Proposed code

1. Single Responsability Principle (SRP)

ase enc da solo del renderi

public class GameRenderer |

public volid render (Graphics g, List<Entity>» entities) {

for (Entity e : entities) |

e.draw(g):

2 solo de la ldégica fisica

public class PhysicsEngine
public void update (List<Entity> entities) [
for (Entity e : entities) {
e.update();

checkCollisions (e, entities);

}
}
private wvoid checkCollisions(Entity a, List<Entity> b) { /* Ligica
}
@ GameRenderar @ A Sy E
+render(g: Graphics, entities: List<Entity=); void P

: -checkCollisions{a: Enfity, b: List<Entity}: void
T

Solucién SRF: ™ Solucién SRP: by
Clase encargada solo Class encargads solo
del renderizado. de la kgica fisica.

2. Open/Closed Principle (OCP)

public abstract class Entity {
protected int =, vyi

protected boolean visible;

public abstract wvoid update () ;
public abstract void draw(Graphics g);



@ Board

-entities: List<Entity>

+initBoard()
+gameLoop()

¥ usa

@) Entity
#x:int
#y:int
#visible: boolean

+update()
+draw(g: Graphics)

‘ @ Alien | @ Player ‘ © Shot ‘

+update() +update()
+draw(g: Graphics) +draw(g: Graphics)

+update()
+draw(g: Graphics)

3. |Interface Segregation Principle (ISP)

public interface IDrawable {
vold draw(Graphics g);

public interface IMovable {
vold mowve () ;

-drawables: List<IDrawable>
-movables: List<IMovable>
+updateGame()

+renderGame(g: Graphics)

@ Entity
e int @ IDrawable
#y: int

+getX(): int
+getY(): int

@ Movable |

+updatePosition()

+draw(g: Graphics)
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‘ @ Player ‘/ © Alien

+updatePasitian() +updatePosition()
+draw(g- Graphics) +draw(g: Graphics)
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@ Bunker

+draw(g: Graphics)

4. Dependency Inversion Principle (DIP)




public class GameBoard {
private final IRenderer renderer;
private final List<Entity> entities;

public GameBoard(IRenderer renderer, EntityFactory factory) {

this.renderer = renderer;

this.entities = factory.createlInitiallevel();

public void gameLoop (Graphics g) {
renderer.render (g, entities); // No depende de Swing

NO

}

public interface IRenderer {

vold render (Graphics g, List<Entity> entities);

© Game

-board: GameBoard
-renderer: IRenderer

+Game(board: GameBoard, renderer: IRenderer)
+play(}

¥ utiliza
© GameBoard
-width: int

@ IRenderer
-height: int

| +render(board: GameBoard) | ’ +gefWidth(): int

+getHeight(): int
+gelCell(x: int, y: int): Cell
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| @Con&nleR&nderel |

| +render(board: GameBoard) |




