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[)\,k

_

1] Ul_Interface Unitel AA

10 :

11 :

12 :

13 :

14 :

15 :

16 :

: unit Ul_Interface;

interface

o uses

Classes, SysUtils;

I type

TUI = class

protected
procedure on_KeyDown(Key:Word);
procedure on_Start;

public
class function GetObject:TUl;
procedure GameEnd;

end;

17 :

18 :

implementation

19 :

20 :

21 :

uses

Logic_Interface;

22 :

23 :

24 :

var

MyObject : TUl = Nil;

25 :

26 :

{ TUI }

27 :

28 :

29 :

30 :

31 :

32 :

class function TUIl_.GetObject: TUl;

begin
if MyObject = Nil then MyObject:= TUI.Create;
Result:= MyObject;

end;

33 :

http://cafe.naver.com/codeway



34

35

36 :

37

38 :

39

40

41 :

42

43 :

44

45

46 :

47

48 :

49 :

: procedure TUl.on_Start;

> begin

: end;

: procedure TUI.on_KeyDown(Key:Word);

> begin

: end;

: procedure TUI.GameEnd;

> begin

: end;

TLI1.GetObject._StartGame;

if TLI.GetObject.GameStarted = True then TLI.GetObject.Process_KeyDown(Key);

{ToDo : }

end.
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[AA 2] Logic_Interface Unite AA

1 : unit Logic_Interface;

3 : interface

4 :

5 : uses

6 - BlockShape, BlockCell, GameTimer, Windows, Classes, SysUtils;
7 :

8 : type

9 : TLI = class

10 : private

11 : FGameStarted: Boolean;

12 : procedure SetGameStarted(const Value: Boolean);
13 : protected

14 : procedure on_GameEnd;

15 : procedure on_Tick;

16 : public

17 : GameTimer : TGameTimer;

18 : BlockCell : TBlockCell;

19 : BlockShape : TBlockShape;

20 : class function GetObject:TLI;

21 : procedure StartGame;

22 : procedure Draw;

23 : procedure Process_KeyDown(Key:Word);

24 : published

25 : property GameStarted : Boolean read FGameStarted write SetGameStarted;
26 : end;
27 :

28 : implementation

29 :

30 : uses

31 : Ul_Interface;
32 :

33 : var
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34 :

35 :

36

37 :

38

39

40 :

41 :

42

43 :

44

45

46 :

47 :

48 :

49 :

50

51 :

52 :

53

54 :

55

56 :

57

58

59 :

60

61 :

62

63

64 :

65 :

66 :

67

68 :

69 :

MyObject : TLI = Nil;

{ 7L}

: class function TLI.GetObject: TLI;

> begin

if MyObject = Nil then MyObject:= TLI.Create;

Result:= MyObject;

: end;

: procedure TLI.SetGameStarted(const Value: Boolean);

> begin

FGameStarted := Value;

if Value = True then Self.StartGame

else Self.on_GameEnd;

: end;

procedure TLI.StartGame;

> begin

{ToDo : }

: end;

: procedure TLI.on_GameEnd;

> begin

TUIl .GetObject.GameEnd;

: end;

: procedure TLI.on_Tick;

> begin

Self._Process_KeyDown(VK_Down);

end;

: procedure TLI.Draw;

begin

{ToDo : }
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70

71 :

72 :

73

74 :

75 :

76 :

77 :

78 :

79 :

80 :

81 :

82 :

83

84 :

85 :

: end;

procedure TLI.Process_KeyDown(Key:Word);

> begin

case Key of

VK_Left : {ToDo :
VK_Right : {ToDo :
VK_Up : {ToDo :
VK_Down : {ToDo :

VK_Space : {ToDo :

end;

Self.Draw;

: end;

end.

¥
};

if 7/¢/F & then GameStarted:= False};

Hlg7E<] VK_Down #/ 2/} ;
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[AA 3] Logic_Interface Unite &3

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

20 :

21 :

22 :

23 :

24 :

25 :

26 :

27 :

28 :

29 :

30 :

31 :

32 :

33 :

: unit Logic_Interface;

interface

o uses

BlockShape, BlockCell, GameTimer, Windows, Classes, SysUtils;

o type

TLI = class
private
function GetGameStarted: Boolean;
protected
procedure on_GameEnd;
procedure on_Tick;
public
GameTimer : TGameTimer;
BlockCell : TBlockCell;
BlockShape : TBlockShape;
constructor Create;
destructor Destroy; override;
class function GetObject:TLI;
procedure StartGame;
procedure Draw;
procedure Process_KeyDown(Key:Word);

published

property GameStarted : Boolean read GetGameStarted;

end;

implementation

uses

Ul_Interface;
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34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

51

52

53

54

55

56

57

58

59

60

61

62

63

64

65

66

67

68

69 :

var

MyObject : TLI = Nil;

{ TLI }

function TLI.GetGameStarted: Boolean;
begin
Result:= GameTimer.Enabled;

end;

class function TLI.GetObject: TLI;

begin

if MyObject = Nil then MyObject:= TLI.Create;

Result:= MyObject;

end;

procedure TLI.StartGame;
begin
GameTimer .Enabled:= True;

end;

procedure TLI.on_GameEnd;
begin
GameTimer.Enabled:= False;
TUI .GetObject.GameEnd;

end;

procedure TLI.on_Tick;

begin

iT BlockShape.lseEmpty = True then BlockShape.CreateNext;

Self._Process_KeyDown(VK_Down);

end;

constructor TLI.Create;
begin

inherited;

http://cafe.naver.com/codeway



70

71

72

73

74

75

76

77

78

79

80

81

82

83

84

85

86

87

88

89

90

91

92

93

94

95

96

97

98

GameTimer:= TGameTimer.Create;
BlockCell:= TBlockCell_.Create;
BlockShape:= TBlockShape.Create;

end;

destructor TLI.Destroy;
begin
GameTimer.Free;
BlockCell .Free;

BlockShape.Free;

inherited;

end;

procedure TLI.Draw;

begin
TUI .GetObject._fmMain. InitBoardCanvas;
BlockCell .Draw;
BlockShape.Draw;

end;

procedure TLI.Process_KeyDown(Key:Word);
begin
BlockShape.Process_KeyDown(Key) ;
Self._Draw;

end;

end.
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[AA 4] GameTimer Unit2l AA

1 : unit GameTimer;

3 : interface

4 :

5 : uses

6 : Classes, SysUtils, ExtCtrls;

7z

8 : type

9 : TGameTimer = class

10 : private

11 : FTimer : TTimer;

12 : function GetEnabled: Boolean;

13 : procedure SetEnabled(const Value: Boolean);
14 : protected

15 : procedure on_TimerFired(Sender:TObject);

16 : public
17 : constructor Create;
18 : Destructor Destroy; override;

19 : published

20 : property Enabled : Boolean read GetEnabled write SetEnabled;
21 : end;
22 :

23 : implementation

24 :

25 : uses

26 : Logic_Interface;
27 -

28 : type

29 : TFLI = class(TLI)
30 : end;

31 :

32 : { TGameTimer }

33 :
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35

36

37

38

39

40

41 :

42

43

44

45

46

47

48

49

50

51

52

53

54

55

56

57

58

59

60

61

62

63

64

65

66

constructor TGameTimer.Create;
begin

inherited;

FTimer:= TTimer.Create(Nil);
FTimer.Interval := 50;
FTimer.OnTimer:= Self.on_TimerFired;
FTimer.Enabled:= False;

end;

destructor TGameTimer.Destroy;
begin

FTimer.Free;

inherited;

end;

procedure TGameTimer.on_TimerFired(Sender: TObject);
begin
TFLI(TFLI .GetObject) .on_Tick;

end;

function TGameTimer.GetEnabled: Boolean;
begin
Result:= FTimer.Enabled;

end;

procedure TGameTimer.SetEnabled(const Value: Boolean);
begin
FTimer.Enabled:= Value;

end;

end.
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[AA 5] BlockShape Unitel AA

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

20 :

21 :

22 :

23 :

24 :

25 :

26 :

27 :

28 :

29 :

30 :

31 :

32 :

33 :

: unit BlockShape;

interface

o uses

Classes, SysUtils, Windows;

I type

TBlockShape = class
public
procedure Draw;
procedure Process_KeyDown(Key:Word);
procedure CreateNext;
private
function GetlsEmpty: Boolean;
function do_MoveDown:Boolean;
procedure do_Drop;
procedure do_Move(Key:Word);
published
property IsEmpty : Boolean read GetlsEmpty;

end;

implementation

uses

Logic_Interface;

procedure TBlockShape.Draw;
begin
{Todo : }

end;

function TBlockShape.GetlsEmpty: Boolean;
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34

35 :

36 :

37 :

38

39

40 :

41 :

42

43 :

44

45

46 :

47 :

48 :

49 :

50 :

51 :

52 :

53 :

54

55 :

56 :

57

58 :

59 :

60 :

61

62 :

63

64

65 :

66 :

67 :

68 :

69 :

> begin

end;

: procedure TBlockShape.Process_KeyDown(Key:Word);

> begin

: end;

: function TBlockShape.do_MoveDown:Boolean;

> begin

end;

: procedure TBlockShape.do_Drop;

var

> begin

: end;

: procedure TBlockShape.do_Move(Key:Word);

> begin

{Todo : }

if Key = VK_Down then do_MoveDown

else do_Move(Key);

Result:= not TLI.GetObject.BlockCell.CheckCollision(VK_Down);

if Result = True then
{Todo : }
else

TLI.GetObject.BlockCell _BlockLanding;

bMoved : Boolean;

Repeat

bMoved:= do_MoveDown;

until bMoved = False;

if TLI.GetObject.BlockCell.CheckCollision(Key) = True then Exit;

case Key of

VK_Left : {ToDo : };

VK_Right : {ToDo : };
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70 :

71 :

72 :

73

74 :

75

76

77 -

78

79 :

80 :

VK_Up : {ToDo : };
VK_Space : do_Drop;

end;

: end;

: procedure TBlockShape.CreateNext;

> begin

{Todo : }

: end;

end.

[O% 4]9 Job Flow2t= €2l 50 222 N &
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[AA 6] TBlockCell Unitl AA

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

20 :

21 :

22

23 :

24

25 :

26 :

27

28 :

29 :

30 :

31 :

32 :

33 :

: unit BlockCell;

interface

o type

TBlockCell = class
public
procedure Draw;
procedure Clear;
procedure BlockLanding;
function CheckCollision(Key:Word):Boolean;

end;

implementation

uses

Logic_Interface;

procedure TBlockCell _Draw;
begin
{Todo : }

: end;

- procedure TBlockCell_Clear;

begin
{Todo : }

: end;

procedure TBlockCell _BlockLanding;
begin
{Todo : }

{Todo : FEZH Az}
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35 :

36 :

37

38 :

39

40 :

41 :

: end;

function TBlockCell._CheckCollision(Key:Word):Boolean;

> begin

{Todo : }

: end;

end.
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[AA 7] Ul_Interface Unitel £3

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

20 :

21 :

22 :

23 :

24

25 :

26 :

27 :

28 :

29 :

30 :

31 :

32 :

33 :

: unit Ul_Interface;

interface

o uses

Classes, SysUtils, _frmMain;

I type

TUI = class

protected
procedure on_KeyDown(Key:Word);
procedure on_Start;

public
_fmMain : T_fmMain;
class function GetObject:TUl;
procedure GameEnd;

end;

implementation

uses

Logic_Interface;

o var

MyObject : TUl = Nil;

{ TUI }

class function TUIl.GetObject: TUI;

begin
if MyObject = Nil then MyObject:= TUI.Create;
Result:= MyObject;

end;
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35

36 :

37 :

38

39 :

40

41

42 :

43

44 -

45

46

47 :

48

49 :

50 :

: procedure TUl.on_Start;

begin

: end;

: procedure TUI.on_KeyDown(Key:Word);

> begin

: end;

: procedure TUI.GameEnd;

> begin

: end;

end.

TLI1.GetObject._StartGame;

if TLI.GetObject.GameStarted = True then TLI.GetObject.Process_KeyDown(Key);

Self._fmMain.GameEnd;
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[AA 8] _fmMain Unitel AA

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

20 :

21 :

22 :

23 :

24

25 :

26 :

27

28 :

29 :

30 :

31 :

32 :

33 :

2 unit _frmMain;

interface

o uses

Windows, Messages, SysUtils, Variants, Classes, Graphics, Controls, Forms;

: type

T_fmMain = class(TForm)
private

protected

function GetBoardCanvas: TCanvas; virtual; abstract;

procedure on_KeyDown(Key:Word);
procedure on_Start;

public

constructor Create(AOwner:TComponent); override;

procedure InitBoardCanvas;

procedure GameEnd; virtual; abstract;

published

property BoardCanvas : TCanvas read GetBoardCanvas;

end;

implementation

: uses

Ul_Interface;

: type

TFUlI = class(TUl)

end;

{ T_fmMain }

constructor T_fmMain.Create(AOwner:

TComponent) ;
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34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

51

52

53

54

55

56

57

58

59

60

61

62

63

64

65

66

begin

inherited;

TUIl .GetObject._fmMain:= Self;

end;

procedure T_fmMain.on_KeyDown(Key: Word);

begin
TFUI(TUI .GetObject) .on_KeyDown(Key) ;

end;

procedure T_fmMain.on_Start;
begin
TFUI(TUI .GetObject) .on_Start;

end;

procedure T_fmMain.InitBoardCanvas;
var

Loop: Integer;
begin

BoardCanvas.Brush.Color:= $004F4F4F;

BoardCanvas.FillRect(Rect(0, 0, 120, 240));

1/ BjFe I 28] 7]
for Loop := 1 to 10 do begin
BoardCanvas.Pen.Color:= clWhite;

BoardCanvas.MoveTo((Loop-1)*12, 0)

BoardCanvas.LineTo((Loop-1)*12, 240);

end;

end;

end.
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10

11

12

13

14

15

16

17

18

19

20

21

22

: object fmMain: TfmMain

Left = 0

Top = 0

Caption = HEZ~
ClientHeight = 296
ClientWidth = 240
OnKeyDown = FormKeyDown

object plGameBoard: TPanel

Left = 4
Top = 4
Width = 120

Height = 240
BevelOuter = bvNone
Color = 5197647
end
object MainMenu: TMainMenu
object miStart: TMenultem
Caption = "Start”
OnClick = miStartClick
end

end

end
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[AA 9] frmMain Unite AA

1 : unit frmMain;

3 : interface

4 :

5 : uses

6 - Windows, Messages, SysUtils, Variants, Classes, Graphics, Controls, Forms,
7 - Dialogs, Menus, _frmMain, ExtCtrls, CanvasPanel;

8 :

9 : type

10 : TfmMain = class(T_fmMain)

11 : MainMenu: TMainMenu;

12 : miStart: TMenultem;

13 : plGameBoard: TPanel;

14 : procedure FormKeyDown(Sender: TObject; var Key: Word; Shift: TShiftState);
15 : procedure miStartClick(Sender: TObject);

16 : private

17 : { Private declarations }

18 : function GetBoardCanvas: TCanvas; override;

19 : public

20 : { Public declarations }

21 : procedure GameEnd; override;
22 : end;

23 :

24 : var

25 :  fmMain: TfmMain;

26 :

27 : implementation

28 :

29 : {$R *.dfm}

30 :

31 : procedure TfmMain.FormKeyDown(Sender: TObject; var Key: Word;
32 : Shift: TShiftState);

33 : begin
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34 :

35

36 :

37

38

39 :

40

41 :

42 :

43

44 :

45

46 :

47

48

49 :

50

51 :

52 :

Self.on_KeyDown(Key);

: end;

: procedure TfmMain.GameEnd;

> begin

ShowMessage("Game Over!!!1®);

: end;

function TfmMain.GetBoardCanvas: TCanvas;

> begin

Result:= plGameBoard.Canvas;

: end;

: procedure TfmMain.miStartClick(Sender:

> begin

Self.on_Start;

: end;

end.

TObject);
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1 : procedure TLI.Draw;

2 = begin

3 : TUl.GetObject._fmMain.InitBoardCanvas;
4 : BlockCell.Draw;

5 : BlockShape.Draw;

6 - end;
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10] Block UnitQ AA

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

20 :

21 :

22 :

- unit Block;

interface

o uses

Classes, SysUtils, Graphics;

I type

TBlock = class
private
function GetHeight: Integer;
function GetWidth: Integer;
public
X, Y I Integer;
procedure Draw;
procedure DropDown;
procedure Moveleft;
procedure MoveRight;
published
property Width : Integer read GetWidth;
property Height : Integer read GetHeight;

end;

23 :

24 :

implementation

25 :

26 :

27 :

uses

Ul_Interface;

28 :

29 :

{ TBlock }

30 :

31 :

32 :

33 :

procedure TBlock.Draw;

begin

TUI .GetObject._fmMain.BoardCanvas.Brush.Color:

clLime;
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34 : TUl.GetObject._fmMain.BoardCanvas.FillRect(Rect(X*Width, Y*Height, (X+1)*Width,
(Y+1) 35 : *Height));

36 : TUl.GetObject._fmMain.BoardCanvas.Pen.Color:= clRed;

37 : TUl.GetObject._fmMain.BoardCanvas.Rectangle(Rect(X*Width, Y*Height,
(X+1)*Width, (Y+1) 38 : *Height));

39 : end;

40 :

41 : procedure TBlock.DropDown;

42 : begin

43 - Y=Y + 1;

44 : end;

45 :

46 : function TBlock.GetHeight: Integer;

47 : begin

48 : Result:= 12;

49 : end;

50 :

51 : function TBlock.GetWidth: Integer;

52 : begin

53 : Result:= 12;

54 : end;

55 :

56 : procedure TBlock.MovelLeft;

57 : begin

58 : X=X -1

59 : end;

60 :

61 : procedure TBlock.MoveRight;

62 : begin

63 : X=X+ 1;

64 - end;

65 :
end

o AAE= Mo 20 HES 2HSFLD Ot 22 4242 HUZ =50 ddXl= X
HAEE XMNSUACH. X2 SHd2= Qo &S IEES Mgt 02 = 8ol &
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S0l OtdCLt.

10 :

11

12 :

13 :

14

implementation

. uses

Block;

o {$R *.dfm}

. procedure TfmMain.ButtonlClick(Sender:

o var

Block : TBlock;

> begin

Block:= TBlock.Create;

Block.Draw;

: end;

TObject);
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11] BlockCell Unite £=H

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

: unit BlockCell;

interface

o uses

Classes, SysUtils, Graphics, Block;

I type

TBlockCell = class
private

FCells : Array [0..9, 0..19] of TBlock;
public

constructor Create;

procedure Draw;

procedure Clear;

procedure BlockLanding;

function CheckCollision(Key:Word):Boolean;

end;

19 :

20 :

implementation

21 :

22

23 :

: uses

Logic_Interface;

24 :

25 :

26 :

27 :

28 :

29 :

30 :

31 :

32 :

33 :

procedure TBlockCell _Draw;
var

LoopX: Integer;

LoopY: Integer;
begin

for LoopX := 0 to 10 - 1 do

for LoopY := 0 to 20 - 1 do

end;

if FCells[LoopX, LoopY] <> Nil then FCells[LoopX,

LoopY] -Draw;
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34 :

35

36 :

37 :

38 :

39

40 :

41 :

42 :

43 :

44 :

45 :

46

47 :

48

49 :

50 :

51 :

52 :

53 :

54 :

55 :

56 :

57 :

58

59 :

60

61

62 :

63 :

64 :

65 :

66

67 :

68 :

69

: procedure TBlockCell_Clear;

var
LoopX: Integer;

LoopY: Integer;

> begin

for LoopX := 0 to 10 - 1 do
for LoopY = 0 to 20 - 1 do
if FCells[LoopX, LoopY] <> Nil then begin
FCells[LoopX, LoopY]-Free;
FCells[LoopX, LoopY]:= Nil;

end;

: end;

- constructor TBlockCell .Create;

var
LoopX: Integer;
LoopY: Integer;
begin

inherited;

for LoopX := 0 to 10 - 1 do
for LoopY := 0 to 20 - 1 do

FCells[LoopX, LoopY]:= Nil;

: end;

: procedure TBlockCell._BlockLanding;

> begin

{Todo : }

{Todo : F&=7 Az}

if false then TLI.GetObject.GameStarted:= False;

: end;

function TBlockCell._.CheckCollision(Key:Word):Boolean;

> begin
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70 :

71 :

72 :

73 :

{Todo :

end;

end.

}
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[AA 12] BlockShape Unitel £=&H

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

20 :

21 :

22 :

23 :

24 :

25 :

26 :

27 :

28 :

29 :

30 :

31 :

32 :

33 :

interface

o uses

: unit BlockShape;

Classes, SysUtils, Windows, Block;

I type
TBlockShape

private

FBlockList :

= class

TList;

function GetlsEmpty: Boolean;

procedure

procedure

do_Drop;

do_Move(Key:Word);

function do_MoveDown:Boolean;

procedure
procedure
procedure
procedure
procedure
procedure
procedure
procedure
procedure

public

do_MovelLeft;
do_MoveRight;
do_CreateBlockShapel;
do_CreateBlockShape2;
do_CreateBlockShape3;
do_CreateBlockShape4;
do_CreateBlockShape5;
do_CreateBlockShape6;

do_CreateBlockShape7;

constructor Create;

destructor Destroy; override;

procedure
procedure
procedure

published

Draw;
Process_KeyDown(Key:Word);

CreateNext;

property IsEmpty : Boolean read GetlsEmpty;

end;
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34

35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

51

52

53

54

55

56

57

58

59

60

61

62

63

64

65

66

67

68

69

implementation

uses

Logic_Interface;

procedure TBlockShape.Draw;
var
Loop: Integer;
begin
for Loop := O to FBlockList.Count - 1 do
TBlock(FBlockList. Items[Loop]) -Draw;

end;

function TBlockShape.GetlsEmpty: Boolean;
begin
Result:= FBlockList.Count = O;

end;

procedure TBlockShape.Process_KeyDown(Key:Word);
begin

if Key = VK_Down then do_MoveDown

else do_Move(Key);

end;

function TBlockShape.do_MoveDown:Boolean;
var

Loop: Integer;
begin

Result:= not TLI.GetObject.BlockCell.CheckCollision(VK_Down);

if Result = True then begin
for Loop := O to FBlockList.Count - 1 do
TBlock(FBlockList. Items[Loop]) -DropDown;
end else

TLI.GetObject.BlockCell _BlockLanding;
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70 : end;
71 :

72 : procedure TBlockShape.do_MovelLeft;

73 : var

74 - Loop: Integer;

75 : begin

76 : for Loop := 0 to FBlockList.Count - 1 do
77 : TBlock(FBlockList. Items[Loop]) -MoveLeft;
78 - end;

79 :

80 : procedure TBlockShape.do_MoveRight;

81 : var
82 : Loop: Integer;
83 : begin

84 : for Loop := 0 to FBlockList.Count - 1 do

85 : TBlock(FBlockList. Items[Loop]) -MoveRight;
86 : end;
87 :

88 : destructor TBlockShape.Destroy;

89 : begin

90 : FBlockList.Free;
91 :

92 : inherited;

93 : end;

94 :

95 : procedure TBlockShape.do_CreateBlockShapel;

96 : var

97 : Block : TBlock;

98 : begin

99 : Block:= TBlock.Create;
100 : Block.X:= 4;

101 : Block.Y:= -2;

102 : FBlockList.Add(Block);

103 :
104 : Block:= TBlock.Create;
105 : Block.X:= 5;
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106

107

108

109

110

111

112

113

114

115

116

117

118

119

120

121

122

123

124

125

126

127

128

129

130

131

132

133

134

135

136

137

138

139

140

141

Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -1;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;
Block.Y:= -1;
FBlockList.Add(Block);

end;

procedure TBlockShape.do_CreateBlockShape2;

var
Block : TBlock;

begin
Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -3;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;

Block.Y:= -1;
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142

143

144

145

146

147

148

149

150

151

152

153

154

155

156

157

158

159

160

161

162

163

164

165

166

167

168

169

170

171

172

173

174

175 :

176 :

177

FBlockList.Add(Block);

end;

procedure TBlockShape.do_CreateBlockShape3;
var

Block : TBlock;
begin

Block:= TBlock.Create;

Block.X:= 5;

Block.Y:= -3;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -1;
FBlockList.Add(Block);

end;

procedure TBlockShape.do_CreateBlockShape4;
var

Block : TBlock;
begin

Block:= TBlock.Create;

Block.X:= 4;

Block.Y:= -3;

FBlockList.Add(Block);
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178

179

180

181

182

183

184

185

186

187

188

189

190

191

192

193

194

195

196

197

198

199

200

201

202

203

204

205

206

207

208

209

210

211

212

213

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -1;

FBlockList.Add(Block);

end;

procedure TBlockShape.do_CreateBlockShape5;

var

Block : TBlock;

begin

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -4;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -3;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -2;

FBlockList.Add(Block);
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214

215 :

216 :

217

218

219

220

221

222

223

224

225

226

227

228

229

230

231

232

233

234

235

236

237

238

239

240

241

242

243

244

245

246

247

248

249

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -1;
FBlockList.Add(Block);

end;

procedure TBlockShape.do_CreateBlockShape6;
var

Block : TBlock;
begin

Block:= TBlock.Create;

Block.X:= 4;

Block.Y:= -3;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -1;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;
Block.Y:= -1;
FBlockList.Add(Block);

end;

procedure TBlockShape.do_CreateBlockShape7;
var

Block : TBlock;
begin

Block:= TBlock.Create;
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250 :

251 :

252 :

253 :

254 :

255 :

256 :

257 :

258 :

259 :

260 :

261 :

262 :

263 :

264 :

265 :

266 :

267 :

268 :

269

270

271

272

273

274

275

276

277

278

279

280

281

282

283 :

284 :

285 :

end;

procedure TBlockShape.do_Drop;

var

begin

end;

procedure TBlockShape.do_Move(Key:Word);

begin

Block.X:= 5;
Block.Y:= -3;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;
Block.Y:= -2;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 5;
Block.Y:= -1;

FBlockList.Add(Block);

Block:= TBlock.Create;
Block.X:= 4;
Block.Y:= -1;

FBlockList.Add(Block);

bMoved : Boolean;

Repeat
bMoved:= do_MoveDown;

until bMoved = False;

if TLI.GetObject.BlockCell._CheckCollision(Key) = True then EXit;

case Key of
VK_Left : do_MovelLeft;

VK_Right : do_MoveRight;
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286 :

287 :

288 :

289

290

291

292

: constructor TBlockShape.Create;

end;

end;

: begin

293 :

294 :

295 :

296 :

297 :

298

299

300

301

VK_Up : {ToDo : };

VK_Space : do_Drop;

inherited;

Randomize;

FBlockList:= TList.Create;

: end;

302 :

303 :

304 :

305 :

306 :

307 :

308 :

309 :

310 :

311 :

312 :

313

314

315

procedure TBlockShape.CreateNext;

begin

FBlockList.Clear;

case Round(Random(7)) of

end;

end;

end.

0

1

do_CreateBlockShapel;
do_CreateBlockShape?2;
do_CreateBlockShape3;
do_CreateBlockShape4;
do_CreateBlockShape5;
do_CreateBlockShape6;

do_CreateBlockShape7;
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o type

1

class

TBlockShape

2 :

private

3:

FiIsClone : Boolean;

4 :

constructor TBlockShape.Create;

1:

begin

2 :

inherited;

3 :

False;

FiIsClone:

5 :

: function TBlockShape.Clone: TBlockShape;

1

o var

Loop: Integer;

3:

: TBlock;

Block

4 :

begin

5 :

Result:= TBlockShape.Create;

6 :
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7 :

10 :
11 :
12 :
13 :

: end;

Result_FlIsClone:= True;

for Loop := O to FBlockList.Count - 1 do begin
Block:= TBlock.Create;
Block.X:= TBlock(FBlockList.ltems[Loop])-X;
Block.Y:= TBlock(FBlockList.ltems[Loop]).Y;
Result_FBlockList_Add(Block);

end;

OteHel AAOAME BlockShapeE &92 ZY(HEcC= HAEE HAHSH W=O0ICH.

=
BlockShapell 282 &M &olJ| fIoHA CheckCollision HIAE0 mMtHEHE FOLotALCE. £
8t, do_CheckCollision HIXAEESE FItot 2 E2S =S8t 5= HAE FEES 0|86t XS
2+eE 3t ot L.

1 : function TBlockShape.do_CheckCollision(Key:Word) :Boolean;

2 I var

3 : CloneShape : TBlockShape;

4 : begin

5 ¢ if FIsClone = False then begin

6 : CloneShape:= Self.Clone;

7 : try

8 : CloneShape .Process_KeyDown(Key) ;

9 : Result:= TLI.GetObject.BlockCell._CheckCollision(CloneShape.FBlockList,

Key):

10 : finally

11 : CloneShape .Free;

12 : end;

13 - end else

14 : Result:= False;

15 : end;

16 :

17 : function TBlockShape.do_MoveDown:Boolean;

18 : var

19 : Loop: Integer;

20 : begin

21 : Result:= not Self.do_CheckCollision(VK_Down);
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22 :

23 :

24 :

25 :

26 :

if Result = True then begin
for Loop := O to FBlockList.Count - 1 do
TBlock(FBlockList. Items[Loop]) -DropDown;
end else
TLI.GetObject.BlockCell _BlockLanding;

: end;

Esh, LHRO TBlockez MAE XD 0100 DI HAM HR2l S0t 2ds It A
H=Z0ll, TBlockShapell A~ZXOIAM TBlockel HHM=SS HEIZClUAM AMEEE A2ASE FItot
AL,

1 : destructor TBlockShape.Destroy;

2 I var

3 : Loop : Integer;

4 : begin

5 : for Loop := 0 to FBlockList.Count - 1 do
6 : TBlock(FBlockList. Items[Loop]) -Free;

7 -

8 : FBlockList.Free;

9 :

10 : inherited;

11 : end;

1 : procedure TBlockShape.do_Move(Key:Word);
2 = begin
3: iT Self.do_CheckCollision(Key) = True then Exit;

bhsez=s &= 8 E B2Aol= TBlockCell.CheckCol lision HIMAES AAE OFeit &
0

O &L, 010l =& S52 E=2 ZAStE do_CheckBlocksInCells HIAA S =0t
S ACH

1 : function TBlockCell.do_CheckBlocksInCells(List: TList): Boolean;

2 I var

3 Loop: Integer;

4 Block : TBlock;
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10 :

11 :

12 :

13 :

14 :

15

16 :

17

18 :

19 :

20 :

21 :

22

23 :

24 :

25 :

26 :

27 :

28 :

29 :

30 :

31 :

32 :

33 :

34 :

35 :

36 :

> begin

Result:= False;
for Loop := O to List.Count - 1 do begin
Block:= TBlock(List.ltems[Loop]);
if (Block.X in [0..9]) and (Block.Y in [0..19]) then
if FCells[Block.X, Block.Y] <> Nil then begin
Result:= True;
Break;
end;

end;

: end;

: function TBlockCell._CheckCollision(List:TList; Key:Word):Boolean;

var
Loop: Integer;
Block : TBlock;

bConditionl, bCondition2, bCondition3 : Boolean;

: begin

Result:= False;

for Loop := O to List.Count - 1 do begin

Block:= Pointer(List.ltems[Loop]);

bConditionl:= (Block.X < 0) or (Block.X > 9);

bCondition2:= (Block.Y > 19);

bCondition3:= do_CheckBlocksInCells(List);

if bConditionl or bCondition2 or bCondition3 then begin
Result:= True;
Break;

end;

end;

end;

OlHlE HIEN === 01& E22 0|2 ol= TBlockCel | .BlockLanding HIAEE &4
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46

47 :

48 :

49 :

50 :

51 :

52 :

53 :

54 :

55 :

56 :

57 :

58 :

59 :

60 :

61 :

62

implementation

. uses

Logic_Interface;

I type

TFL1 = class(TLI)

end;

: procedure TBlockCell _BlockLanding(List:TList);

o var

Loop: Integer;
Block : TBlock;
bGameEnded : Boolean;
begin
bGameEnded:= False;
for Loop := 0 to List.Count - 1 do begin

Block:= Pointer(List.ltems[Loop]);

if (Block.X in [0..9]) and (Block.Y in [0..19]) then

FCells[Block.X, Block.Y]:= Block
else
bGameEnded:= True;
end;

List.Clear;

if bGameEnded = True then TFLI(TLI.GetObject) .on_GameEnd;

: end;
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TRotateBlocks 2 A FJ}

TBlockShape
Bl Fiels
FBlockListTList
FlzClone:Boolean
Bl Methods
+ Create
+ CreateMext
+ Diestroy
+ Dirawe
+ Process_KevDown
Clone:TElockBhape
do_CheckCollizion:Boolean
do_CreateBlockShapel
do_CreateBlockShape?
do_CreateBlockShape3
do_CreateBlockShaped
do_CreateBlockShapeh
do_CreateBlockShapef
do_CreateBlockShape?
do_DOrap
do_hdove
do_hoveDown
do_hoveleft
do_hdoveRight
GetlsEmpty.Boolean
Eﬂ'ogen‘:bs
lzErmptw:Boolean

I

[
[
'

Block TBlock
B Fisjgs.
+ X:nteger
+Tnteger
B Meitods
+ Dirawe
+ DropDown
+ bdoveleft
+ MoveRight
GetHeight:Integer
Getwidth:nteger
Eﬁogenfes
HeightInteger

ﬁidth:lnteger

Unit Clas=
globals BlockShape
Fiatds
Mfethegs
Sopentias

RotateBlockz TR otateBlocks
B Fids

FElackLizt TLizt

B Mesbods

+ Create

+ Destroy

+ Hotate

do_GetEndInteger
do_GetEndy:Integer
do_GetStartInteger

E&gp antias

[018 9] 22 3&d2 A TRotateBlocks 2eHASE =18t CHO{0| 1M

Otefl &A= BlockShape RYHM NS /ol HEE 2=0ICt

1 : procedure TBlockShape.do_Move(Key:Word);

2 : begin

3 : case Key of

4 : VK_Left : do_MovelLeft;

5: VK_Right : do_MoveRight;

6 : VK_Down : do_MoveDown;
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end;

: end;

VK_Up :

VK_Space :

TRotateBlocks

do_Drop;

-Rotate(FBlockList);
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13] RotateBlocks Unitel AA

10 :

11 :

12 :

13 :

14 :

15 :

16 :

17 :

18 :

19 :

: unit RotateBlocks;

interface

o uses

Classes, SysUtils, Block, Dialogs;

I type

TRotateBlocks = class
private
FBlockList : TList;
function do_GetStartX: Integer;
function do_GetEndX: Integer;
function do_GetEndY:Integer;
public
constructor Create;
destructor Destroy; override;
class procedure Rotate(List:TList);

end;

20 :

21 :

implementation

22 :

23 :

{ TRotateBlocks }

24 :

25 :

26 :

27 :

constructor TRotateBlocks.Create;
begin

inherited;

28 :

29 :

30 :

FBlockList:= TList.Create;

end;

31 :

32 :

33 :

destructor TRotateBlocks.Destroy;

begin
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35

36

37

38

39

40

41

42

43

44

45

46

47

48

49

50

51

52

53

54

55

56

57

58

59

60

61

62

63

64

65

66

67

68

69

FBlockList.Free;

inherited;

end;

function TRotateBlocks.do_GetEndX: Integer;
var

Loop, X : Integer;
begin

Result:= -100;

for Loop := O to FBlockList.Count - 1 do begin
X:= TBlock(FBlockList. Items[Loop]) -X;
if X > Result then Result:= X;

end;

if Result < 0 then Result:= 0;

end;

function TRotateBlocks.do_GetEndY: Integer;
var

Loop, Y : Integer;
begin

Result:= -100;

for Loop := 0 to FBlockList.Count - 1 do begin
Y:= TBlock(FBlockList.ltems[Loop]).Y;
ifT Y > Result then Result:= Y;

end;

if Result < 0 then Result:= 0;

end;

function TRotateBlocks.do_GetStartX: Integer;
var

Loop, X : Integer;
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71

72

73

74

75

76

77

78

79

80

81

82

83

84

85 :

86

87 :

88

89

90

91

92

93

94

95

96

97

98

99

100

101 :

102 :

103 :

104 :

105

begin

Result:= 100;

for Loop := 0 to FBlockList.Count - 1 do begin
X:= TBlock(FBlockList. Items[Loop]) -X;
iT X < Result then Result:= X;

end;

if Result > 9 then Result:= 9;

end;

class procedure TRotateBlocks.Rotate(List: TList);
var

Loop, X, Y, StartX, EndX, EndY : Integer;

Block : TBlock;

RotateBlocks : TRotateBlocks;
begin

RotateBlocks:= TRotateBlocks.Create;

try

RotateBlocks.FBlockList._Assign(List);

StartX:= RotateBlocks.do_GetStartX;
EndX:= RotateBlocks.do_GetEndX;

EndY:= RotateBlocks.do_GetEndY;

for Loop := O to List.Count - 1 do begin
Block:= Pointer(List.ltems[Loop]);
X:= Block.X;
Y:= Block.Y;
Block.X:= StartX + (EndY - Y);
Block.Y:= EndY + (X - EndX);

end;

finally
RotateBlocks.Free;

end;

> end;
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106 :

107 : end
22z
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