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ANTIKEIMENA (OBJECTS)

O ApXLKa, Ba XpELOOTEL vaL EVTOTILOETE TAL AVTILKELMEVA TTOU
Ba XpnNOLULOTIOLOETE




ANTIKEIMENA (OBJECTS)

Pieces/Pawns

Chess Board
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Game manager:

ANTIKEIMENA (OBJECTS) Chess
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ANTIKEIMENA (OBJECTS)

AAN\o avTikeipeva Bo pmopouvoayv va eiva:
o Move
e [y. ywa va uhomolnBei n AsttoupykotnTa TNC QvVaipeong
o lllegalMoveException
O QAAQ..;




KAHPONOMIKOTHTA (INHERITANCE)

O 2Tn CUVEXELD, Ba XpeLaoTel va Bpeite oXECELC
KANPOVOULKOTNTOLC




KAHPONOMIKOTHTA (INHERITANCE)

OLneoool (piece) pnopouv va eivad :

o BaotAtag (king), BaoiAlooa (queen),
0 aflwpatikoc (bishop), tmmocg (knight),
O Tupyoc (rook) i movL (pawn)

\ 4

l King \ l Queen \ l Bishop \ l Knight \ l Rook \ l Pawn \ ‘




KAHPONOMIKOTHTA (INHERITANCE)

Muwa kivnon (Move) pmopel va eivad:

o AnAn kivnon (SimpleMove)

o Kivnon «awpoAwtione» (CaptureMove)
o Poke (CastlingMove)

o Kivnon npoaywync (PromotionMove)

\ 4

l Move \
1 1 1 1
Simple Capture Castling Promotion ‘
Move Move Move Move




STATE AND BEHAVIOR

o TEAocg, Ba xpelaotel va Bpeite ta media Kat T pebodoug
TIOU OVTLOTOLYOUV 0€ KABE aVTLKELMEVO




STATE AND BEHAVIOR

Napadeypa:

o Tumebdla/pebodouc €xeL n kKAaon Piece;

o Mola erutAéov nedio/pueBodouc E€xouv oL UTTOKAAOELG
g,




ENAEIKTIKA UML AIATPAMMATA

Piece

- color : boolean
- fiarne : String
= jcon : lcon

+ getColor(] : baolean <HT tostringl) : String

+ getMamel) : String + mowvaes(x : Cell, z : ChessBoard) : List=<Mowve>
+ setMamelx ; Stnng)
# verticalMoves(x : Cell, z : ChessBoard, isking : boolean) : List<Move= Bishop
# horizontalMoves(x : Cell, z : Chessboard, isKing : boolean) : List<Mowe> | |
# diagonalMavesix : Cell, z : ChessBoard, isking : boelean) : List=Maove=
+ movesix : Cell, z : ChessBoard) : List=Move>

+ geticon() : lcon

+ setlcon(r : lcon)

Knight

+ tastring(] : String
+ movesix : Cell, b : ChessBoard) : List<Move=

\\

King
Rook -~ hasMoved : boolean = false
- hasMoved : boolean = false + isMoved(] : boolean
+ isMoved() : boolean + hasMawved()
+ hasMowvad() + toString() : String
+ toString(] : String + meowves(x : Cell, b : ChessBoard) : List=Move>
+ moves(x ; Cell, b : ChessBoard) : List=Mowve =

Queen Pawin

+ tostrngl) : String + tastring(] | String
+ mowves(x : Call, b : ChessBoard) : List=Mova= + moves(x : Cell, z : ChessBoard) ; List<Move>




ENAEIKTIKA UML AIATPAMMATA

Cell
-x oint
-y rint contains ChessBoard
- color : Color | - DoArd : Cell[][]
- plece : Piece +64 + getCell(x : int, y : int)
+ getColor() : Color + setCell(x @ int, y 1 int, Z : Cell)
+ setColor(x : Color) + toString() : String
+ getPiece() : Piece = """
+ setPiece(x : Piece) model
+ getX() : int
+ get¥() : int
Pawn & |
'T‘.
model.pieces & King model.moves [~
Knight
Move Castling
Piece - i S
Capture Promotion
Bishop

PromotionException

Queen

CapturePromotion




EPQTHIEIZ




