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Designing a 2D game
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Launch the game:
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The user launches the game.

The Game creates a new GameWindow that creates a new InitPanel and then add it on the window.

Change level:
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The user press one of the button of the different level (1,2 or 3), then InitPanel set the number of boat and of obstacles corresponding to the level chosen.

Then InitPanel change the labels that display the number of boat and of obstacles.
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Start the Game:

The user starts the game by clicking on the start button of the initPanel. Then the initPanel calls the function of the gameWindow, which call the function start the game of gamePanel (I know it’s a bit complicated but as I need then to remove the initPanel I need to be in the gameWindow).

The gamePanel create then the different object that will be necessary to the game (myBoat, the harbour, the obstacles and the others boats), then it starts the thread to display the different animation and finally gameWindow removes the initPanel and add the controlPanel 

The Thread:
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The gamePanel move the boats, then it tests if there is a collision (between myBoat and other sprite or between a boat and harbour, obstacles)

If there is a collision then it call the function corresponding to the collision (win, loose, changeDirection)

Finally gamePanel render the different elements of the image (background, harbour, obstacles, boats and eventually a text). 

Change controller (mouse/keyboard):
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The user changes the controller (by pressing the c-key or by pressing the button).

ControlPanel call the changeControler function of the gamePanel.

Pause:
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The user wants the game to be in pause (or to resume it)(by pressing the p-key or by pressing the button).

ControlPanel call the pause function of the gamePanel, which notify the thread if the game is in pause and then changes  the value of the boolean inPause.

Move MyBoat:
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If the controller is the keyboard and the user press one of the arrow-key then control panel call the function moveMyBoat of gamePanel and gives it the direction (up,right,left,down) this function transalte the direction and set the newLocation of the boat

ReStart the Game:
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The user restart the game (by pressing the r-key or by pressing the button).

ControlPanel call the restart function of the gamePanel, which then call the function reStart of the gameWindow.

This function remove the 2 panels which are no more used (control and game), and then add the initPanel in order that the user could start a new game.

