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CMT3006 CaRace Game

How to play the game?

Gamer can press,
‘p’ to play the game
‘q’ to stop the game
‘d’ to turn the gamer’s car right
‘a’ to turn the gamer’s car left
‘w’ to accelerate the gamer’s car
‘s’ to slow and stop the car; works as brake
‘n’ to switch the gear to neutral
‘" to switch the gear to first
‘g’ to switch the gear to second
‘h’ to switch the gear to third
‘i’ to switch the gear to fourth
‘r’ to switch the gear to reverse

Accelerator only increases the car engine’s RPM, so when the gear is engaged only car starts to
move. When car moves slow, steering the car also will be slow. When the car start to move fast,
steering the car will be easy and fast.

Game Logic

Game starts with the initial score 100 and when each car leaves away without any accident, 5 points
will be added to the score. When a car crashes, 10 points will be deducted from the total score.
When score becomes 0, Game Over and when the gamer score every 1000 points, level of the game
will be increased by 1. Hardness of the game proportionately increases with level.

How the game has been developed?

| have developed this game using JAVA JDK version 1.6.0_07 and with the full usage of cmt3006 API.
In this game, | have used cmt3006.game.backgrounds.VerticalScrollingBackground to represent the
road, cmt3006.game.core.Sprite to represent gamer’s car and explosion and all the other cars are
with the usage of cmt3006.game.directions.DirectionalSprite. | have created my own “Sprite”,
“DirectionalSprite” and “SpriteVector” classes to override some of the methods and get a better use
of those classes. The main “Race” class extends java.applet.Applet and implements
java.lang.Runnable and java.awt.event.KeyListener interfaces.



Class Diagrams

Race cmt3006.game.core
-sb : VerticalScrollingBackground |-Sprite
-sv : cars
-theCar : Sprite
-TITLE_SCREEN : int
-GAME_RUN : int
-GAME_OVER : int
-raceState : int
-level @ int

-score : int
-randTrackNo : int cmt3006.game.backgrounds

-lastRandTrackNo : int »-1-VerticalScrollingBackground

-localkey : int

-lastKey : int

-delay : int

-gear : int
-stearingPos : int
-startEngineKeylnt : int

-stopEngineKeyint : int import cmt3006.game.user
-steerLeftKeyInt : int

-steerRightKeylnt : int P> -KeyTranslator
-acceleratorKeylnt : int

-brakeKeyint : int
-neutralGearKeylnt : int
-firstGearKeylnt : int
-secondGearKeyInt : int
-thirdGearKeylnt : int
-fourthGearKeylnt : int
-reverseGearKeylnt : int import java.awt.event
-trackPos : double | >
-backgroundSpeed : double

-carlntendedSpeed : double
-carActualSpeed : double
-engineRPM : double
-startEngineKey : string
-stopEngineKey : string
-steerLeftKey : string
-steerRightKey : string
-acceleratorkey : sting =020 @0———— - —— —— — — — — —{-Applet
-brakeKey : string
-neutralGearKey : string
-firstGearKey : string
-secondGearKey : string
-thirdGearKey : string
-fourthGearKey : string
-reverseGearKey : string
-imgBG : Image
-offimage : Image

-back : Image
-carPlayer : Image
-carPlayerRight : Image -Fr— = — — — — — »-Runnable
-carPlayerLeft : Image

-tempCar : Image[]

-car : Image[]

-blastCar : Image[]

-pos : Point

-carVel : Point

-carSize : Dimension

-offGrfx : Graphics

-animate : Thread

-tracker : MediaTracker

-rand : Random

+init()

+createGameActions()

+start()

+stop()

+getTrackPos(int, Dimension) : Point ()
+getRandTrackPos(Dimension) : Point ()
+getCarSpeed() : Point ()

+resetRace : boolean ()

+run()

+update(Graphics)()

+gearName(int) : String ()
+scoreBoard(Graphics offGrix) : Graphics ()
+paint(Graphics)()
+keyReleased(KeyEvent)()
+keyPressed(KeyEvent)()

-KeyEvent

java.applet

java.lang




cmt3006.game.core.SpriteVector

+add(Sprite)()
+size()
+draw(Graphics)()
+update()
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-action : BitSet

-race : Race

-blastCar : Image[]
+cars(Background,Image[],Race)()
+burnAcar(Sprite)()

+collision(int, int)() : bool

cmt3006.game.backgrounds.DirectionalSprite

+update : BitSet()
+incFrame()
+setPosition(Point)()
+setVelocity(Point)()
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car

+car(Component,Image[],Point, Point, int z, int, int)()
+update : BitSet()

cmt3006.game.core.Sprite

+update : BitSet()
+incFrame()
+setPosition(Paint)()
+setVelocity(Point)()

}
|
|

explotion

-nob
Hexplotion(Component Image[]int, int, int,Point Point, int, int, int)()
+update : BitSet ()




Screenshots of the game

The initial screen of CMT3006 CaRace Game (Figure 1)
CInel.

Press 'p’ to play
Press 'q’ to stop
'a’ - Right
'd' - Left
'w' - Accelerate

's' - Brake
'n’ Neutral Gear
'f Fist Gear
'g’ Second Gear
'h’ Third Gear
'|' Fourth Gear
'I' Reverse Gear

The main screen of CMT3006 CaRace (Figure 2)
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