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Aang FightingGame (10 AzWi)

public class FightingGame {

private Fighter playerl;
private Fighter player2;
private Fighter winner;

public FightingGame (Fighter playerl,

}

public void gameLoop () {

}

inferface (1 AzLUwW)

Fighter yaausn
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super () ;

Fighter player2) {

this.playerl =
this.player2 =
winner = null;

playerl;
player?2;
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while (true) ({ >

playerl.move();:}_

player2.move () ; —»

updateGameStatus () ;

if (winner == playerl) {
System.out.println ("Player 1 wins");
break;

}

if (winner == player2) {

break;

}

if (winner

!'= null) {

break;

v

public void updateGameStatus () {

if (playerl.getLifePercent ()

. . e winner = new KungFuFighter();
wdnlasdugrue 1 avuun return;
P X } else if (player2.getLifePercent() <= 0.0)
, ] oo sa P
ﬂﬂﬂ@NQWW@QﬂQmﬂﬂuiﬂuﬂ winner = playerl;
" return;
getLifePercent i Az } else if (playerl.getLifePercent() <= 0.0)
) winner = player2;
. K .
1% getLife 109Aa aD1 } return;
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/* *
* args
*/
public static void main(String[] args) {
// Auto-generated method stub

Fighter firstPlayer =
Fighter secondPlayer =
firstPlayer.setOpponent (secondPlayer) ;
secondPlayer.setOpponent (firstPlayer) ;

FightingGame g =
g.gameLoop () ;

System.out.println ("Player 2 wins"); >

System.out.println ("Double KO");

<= 0.0 && player2.getLifePercent ()

new FinalFantasyFighter();}.
new KungFuFighter (L=
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new FightingGame (firstPlayer, secondPlayer){}j_‘

New FightingGame u&aizan gamelLoop
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KungFuFighter vamana

public class KungFuMan ({
/**
* An opponent of this KungFuMan.
*/
private Object opponent;

/**
* Life point.
*/
private int life;
private int maxLife = 100;

/**
* Strength, combining with defence must not exceed 100.
*/

private int strength;

/**
* Defence, combining with strength must not exceed 100.
*/

private int defence;

/**

* Heavier move requires longer time to recover. While Recovering, the
* character cannot attack.

*/

private int recoverTimeFromOwnMove;

public KungFuMan (Object opponent) {
super () ;
this.opponent = opponent;
life = maxLife;

strength = 50; //strength + defence == 100 always
defence = 50;
recoverTimeFromOwnMove = 0;

}
/**

* Get a reference to the current opponent.
*
* @return opponent.
*/
public Object getOpponent () {
return opponent;

}
/**

* Assign a given KungFuMan to be the current opponent.
*
* @param opponent
*/
public void setOpponent (Object opponent) {
this.opponent = opponent;

}

public int getLife() {
return life;

public void setLife (int life) {
this.life = life;

public int getMaxLife () {
return maxLife;

public void setMaxLife (int life) {
this.maxLife = life;



public int getStrength() {
return strength;

public void setStrength(int strength) ({
this.strength = strength;

public int getDefence () {
return defence;

public void setDefence (int defence) {
this.defence = defence;

public int getRecoverTimeFromOwnMove () {
return recoverTimeFromOwnMove;

public void setRecoverTimeFromOwnMove (int recoverTimeFromOwnMove) {

this.recoverTimeFromOwnMove = recoverTimeFromOwnMove;
}
/**
* If not recovering, always attack with attack type 3.
*/
public void move () {
if (recoverTimeFromOwnMove == 0)
attack(3);
else
recoverTimeFromOwnMove -= 1;
}
/**
* Reduce the life point after being attacked.
*
* @param attackLevel
* indicates the level of attack: 1 -> light 2-> medium 3 ->
* heavy
*/
public void attacked(int attackLevel) {
life = life - (attackLevel * ((KungFuMan) opponent).strength / defence);
}
/**
* Attack opponent with given type of attack (from 1 to 7). Resulting in
* opponent calling method attacked().
*
* @param attackType
* the moves that this possesses.
*/
public void attack(int attackType) {

recoverTimeFromOwnMove = attackType;

switch (attackType) {

case 1:
( (KungFuMan) opponent) .attacked (1) ;
System.out.println (" straight light punch.");
break;

case 2:
( (KungFuMan) opponent) .attacked (1) ;
System.out.println (" straight light kick.");
break;

case 3:
( (KungFuMan) opponent) .attacked(2);
System.out.println (" straight medium punch.");
break;

case 4:

( (KungFuMan) opponent) .attacked(2);
System.out.println (" straight medium kick."™);



break;

straight heavy punch.");

straight heavy kick.");

case 5:
( (KungFuMan) opponent) .attacked(3);
System.out.println ("
break;

case 6:
( (KungFuMan) opponent) .attacked(3);
System.out.println ("
break;

case 7:
( (KungFuMan) opponent) .attacked(3);
System.out.println (" Roundhouse heavy kick.");
break;

default:
System.out.println (" Move failed!");
break;
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public class KungFuFighter extends KungFuMan implements Fighter { —p
public KungFuFighter () {
v o o o super (null) ;
DINNITATING // Auto-generated constructor stub
&y, )
utlsaunng il
public KungFuFighter (Object opponent) {
v super (opponent) ;
KungFuhAar11M // Auto-generated constructor stub
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Auto-generated method stub

(getDefence() * 100.0) /

public double getDefencePercent ()

//

return

public double getLifePercent () {
// Auto-generated method stub
return (double) (getLife()
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public double getStrengthPercent () {
// Auto-generated method stub
return (getStrength() * 100.0) /

public int getRecoverTime () {

return getRecoverTimeFromOwnMove () ;—P»

(getDefence ()

* 100.0) /getMaxLife () ;

(getDefence () + getStrength())f“P
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void setRecoverTime (int time) {
setRecoverTimeFromOwnMove (time) P
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void move ()
Fighter £

{
(Fighter)

//’ public

getOpponent () ;

if == 0 &

(getRecoverTimeFromOwnMove ()
attack (3);

else if (getRecoverTimeFromOwnMove ()

attack(2);

} else if (getRecoverTimeFromOwnMove ()
&& f.getLifePercent()
attack (1) ;

&

> 65)

f.getLifePercent () <= 25)

0 && f.getLifePercent() <= 65) {

{



else

setRecoverTimeFromOwnMove (getRecoverTimeFromOwnMove ()

public void attack(int attackType)

setRecoverTimeFromOwnMove (attackType) ;
Fighter enemy

switch
case 1

case

case

case 4:

case

case 6:

case 7:

(Fighter)
(attackType) {

enemy.attacked (1) ;
System.out.println ("
break;

enemy.attacked (1) ;
System.out.println ("
break;

enemy.attacked(2) ;
System.out.println ("
break;

enemy.attacked(2) ;
System.out.println ("
break;

enemy.attacked(3) ;
System.out.println ("
break;

enemy.attacked(3) ;
System.out.println ("
break;

enemy.attacked(3) ;
System.out.println ("
break;

default:

System.out.println ("
break;

{

getOpponent () j——p
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straight light punch.");

straight

light kick.");

straight

medium punch.");

straight

medium kick.");

straight

heavy punch.");

straight

heavy kick.");

Roundhouse heavy kick.");

Move failed!"™);

public void attacked(int attackLevel) {

double
double
double

life

life =
defence
opponentStrength

life -

getLifePercent () ;
getDefencePercent () ;
((Fighter)getOpponent () ) .getStrengthPercent () ;

setLife ((int) (life * getMaxLife()/100.0) )
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(attackLevel * opponentStrength / defence);

aand FinalFantasyFighter(10 azuuu)

public class FinalFantasyFighter implements Fighter F—'_——’
static final int FF MAXSTAT
Fighter opponent;

int timeToRecover;

int life;

int strength;

private
private
private
private
private

public FinalFantasyFighter () {

255;
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this.opponent = null;
this.timeToRecover = 0;
this.life = FF MAXSTAT;
this.strength = 130;

public FinalFantasyFighter (Fighter opponent)
this.opponent = opponent;
this.timeToRecover = 0;

this.life = FF MAXSTAT;
this.strength = 130;

public Fighter getUpporermtt—t

{
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return opponent;

public void setOpponent (Object opponent) {
this.opponent = (Fighter) opponent;

public int getLife() {
return life;

public void setlLife (int life) {
this.life = life;

public int getStrength() {
return strength;

public void setStrength(int strength) {
this.strength = strength;
}

@Override
public int getRecoverTime () {
// Auto-generated method stub

return timeToRecover;

}

@Override

public void setRecoverTime (int time) {
// Auto-generated method stub
timeToRecover = time;

@Override

public void attack (int attackType) {
setRecoverTime (attackType) ;
Fighter enemy = getOpponent () ;

switch (attackType) {
case 1:
enemy.attacked (1) ;

System.out.println("light lunge.");

break;

case 2:
enemy.attacked (2) ;

System.out.println (" medium lunge.");

break;

case 3:
enemy.attacked (3) ;

System.out.println (" Heavy lunge.");

break;

default:

System.out.println (" FF fighter move failed!");

break;
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}

@Override
public void attacked(int attackLevel) ({
double life = getLifePercent();
double defence = getDefencePercent();
double opponentStrength = ((Fighter)
.getStrengthPercent () ;

life = life -

setLife ((int) (life * FF MAXSTAT / 100));

@Override

public double getDefencePercent () {
// Auto-generated method stub
double defence = FF MAXSTAT - strength;
double defencePercent =
return defencePercent;

}

getOpponent ())

(attackLevel * opponentStrength / defence);

defence * 100.0 / FF MAXSTAT;

3 ; oy .
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@Override

public double getLifePercent () {
// Auto-generated method stub
return (double)life * 100.0 / FF MAXSTAT;

}

@Override

Aaainliideyaselugiuuy double uy
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public double getStrengthPercent () {
// Auto-generated method stub
double strengthPercent =
return strengthPercent;

strength * 100.0 / FF _MAXSTAT;

Aasinliideyaaluguuy double uy

} 1 Azl
@Override
public void move () { -\\
// Auto-generated method stub
Fighter f = getOpponent();
v
. . . Jeunuiary 16 1
if (getRecoverTime() == 0 && f.getLifePercent() <= 25)
attack (1) ;
AZLhLAL
else if (getRecoverTime() == 0 && f.getLifePercent() <= 65) {
attack(2); >>
} else if (getRecoverTime() == 0 && f.getLifePercent() > 65) {
attack(3);
}
else
setRecoverTime (getRecoverTime () - 1);

uannafulu text file (2 azuuu)

Heavy lunge.
straight light punch.
straight light punch.

0.5 Az

g lwaned

medium lunge.

straight light punch.
straight light punch.
medium lunge.

straight light punch.

0.5 Azl




dldwaned

Medium lunge.

straight light kick.

dlwaned

light lunge.

straight light kick.

light lunge.

straight light kick.

light lunge.

dlwaned

uRaaufing

light lunge.

straight light kick.

Player 1 wins
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