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Hello OpenHPI-Student!

Thank you for taking time to test and assess my program!
Looking forward for your tips and hints for better solutions and better programmingstyle.

best regards
anonymous ©
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Requirements

+Java 8 JDK + JRE
+ Eclipse Mars
+ BreakoutGame.Zip downloaded



Import Project BreakoutGame in Eclipse
1. Eclipse menu - File -> Import
select ,,Existing Projects into Workspace*

DFEIVATE STATIC SCrEen 1TASTOACS S
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S Import
Select

Create new projects from an archive file or directory,

Select an import source:

type filter text

4 = General
E T A ] Y

(=% Existing Projects into Workspace
1 FIlE System
] Preferences

> = Git

select - ,,Select archive file«

afte that press Button-,,Browser* and define the location of the Breakout-Zip-Archive on

the filesystem.
select the BreakoutGame under Projects.

& Import
Import Projects

1, Some projects cannot be imported because they already exist in the
workspace

() Select root directory:

| @ Select archive file: I UNSchulung\HPDava_IDE\PeerAssessment, -

Projects:

]
X:
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Browse...

Browse...

press button ,,Finish*

2. correct Java Buildpath for external librarys
core.jar

Select All

Deselect All

Refresh
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& JavalDEKurs - BreakoutGame/src/de/hpifjavaide/breakout/starter/Main.java - Eclipse

File Edit Source Refactor Mavigate Search Project Run Window Help
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2 Package Explorer &2 ‘Eg Type Hierarchy 5. Navigator R Todos. bt [J] Mainjav
| o 7 » ® BreakoutGame » B g
4 ™ BreakoutGame! - 1 package de.hpi.jaw
TS TTew r -
3 import processing..
ak Go Into a port e 8
) i 5 public class Main -
Open in Mew Window 5
Open Type Hierarchy F4 7S T
a8 * [@param
Show In Alt+Shift+ W » ; Lo E
18 public static »
Copy Ctrl+C 11 Papplet.ma
4 ® = Copy Qualified Name 12 3
. 13
5 Paste Ctrl+V 12 7
& Delete Delete 15
Rermove from Context Ctrl+ Alt+5Shift+ Down
Build Path r Link Source...
Source Alt+Shift+5 » | 59 New Source Folder...
i L .
ak Refactor Alt+Shift-T L}% Use as Source Folder
v Import. jwa  Add External Archives...
g Export. =, Add Libraries...
Find Bugs * | &= Configure Build Path...




< Properties for BreakoutGame EI

type filter text Java Build Path o T 5T w
|- Resource L 1L -
Builders | & Sourcel = Projecls| B\ Libraries | % Order and Export|
Checkstyle JAR: and class folders on the build path:
j:mdBBuglz _— [ oo corejar - UA\Schulung\HPTava\workspace' BreakoutGi l Add JARs... ]
guabuidbal T, JRE Systemn Library JavaSE-L.8]
b Java Code Style > wA JUnitd | AddExtenal JARs.. |
[» Java Compiler
[» Java Editor ’ faldMagables ]
Javadoc Location -
e [ Add Library... ]
Project References l Add Class Folder.., ]
Refactoring History
Run/Debug Settings | Add External Class Folder...
[» Task Repository
Task Tags [ Edit... |
[» Validation
WikiText [ Remove ]
| Migiate JARFile.. |
L LI F
Apply

@ [ ok || concel |

change the path of the core.jar to the location of your version on your filesystem.




Start game in ECLIPSE
press right-Mousebutton on the main-class in the BreakoutGame-Project.
Then select “run as” -> “Java Application”

& JavalDEKurs - BreakoutGame/src/de/hpi/javaide/breakout/starter/Main java - Eclipse
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P Open F3
4 B8 dehpijavai Open With »
P @ Collidak Open Type Hierarchy F4
L Al Shift=W
> B Display
> B9 Initializz [2 Copy Ctrl+C
> B Measur £ Copy Qualified Name
> @ Updates _
| [ Paste Ctrl+V
2 B3 dehpijavai -
% Delete Delete

» B Collisio
> B Colorja
. B Elliptic,]
. B Fontjav
H m Rectang
. B UlObjeq
> @ Vector,
2 B3 dehpijavai
. B Balljava
. ] BallDep
- B Brickja
. B Collisio
> [J] HighSc
> [J] HighSc
. B Paddle,
. B Wall jav
4 !E de.hpi.javai
B _,‘lj Info.javi
> [J] InputFie
. B Scoreja
o B Timer,jz
4 E} de.hpi.javai
> @ EndScre
> @ Games:
5 B Screen,]
. B Screenh
> W] StartScr
a4 B dehpijavai
. B Gamejz
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E Main,ja
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Remove from Context
Build Path
Source

Refactor

Import...
Export...

References

Declarations

Find Bugs
Refresh
Assign Working Sets...

Debug As

Validate

Apply Checkstyle fixes
Team

Compare With

Replace With

Restore frem Local History...
Checkstyle

PMD

Properties
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Alt+Enter
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[ Mainjava &3 GameScreen.java

B BreakoutGame b heosrc b E} de.hpijavaide.break
3 Lckage de.hpi.javaide.breakout.starter;

mport processing.core.PApplet;
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public static void main(String[] arg
Papplet.mgin{new String[] { "--p
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Gamecontrol
+ the paddle can be moved with the mouse or with the cursor-keys arrow-left and arrow-right
+ with the keys +/- you can control the speed of the ball
+ with the key ESC you can stop the game anytime
+ in the GameConstants-class there are several possibilities to change the behavior of a lot of
things for example

number of balls/lives

number of bricks on the wall (columns,rows)

number of lives/health of the bricks

position of (score,timer,playername) on the gamepad

screenresolution (userd Area for gaming)

number of balls in the balldepot

andsoon....



Extras

+ bricks change color during hits

+ speed of balls can be changed with keys +/-

+ different scores depending on how often a brick got hit

+ on every needed new ball the available timer-time gets shorter

+ progressbar for the timer

+ if the timer is finished, a new one starts an the ball increases speed
+ automatic resolution adjustment



Work to do

+ give direction and velocity from the paddle to the ball
+ more levels

+ 2 balls at a time in a later level

+ play sound on wall collision

+ play applause if the player finishes the wall

+ showing a help-screen

+ saving highscores in a file



