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GK Informatik JumpingBall objektorientiert
Darstellung in Form von UML

JSt. 12.1

NAME: 

Die Klasse JumpingBallObject
Applet Runnable

+ init()
+ paint (Graphics g)
+ start()
+ stop()

+ run()

JumpingBallObject
Animation: Thread
myBall: Ball
+ init()
+ paint (Graphics g)
+ start()
+ stop()
+ run()

Die Klasse Ball
Ball

- x,y: int
- radius: int
- farbe: Color
- SinX, SinY: double = 0.0
- SinOffX, SinOffY: double = ...

+ Ball()
+ Ball(x,y,radius,farbe)
+ zeichne(g)

myBall


	JumpingBallObject

