkBrickBase(int xWorld, int yWorld, int step) 
 int checkBrickTop(int xWorld, int yWorld, int step) 
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Jumping and Hitting a Brick 

 int checkBrickBase(int x, int y, int step) 
•  step: planned y-displacement 
•  (x,y): planned new position 
•  returns: possible displacement (without passing into a brick) 
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Falling without Sinking in 

 int checkBrickTop(int x, int y, int step) 
•  step: planned y-displacement 
•  (x,y): planned new position 
•  returns: possible displacement (without sinking into a brick) 
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The Jumper Sprite 


