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This lecture will be using code from the following package 
to illustrate concepts: 

 

game_Lect07Version 
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Objectives for this class meeting 
•  Understand the application architecture, through: 

•  UML class diagrams  
•  UML object diagrams 
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Big picture recap… 
•  So far: 

•  we have an app that is interactive (user can shoot) 
•  needs functionality!  We need to add: 

•  user should be able to move shooter 
•  game should deploy targets 
•  game should implement scoring! 

•  before we can do this, we need to understand the 
architecture of the current app 
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Review of Terminology… 

 

feature 

method 

attribute 
private 

public = field 

private 

public 
interfac
e 
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About UML Diagrams… 
•  see JBA: 7.1.3 Elements of UML 

•  This is a simple Class Diagram. It is appropriate for 
early iterations 

 type::lib::Fraction 
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UML Class Diagrams 
•  A more elaborated Class Diagram that contains details 

about some class features 

•  in this example, the features are the fields 

 type::lib::Fraction 

+ isQuoted: boolean 
+ separator: char 
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UML Class Diagrams 
•  A yet more elaborated Class Diagram that contains 

details about more class features 

•  in this example, the features are the fieldsand public 
methods 

 

+ getNumerator(): long 
+ setFraction(Fraction) 
+ toString(): String 

+ isQuoted: boolean 
+ separator: char 

type::lib::Fraction 

+ isQuoted: boolean 
+ separator: char 
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UML Class Diagrams  
•  Notation for relationships 

 
 

B Dependency: A uses B 

Aggregation: A has a B 
 

B 

 

A 

 

A 

 

A 

Inheritance: A is a B 
 

B 
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An Example of a multi-class app 

 

RewardCard 

CreditCard 

GlobalCredit 

App 
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Now Let’s Turn to the Codebase 
•  What follows is an example of a workflow  

•  but…you can use whichever approach works for you 
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Step 1 – Diagram the classes 
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Step 2 – Add the IS-A relationships  
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Step 3 – Add the HAS-A relationships 
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Step 4a – Add the USES relationships 
first let’s start with the 
classes that the 
GameDriver class is 
using (not showing use 
of Dimension and 
PrintStream due to 
lack of space) 
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Step 4b – Add the USES relationships 
now we repeat for the 
GameCanvas class 
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Step 4c – Add the USES relationships 
now we repeat for the 
two sprite classes 
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Step 4d – Add the USES relationships 
now we repeat for the 
two listener classes 


