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Bomb

bombID1, ownerID1, timeToLive1, blastStrength1, position1, velocity1;
bombID2, ownerID2, timeToLive2, blastStrength2, position2, velocity2;

…..

500 bombs? -> too many variables!

Bomb bomb1 = new Bomb();
Bomb bomb2 = new Bomb();

bomb1.timeToLive -= 1;

Properties Behaviours

bombID
ownerID

timeToLive
position
velocity

blastStrength

explode()
tick()



•

5

Bomb

bombID
timeToLive

position
ownerID
velocity

blastStrength

Flame

flameID
timeToLive

position
ownerID

Avatar

avatarID
timeToLive

position
canKick
ammo

blastStrength
visionRange

winStatus
enemies

teammates
teamID

GameObject



GameObject

objectID
timeToLive

position
objectType
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Bomb

ownerID
velocity

blastStrength

Flame

ownerID

Avatar

canKick
ammo

blastStrength
visionRange

winStatus
enemies

teammates
teamID
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Bomb

ownerID
velocity

blastStrength

Flame

ownerID

Avatar

canKick
ammo

blastStrength
visionRange

winStatus
enemies

teammates
teamID

GameObject

objectID
timeToLive

position
objectType

GameState
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GameState

bombs: list of Bomb objects
flames: list of Flame objects
avatars: list of Avatar objects

powerUps: list of GameObject objects of type PowerUp
board: matrix of game object types

…
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Bomb

ownerID
velocity

blastStrength

tick()
explode()

getProperty()
setProperty()

Methods

Variables
The object

Common methods 
to control outside 
access to variables
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• System.out.println(“some text”); // 
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•
• int number;

•
• number = 5;

•
• int number = 5;

•
• float realNumber = (float)number;
•

•

•

•
• object1.number = 3;
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• private int number;

•

•

• int number = HelloClass.staticNumber;
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• int otherNumber = number + 2;

• number = number + 1; 
number++; number += 1;

•

•

•
• String s = “a” + “ b ” + 5;  // s = “a b 5”

•
• boolean truth1 = false && true;  // false AND true = false
• boolean truth2 = false || true;  // false OR true = true
• boolean truth3 = 3 == 3;  // 3 equals 3 = true
• boolean truth4 = 3 != 3;  // 3 not equals 3 = false
• boolean truth5 = 5 <= 3;  // 5 less than or equal to 3 = false
• boolean truth6 = !truth2;  // not truth2 = not true = false
• truth1 &= truth2;  // truth1 AND truth2 = false AND true = false
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main

main

System.out.println(text); 
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int i = 0;

do {

statement to repeat 5 times;

i++;

} while (i < 5);

if (boolean expression 1) {

statement;

continue;

} else if (boolean expression 2) {

other statement;

} else {

other statement;

}
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int i = 0;

while (i < 5) {

statement to repeat 5 times;

i++;

}

for (int i = 0; i < 5; i++) {

statement to repeat 5 times;

}

for (ObjectType object: objectList) {}

switch (variable) {

case value1: statement; break;

default: other statement;

}



while

if
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