Social Games

und ihr Clean Code
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W] reporting ) Al Wooga Tools

2013-08-02 - 2013-08-09 |

5 Compare ] Lifetime Value

| Download

Mobile Games Flash Games Filter by Group by
Airheads Jump iOS ) Bubblelsland & none day
Bubble Island  iOS Diamond Dash none
Diamond Dash Android (| Fantastic Forest

Diamond Dash Amazon Hanpv Hospital
Diamond Dash i0S
Dynamole i0s
Jelly Splash i0S
Monster World  i0S
Pearls Peril i0s

Pocket Village i0S

Reporting'!

1,000k

750k

Visits

500k

250k

Ok_— —
2. Aug 3. Aug 4. Aug S. Aug 6. Aug 7. Aug 8. Aug

All
2013-08-02 1,255,437
2013-08-03 1,196,192
2013-08-04 1,204,643
2013-08-05 1,401,202
2013-08-06 1,335,450
2013-08-07 1,318,507
2013-08-08 1,248,232
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Einheitlichkeit

l Verbessert

Wartbarkeit

l Ermoglicht

Agilitat
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Entwicklungsstart

2009

Shipwreck

Level 1

SCORE
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'‘Nicht mehr wartbar!! -


http://www.flickr.com/photos/mecklenburg
http://www.flickr.com/photos/mecklenburg
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2424 v /%%

2425 * initialize check for SR flow

2426 * @param e

2427 */

2428 public function checkSRflow(e:Event=null):void
2429v {

2430 if(bgCont && bgCont.parent)

2431 removeChild(bgCont);

2432 bgCont = null;

2433 checkHS = false;

2434 SR_AShown = false;

2435 lowUnlocked = false;

2436 zoomedQut = false;

2437 SRPopupShown = false;

2438 MainPopupManager.getInstance().nextFunction = checkHighscores;
2439 checkHighscores();

2440 }

Einheitlichkeit



2424 v /%K

2425 * initialize check for SR flow

2426 * @param e

2427 */

2428 public function checkSRflow(e:Event=null):void
2429 { :

2430 i<(bgCont }& bgCont.parent)

2431 Child(bgCont);

2432 bgCont = null;

2433 checkHS = false;

2434 SR_AShown = false;

2435 lowUnlocked = false;

2436 zoomedQut = false;

2437 SRPopupShown = false;

2438 MainPopupManager.getInstance().nextFunction = checkHighscores;
2439 checkHighscores();

2440 }

Einheitlichkeit



2424 v /%K

2425 * initialize check for SR flow

2426 * @param e

2427 */

2428 public function checkSRflow(e:Event=null):void
2429v { :

2430 i<(bgCont }& bgCont.parent)

2431 Child(bgCont);

2432 bgCont = null;

2433 | false;

2434 < SR_AShown >= false;

2435 ed = false;

2436 zoomedOut = false;

rZxy SRPopupShown = false;

2438 MainPopupManager.getInstance().nextFunction = checkHighscores;
2439 checkHighscores();

2440 }

Einheitlichkeit



Namensgebung

Einheitlichkeit



Namensgebung

® Sprechende Namen

Einheitlichkeit



Namensgebung

® Sprechende Namen

® Keine Abklirzungen

Einheitlichkeit



Namensgebung

® Sprechende Namen
® Keine Abkitirzungen

® 1 Begriff pro Konzept

Einheitlichkeit



/*k am
public class HSL extends AnimatedPopup{

public static const SCREEN_FRAMES:int = 5; //% numer of frames in HSL

private var framelist:Array;

private var currentPos:int;

private var end:int;

private var buttonNext:ButtonCont;
private var buttonPrev:ButtonCont;
private var playerArray:Array;
private var currentStage:int;
private static var thisInstance:HSL;
private static var interfacelnstance:InterfaceManager;
static private var wheelFlag:Boolean;
private var _prevHS:int;

private var ready:Boolean;

private var _prevPos:int;

private var shouldChoseStage:Boolean;

public function HSL()
{m

}

private function setFrame(e:Event):void
{m

}

override protected function cleanAll(e:Event = null):void

{ ax

}

¥k

* initialize frames and buttons
*/

public function initialize():void
{m

}

private function waitForHSL(e:Event):void

{=

}

/% um

private function checkwheel(e:Event):void

{m

}

/%k um

;{)rivate function stopProp(e:MouseEvent):void
ao

}

Einheitlichkeit



private var framelist:Array;
private var cu
private var end
private var butt :
private var buttorfPrev:ButtonCont;
private var playerfirray:Array;

private var cur
private static varjthisInstance:HSL;
private static va
static private va
private var _p
private var :Boolean;
private var
private var ldChoseStage: Boolean;

wheelFlag:Boolean;

public function HSL()
{m

}

private function setFrame(e:Event):void
{m

}

override protected function cleanAll(e:Event = null):void
{ ax

}

¥k

* initialize frames and buttons
*/

public function initialize():void
{m

}

private function waitForHSL(e:Event):void
{m

}

/v am

private function checkwheel(e:Event):void
{m

}

orive (e:MouseEvent) :void |
private function stopProp(e: 1vVo o . ve o
(e Einheitlichkeit




private var framelist:Array;
private var cu
private var end
private var butt :
private var buttorfPrev:ButtonCont;
private var playerfirray:Array;

private var cur
private static varjthisInstance:HSL;
private static va
static private va
private var _p
private var :Boolean;
private var
private var ldChoseStage: Boolean;

wheelFlag:Boolean;

public function HSL()
{m

}

private function setFrame(e:Event):void
{m

}

override protected function cleanAll(e:Event = null):void
{ ax

}

¥k
lize frames and buttons
; */
public funcfion initialize():void

}

private function waitForHSL(e:Event):void
{m

}

/v am

private function checkwheel(e:Event):void
{m

}

orive (e:MouseEvent) :void |
private function stopProp(e: 1vVo o . ve o
(e Einheitlichkeit




private var framelist:Array;
private var cu
private var
private var butt :
private var buttorfPrev:ButtonCont;
private var playerfirray:Array;

private var cur
private static varjthisInstance:HSL;
private static va
static private va
private var _p
private var :Boolean;
private var
private var ldChoseStage: Boolean;

wheelFlag:Boolean;

override protected function cleanAll(e:Event = null):void
{ ax

}

¥k
lize frames and buttons
; */
public funcfion initialize():void

}

private function waitForHSL(e:Event):void
{m

}

/v am

private function checkwheel(e:Event):void
{=

}

orive (e:MouseEvent) :void

private function stopProp(e: 1vVo o . ve o
(e Einheitlichkeit




f const SCREEN_ 2 53 //* numer of frames in HSL
private var framelist:Array;

private var cu
private var
private var butt :
private var buttorfPrev:ButtonCont;
private var playerfirray:Array;
private var cur
private static varjthisInstance:HSL;
private static va
static private va
private var _p
private var :Boolean;
private var
private var ldChoseStage: Boolean;

wheelFlag:Boolean;

override protected function cleanAll(e:Event = null):void
{ ax

}

¥k
lize frames and buttons
; */
public funcfion initialize():void

}

private function waitForHSL(e:Event):void
{m

}

/v am

private function checkwheel(e:Event):void
{=

}

orive (e:MouseEvent) :void

private function stopProp(e: 1vVo o . ve o
(e Einheitlichkeit




f const SCREEN_ 2 53 //* numer of frames in HSL
private var framelist:Array;

private var cu
private var
private var butt :
private var buttorfPrev:ButtonCont;
private var playerfirray:Array;
private var cur
private static varjthisInstance:HSL;
private static va
static private va
private var _p
private var :Boolean;
private var
private var ldChoseStage: Boolean;

wheelFlag:Boolean;

override protected function cleanAll(e:Event = null):void
{ ax

}

¥k
lize frames and buttons
; */
public funcfion initialize():void

}

private function waitForHSL(e:Event):void
{m

}

/v am

private function checkwheel(e:Event):void
{=

}

orive (e:MouseEvent) :void

private function stopProp(e: 1vVo o . ve o
(e Einheitlichkeit




[+ am 7
HSL extends Animatedfppup
, const SCREEN_ 2 53 //* numer of frames in HSL

private var cu tPos:int;
private var end:
private var butt :
private var buttornPrev:ButtonCont;
private var playerfjirray:Array;
private var cur
private static varjthisInstance:HSL;

private static var interfacelnstance:InterfaceManager;
static private vajy wheelFlag:Boolean;

private var _p tint;

private var
private var

private var ldChoseStage: Boolean; % refresh frames
* x/
"mb ¢ function HSL() static private function show(e:Event=null):void
{m ' {
var i:int = 1;
for each(var element:HslFrame in thisInstance.framelList)
- Ll EIE {
D o e e A if (!thisInstance.playerArray[element.position-1])
element.showInvite(thisInstance.currentPos+i-1);
else
‘{"'e"i"‘ protected function cleanAll(e:Event = null):void element.show(thisInstance.playerArray[element.posi
| }
/%% if (thisInstance.currentPos == 1)
sktialize frames and buttons {

public funcpion initialize():void

thisInstance.buttonPrev.deactive()
¢ thisInstance.buttonNext.activate()

private function waitForHSL(e:Event):void
{m

}

/e am

private function checkwheel(e:Event):void
{m

}

/%k um

private function stopProp(e:MouseEvent):void . . o ..
(e Einheitlichkeit




private var cu tPos:int-

private var end:

private var butt :ButtonCont;
private var buttoriPrev:ButtonCont;
private var playerfirray:Array;
private var currejtStage:int;
private static varjthisInstance HSL.

private

private var _p
private var
private var
private var

pubT\c function HSL()
{m

private fungtion setFrame(e:Event):void
@

override protected function cleanAll(e:Event = null):void
{ a@

}

/%%

ialize frames and buttons

public funcpion initialize():void

private function waitForHSL(e:Event):void
{m

}

/e am

private function checkwheel(e:Event):void
{m

}

/*k um

private function stopProp(e:MouseEvent):void
{m

}

//* numer of frames

in HSL

* refresh frames
* x/
static private function show(e:Event=null)

{

var i:int = 1;
for each(var element:HsFrdme

:void

in thisInstance.framelList)

{
if (!thisInstance.playerArray|[element.position-1])
element.showInvite(thisInstance.currentPos+i-1);
else
element.show(thisInstance.playerArray[element.posi
i++;
}
if (thisInstance.currentPos == 1)
{

thisInstance.buttonPrev.deactive()
thisInstance.buttonNext.activate()

Einheitlichkeit



Formatierung
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Formatierung

® Einriickungen

Einheitlichkeit



Formatierung

® Einriickungen

® Klammernumbriiche

Einheitlichkeit



Formatierung

® Einriickungen

® Klammernumbriiche

® Variablen immer zuerst

Einheitlichkeit



Formatierung

® Einriickungen

® Klammernumbriiche

® Variablen immer zuerst

e Offentliche Methoden zuerst

Einheitlichkeit



/%%
* call js function show loading bar
* @aram e
*/
override protected function click(e:MouseEvent):void

{
//gotoAndStop("click");
PublishManager.getInstance().inviteFriend(name);

Einheitlichkeit
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Kommentare

Einheitlichkeit



Kommentare

® Vermeiden wenn moglich

Einheitlichkeit



Kommentare

® Vermeiden wenn moglich

® Nutzungsszenarien

Einheitlichkeit



Kommentare

® Vermeiden wenn moglich

® Nutzungsszenarien

» Warnungen

Einheitlichkeit



Kommentare

® Vermeiden wenn moglich

® Nutzungsszenarien
» Warnungen

» Vereinfachte Erklarungen

Einheitlichkeit



Einheitlichkeit

Einheitlichkeit



Einheitlichkeit

® Namensgebung

Einheitlichkeit



Einheitlichkeit

® Namensgebung

® Formatierung

Einheitlichkeit



Einheitlichkeit

® Namensgebung
® Formatierung

® Kommentare

Einheitlichkeit
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* controls SR flow

* @param
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public function checkHighscores(e:Event=null):void
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EEeEmmm e | for each(element in PlayerList.getInstance().playerCont)
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R if (PlayerList.getInstance().playerCont.index0f(element)
e o if (element.atStage == user.atStage && element.main$S
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, T | friendHSBeaten = element;
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= | break;
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for each(element in PlayerList.getInstance().playerCont)

{

}

if (PlayerList.getInstance().playerCont.index0f(element)
if (element.atStage == user.atStage && element.main$S

friendHSBeaten = element;

if (newStage && user.atStage > 4 && friendHSBeaten)

{

SRPopupShown = true;
popups.showPopup (" friend_passed"+ABTestManager.test33.to
PopupContainer.popupControler.addEventListener(Event.COM
return;
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for each(element in PlayerList.getInstance().playerCont)

{

}

if (newStage && user.atStage > 4

{

if (PlayerList.getInstance().playerCont.index0f(element)
if (element.atStage == user.atStage && element.main$S

_ friendHSBeaten = element;
ale 1Y H

friendHSBeaten)

SRPopupShown = true;

popups.showPopup (" friend_passed"+ABTestManager.test33.to
PopupContainer.popupControler.addEventListener(Event.COM
return;
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Methoden

® Moglichst klein
® 1 Abstraktionslevel

® 1 Funktionalitat
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privete
private
private
privete
privete
private
private
privete
privete
privete
private
privete
privete
privete
private
private
privete
privete
private
private
privete
privete
privete
private
privete
privete
static

private
privete
privete
privete
private
private
privete
privete
private
private
privete
privete
privete
private
privete
privete
privete
private
priveate
privete
privete
private
private
privete
privete
private
private

privete
privete
private
privete
privete
privete

privete

privete

public wor Interfaceinstonce: InterfaceManager;
public war Lifestaftiingg

public war currentStage:Stage;
public ver sctivelevel:int;

var passed i Boolean;

var stagePathiStagelath)

var tutorislPopupsArrayiArray = 1);
war tutorisiPopups:Popeplontaiser;
var popups i Popeplentalser;

var backgrownd: Toentinage)

var UifeContiLifesCont;

var nextScreen:String;

war stegetnlocked: Lot}

var glabaiCont i Sprite;

var stagehrrayiAreeyd

var APItrophy:API;

var APlscore:AFI;

var APilevels APl

VAT TraceAPl AP

var scorefaquest :APIRequest;

var trophyReguest:AFIRequent;

var levelRogquest APIRequest;

VAT TraceRequest  APIRequest)

var frisnds:int;

war friendsfequired: int;

var start:Boolesn;

var curremScore) inty

VAT currestiighScore: iat;

var currestTrophies:Array;

war friendiSBeaten: Mlayer;

var highScoreSeaten: Boslesn;

var lastlevelScore:int;

var bgCont:MavieClip;

war showiifePopup:Boolean;

war sesslendcore: inty

var sessienStagesiArray]

var nextfenction:Fusction;

var firstlive:Boolean;

static conat LOSE_COINS TINE: st = 38;
STATEC const STAGE MU int « 185//« sumer of stages In glabal view « 10y
static const PRELOAD:String » "gameicprelosd”;
static comat UPOATE_LIFES:String = “epdate_Lifes™;
static const STAGELOAD @ String = ‘game:istogelond’;
STATIC const GARE_LOADED String = “game losded™)
static const LEVELLOAD : String » ‘gamecilevellond’;
static comat FLOM_READY : String » "flow_ready';
static wor friesdPessed:Player;

var shawTrophle: intg

var showtinlock: Boolesn;

var guitBetton:MovieClip;

var paneplaySerie;

var stegeBosus: int}

var nawi ifesiingg

var satuplaneplay:Dictionary;

var sainlL:String;

var prelosderSetupiObject;

var seviifesinleveli Boslesn;

var checkss:Boslesn;

var SR_AShown:Boolean;

var roseedOut i Boolesn;

var SRPOppShown | Bos lean)

var sadalsUnlocked: Boolesn;

var _soundControl:MovieClip;

var vorlduepBiteep:Sprite;

var startlosnTween ) Fusenitax;

var currestTotaliifes:int;

var isNewlifes:Boolean;

war previousLifes:ist;

var progress (Nusber;

var loadinghar:Losdingbar;

var lastRaguest :APTRsqeest

var LastAPI:APT;

war LlastRequestiandler: Funct long
private var LevelNumirray i Arrey)
var naseArrayiArray;

var halShown:Boolean;

war _prevs: int;

war _previosi sy

var isChossingflag:Boolesn;

war flageshrray:0nject;

var passingewt lag:Sooleen;

var istevelChossable Boolean;

var showloingiboalesn;

var showlag:Boolean;

var nowf LagPessed:Boolesn;

var feleyTween: TweesMas

var isShowingleri boslesn)

var usarStage:Stage;

var previcusPopup:String;

var _flaghtequired:Flag;:

var colnsAning boalesn)

var firendsPassadSession: int;

wvar cheatfnabled:Boolesn;

wvar stegeScalecArray;

var _previlev Functieng

var showAid: Boslesn;

var nevitagelnlocked :Bcolean;

war lowimlocked 1 Bcolean;

var howToShown: Boelesn;

var TirstiiveClicked 1 Boolean;

var _playClicked:Boalesn;

var scoreRespossevia itTiner i Tiner « sew Tiser(3000e, 1);
var shaowinghovTuterialiBoolesn;

var tutorisllioed:String;

var passedPenction:function;

var pawsedParasArrayiArcay = (13

VAT resumeVariantiiat « ¥y

var missionPopeps:Popuplontainer;
var cLichblackade MavieClipg
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static public wor Interfacelinstonce: InterfoceManager;
static public war Lifesteftiingg

static public war cerrentStage:Stage;

static public wer sctivelevel:int;

privete var passediBoolesn;

private var stagePathiStagePath)

privete var tutorialPopupsArrayiArray = 1);

privete var tutorislPopups:Popeplontaiser;

privete var popups i Pepeplentalser;

privete var backgrownd: Toentnsge|

private var UifeContiLifesCont;

privete var nextScreen:Strinsg;

privete var stegetnloched: iat;

privete var glabaliCont i Sprite;

private var stagehrrayiArrayd

privete var APItrophy:APIL;

privete var APlscore:API;

privete var APflevels APL;

private var tracelPliAML)

privete var scorefequest:APIRegquest;

privete var trophyfeguest:APIRequent;

privete var levelRogquest i APIRequest;

private var traceRequest i APIRequest)

privete var frismds:int;

privete var friendsfequired: int;

privete var startiBoolesn;

private var curresmScore) inty |
private var currestiighScore: int; 1

privete var currestTrophies:Arrey;
privete var friendiSBesten: Mayer;
privete var highScoreSeaten: Boslesn;
privete var lastlevelScore:int;

VE=T
e ey ol T private function checkUserGlobalPos():void

privete var sesslenScore: inty

private var sassbonStagesiArrayg

privete var nextFfenction:Fusction; .
privete var firstlive:Bcolesn;

privete static cosat LOSE_COINS TINE: st « 38; }
peblic static const STAGE MU int « 1805//« sumer of stages In glabal view « 14y

peblic static const PRELOAD:String » "gameiiprelosd”;
peblic stetic const UPOATE_LIFES:String = “epdate_Lifes™;
peblic static const STAGELOAD : String = ‘game:istogelond';
Peblic STatic const GARE_LOADES String = “gane losded™y
peblic static const LEVELLOAD : String = “game:ilevellond’; /** -
peblic stetic comat FLOM_READY : String » "flow_ready’;

peblic static wor friesdPessed:Player;

e o samere ety private function sendScore(score:int=0,over:Boolean=false) : void

private var showtinlock:Boolesn;

privete var guitBetton:MovieClip;

privete var geseplaySir:e; -
privete var stegebosus: int}

privete var naviifesiingg }
private var setuplaneplay:Dictionary;

privete var sainlBL:String;

privete var prelosderSetupiObject;

privete var seviifesinleveli Boslesn;

privete var checkas: boslesn; . . B - = .
private var SR KShown: s ean; private function noServerResponseHandler(e:TimerEvent):void
privete var roomedOut:Boolesn;

privete var SRPopupShown | Boslean]

private var sedalstalocked: Soolesn; oD

privete var _soundControl:MavieClip;

privete var wvorldmepBiteep:Sprite;

privete var startlosnTveen | Fusenitox;

private var currestTotallifes:int; I

privete var isNewlifes:Boolesn;

privete var previcuslifes:int;

privete var progress (Number)

privete var losdinghariLosdingbar; /

privete var lastReguest (APTRAsqeest; ** -

privete var LaatAPI:API; - . . - = .
privete var LastRequestHandler:Funct lon; p bl f t h L d gB ( f B 1 — f 1 ) d
B e UDL1C TuncCtion snhowLoadingpar(rtorce:bootiLean aLse )ivol
private var naseArrayiArray;

privete var halShown:Boolean;
privete var _prevws:int;

private var _previosiisng

private var isChossingFlag:ifoolesn;
private var flagshrray:0bject;
privete var passisghewtlag:fooloen;
privete var istevellhossable Boolean;
private var showColasiboolean;
privete var showflsg:Boolean;
privete var newflagPfessed:Boolesn;
privete var deleyTween: TweonMas
private var isShowingleriboslesn)
private var userStage:Stage;

privete var previcusPopup:String;
privete var _flaghequired:Flag;
privete var colnshning booslesn)
private var firendsPassadSession: int;
privete var chestfnabled:Boclesn;
privete var stegeScalecArray;
privete var _previlowi Functiong
privete var showhA Boslean;

private var nevStagelnlocked:Bcolean;
privete var lowtnlocked :Scolean;
privete var howToShown Boolesn;
privete var firstliveClicked i Beolean;
private var _playClicked:Boalesn;

privete var scoreRespossevaitTiner i Tiner « sew Timer(3o0te, 1);
private var shawinghovTuterialiBoolesn;
private var tutorislitlosd:String;

privete var passedPfunction:function; [ ]
privete var possedParesArrayiArray = [} wa rt ar elt
private var resumeVariantiinn « 0y

privete var missionPopeps:Popuplontainer;

s

privete var cLichBlockade Maviellipg



static public wor Interfacelinstonce: InterfoceManager;
static public war Lifesteftiingg

static public war cerrentStage:Stage;

static public wer sctivelevel:int;

privete var passediBoolesn;

private var stagePathiStagePath)

privete var tutorialPopupsArrayiArray = 1);

privete var tutorislPopups:Popeplontaiser;

privete var popups i Pepeplentalser;

privete var backgrownd: Toentnsge|

private var UifeContiLifesCont;

privete var nextScreen:Strinsg;

privete var stegetnloched: iat;

privete var glabaliCont i Sprite;

private var stagehrrayiArrayd

privete var APItrophy:APIL;

privete var APlscore:API;

privete var APflevels APL;

private var tracelPliAML)

privete var scorefequest:APIRegquest;

privete var trophyfeguest:APIRequent;

privete var levelRogquest i APIRequest;

private var traceRequest i APIRequest)

privete var frismds:int;

privete var friendsfequired: int;

privete var startiBoolesn;

private var curresmScore) inty |
private var currestiighScore: int; 1

privete var currestTrophies:Arrey;
privete var friendiSBesten: Mayer;
privete var highScoreSeaten: Boslesn;

lrt;nu war \.uu«lko:onhu / i - e
i r bgCont:MavieClip;
::v.:c':o' IMI'O'N;!.::OO'J.'; p rlvate funct 10

privete var sesslenScore: inty

private var sassbonStagesiArrayg

privete var nextFfenction:Fusction; .
privete var firstlive:Bcolesn;

privete static cosat LOSE_COINS TINE: st « 38; }
peblic static const STAGE MU int « 1805//« sumer of stages In glabal view « 14y

peblic static const PRELOAD:String » "gameiiprelosd”;
peblic stetic const UPOATE_LIFES:String = “epdate_Lifes™;
peblic static const STAGELOAD : String = ‘game:istogelond';
Peblic STatic const GARE_LOADES String = “gane losded™y
peblic static const LEVELLOAD : String = “game:ilevellond’; /** -
peblic stetic comat FLOM_READY : String » "flow_ready’;

peblic static wor friesdPessed:Player;

e o samere ety private function sendScore(score:int=0,over:Boolean=false) : void

private var showtinlock:Boolesn;

privete var guitBetton:MovieClip;

privete var geseplaySir:e; -
privete var stegebosus: int}

privete var naviifesiingg }
private var setuplaneplay:Dictionary;

privete var sainlBL:String;

privete var prelosderSetupiObject;

privete var seviifesinleveli Boslesn;

privete var checkas: boslesn; . . B - = .
private var SR KShown: s ean; private function noServerResponseHandler(e:TimerEvent):void
privete var roomedOut:Boolesn;

privete var SRPopupShown | Boslean]

private var sedalstalocked: Soolesn; oD

privete var _soundControl:MavieClip;

privete var wvorldmepBiteep:Sprite;

privete var startlosnTveen | Fusenitox;

private var currestTotallifes:int; I

privete var isNewlifes:Boolesn;

privete var previcuslifes:int;

privete var progress (Number)

privete var losdinghariLosdingbar; /

privete var lastReguest (APTRAsqeest; ** -

privete var LaatAPI:API; - . . - = .
privete var LastRequestHandler:Funct lon; p bl f t h L d gB ( f B 1 — f 1 ) d
B e UDL1C TuncCtion snhowLoadingpar(rtorce:bootiLean aLse )ivol
private var naseArrayiArray;

privete var halShown:Boolean;
privete var _prevws:int;

private var _previosiisng

private var isChossingFlag:ifoolesn;
private var flagshrray:0bject;
privete var passisghewtlag:fooloen;
privete var istevellhossable Boolean;
private var showColasiboolean;
privete var showflsg:Boolean;
privete var newflagPfessed:Boolesn;
privete var deleyTween: TweonMas
private var isShowingleriboslesn)
private var userStage:Stage;

privete var previcusPopup:String;
privete var _flaghequired:Flag;
privete var colnshning booslesn)
private var firendsPassadSession: int;
privete var chestfnabled:Boclesn;
privete var stegeScalecArray;
privete var _previlowi Functiong
privete var showhA Boslean;

private var nevStagelnlocked:Bcolean;
privete var lowtnlocked :Scolean;
privete var howToShown Boolesn;
privete var firstliveClicked i Beolean;
private var _playClicked:Boalesn;

privete var scoreRespossevaitTiner i Tiner « sew Timer(3o0te, 1);
private var shawinghovTuterialiBoolesn;
private var tutorislitlosd:String;

privete var passedPfunction:function; [ ]
privete var possedParesArrayiArray = [} wa rt ar elt
private var resumeVariantiinn « 0y

privete var missionPopeps:Popuplontainer;

s

privete var cLichBlockade Maviellipg



static public wor Interfacelinstonce: InterfoceManager;
static public war Lifesteftiingg

static public war cerrentStage:Stage;
static public wer sctivelevel:int;
privete var passediBoolesn;

private var stagePathiStagePath)

privete var tutorialPopupsArrayiArray = 1);
privete var tutorislPopups:Popeplontaiser;
privete var popups i Popeplentalser;
privete var backgrownd: Toentnsge|

private var UifeCont:LifesCont;

privete var nextScreen:Strinsg;

privete var stegetnloched: iat;

privete var glabaiCont Sprite;

private var stagehrrayiArrayd

privete var APItrophy:APIL;

privete var APlscore:AMl;

privete var APIlevels i APL;

private var tracelPliAML)

privete var scorefequest:APIRegquest;
privete var trephyfeguest:AFIRequent;
privete var levelRogquest i APIRequest;
private var traceRequest i APIRequest)
privete var frismds:int;

privete var friendsfequired: int;

privete var startiBoolesn;

private var curremScore inty

private var currestiighScore: int;

privete var currestTrophies:Arrey;
privete var friendiSBesten: Mayer;
privete var highScoreSeaten: Boslesn;
private var lastlevelScore:int;

peblic var bgCent:MavieClip;

privete var showiifePopup:Boolesn;
privete var sesslenScore: inty

private var sassbonStagesiArrayg

privete var nextfenction:Fusction;
privete var firstlive:Bcolesn;

privete static cosat LOSE_COINS TINE: st « 38;
peblic static const STAGE MU int « 1805//« sumer of stages In glabal view « 14y
peblic static const PRELOAD:String » "gameiiprelosd”;
peblic stetic const UPOATE_LIFES:String = “epdate_Lifes™;
peblic static const STAGELOAD : String = ‘gamecistogelond’;
peblic static const GARE_LOADED String = “game loaded™y
peblic static const LEVELLOAD : String = ‘gamecilevellond’;
peblic stetic comat FLOM_READY : String » "flow_ready’;
peblic static war friesdPessed:Player;
privete var shawTrophle! oty

private var showtinlock: oo lean;

privete var guitBetton:MovieClip;

privete var geseplaySir:e;

privete var stegebosus: int}

privete var naviifesiingg

private var setuplaneplay:Dictionary;
privete var sainlBL:String;

privete var prelosderSetupiObject;
private var seviifesinlevel:Boslesn)
privete var checkas: boslesn;

privete var SR_AShown:Boolean;

privete var rosmedOut:Boolean;

privete var SRPopupShown | Boslean]

private var sedalsUnlocked: Boolesn;
privete var _soundControl:MavieClip;
privete var wvorldmepBiteep:Sprite;

privete var startlosnTveen | Fusenitox;
privete var curremtTotallifesiint;

privete var isNewlifes:Boolesn;

privete var previcuslifes:int;

privete var progress (Number)

privete var losdingharilosdingbar;

privete var lastReguest (APTRAsqeest;
privete var LaatAPI:API;

privete var lastRequestiandler:Funct long
static private var LevelNumirray i Arrey)
private var naseArray:Array;

privete var halShown:Boolean;

privete var _prevws:int;

private var _previosiisng

private var isChossingFlag:ifoolesn;
privete var flagsArray:0bject;

privete var passisghewtlag:fooloen;
privete var istevellhossable Boolean;
private var showlolasiboolesn;

privete var showflsg:Boolean;

privete var newflagPfessed:Boolesn;
privete var deleyTween: TweesMas

private var isShowingheriboslesn)

private var userStage:Stage;

privete var previcousPopup:String;

privete var _flaghequired:Flag;

privete var colnshning booslesn)

private var firendsPassadSession: int;
privete var chestfnabled:Boclesn;

privete var stegeScalecArray;

privete var _previlowi Functiong

privete var showhA Boslean;

private var nevStagelnlocked:Bcolean;
privete var lowtnlocked :Scolean;

privete var howToShown: Boolesn;

privete var firstliveClicked i Beolean;
private var _playClicked:Boalesn;

privete var scorelespossevia 1Tiner i Tiner « sew Tiser(300de, 1);
private var shawinghovTuterialiBoolesn;

private var tutorisllised:String;

privete var pessedPenction:Function;

privete var powsedParasArrayiArray = [

Private var resumeVariantiinr =

privete var sissionPopeps:PopupContainer;

s

privete var cLichBlockade Maviellipg

/%% am

private functio
{m

}

VE=T

private function sendScore(score:int=0,over:Boolean=false) : void
{m

}

private functio
{m
}

/%% am

noServerResponseHandler(e: TimerEvent) :void

public function showLoadingBar(force:Boolean = false ):void
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Klassen

® 1 Grund fur Veranderung (SRP)
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Klassen

® 1 Grund fur Veranderung (SRP)

® Wenige Instanzvariablen
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Klassen

® 1 Grund fur Veranderung (SRP)

® Wenige Instanzvariablen

® Hohe Kohesion
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if ( user.trophies.indexOf(TROPHY_5) == -1 &&
Math.abs(PlayerList.getInstance().playerCont.index0f(user)+1
-PlayerList.getInstance().playerCont. length) >= 10)
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if ( user.trophies.index0f(TROPHY_5) == -1 &&
Math.abs(PlayerLisft.getInstance().playerCont.index0f(user)+1
-PlayerList.getInstance().playerCont. length) >= 10)

Wartbarkeit '



Math.abs(PlayerLisit.gketInstance layerCont.index0f (user)+1

if ( user.trophies.index0f(TROPHY_5) == -1 &&
-PlayerList.getIns ce().player@t.length) >= 10)
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rCo dexOf(user)+1

if ( user.trophies.inde TROPHY 5) ==
Math.abs(PlayerLi ance e
-PlayerList.getIns ce( ayer ngt )
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public function get _popups():PopupContainer { return popups; }

public function get _tutorialPopups():PopupContainer { return tutorialPopups; }
public function get _showingAdvTutorial():Boolean { return showingAdvTutorial; }
public function get _currentScore():int { return currentScore; }

public function get _friendHSBeaten():Player { return friendHSBeaten; }

public function set _friendHSBeaten(play:Player):void { friendHSBeaten=play; }
public function get _user():Player { return MainModel.getInstance().user; }
public function set _user(value:Player):void { MainModel.getInstance().user = value; }
public function get _lastLevelScore():int { return lastLevelScore; }

public function get _lifeCont():LifesCont { return lifeCont; }

public function get _currentHighScore():int { return currentHighScore; }

public function get _friends():int { return friends; }

public function set _friends(value:int):void { friends = value; }

public function get _showTrophie():int { return showTrophie; }

Wartbarkeit '



public
public
public
public
public
public
public
public
public
public
public
public
public
public

functio
function
functio
functio
function
function
function
function
functio
function
functio
functio
function
function

get

popups () :PopupContainer { return popups; }

currentScore():int { return currentScore; }
_friendHSBeaten():Player { return friendHSBeaten; }

tutorialPopups() : PopupContainer { return tutorialPopups; }
showingAdvTutorial():Boolean { return showingAdvTutorial; }

_friendHSBeaten(play:Player):void { friendHSBeaten=play; }
_user():Player { return MainModel.getInstance().user; }

_user(value:Player):void { MainModel.getInstance().user =

lastLevelScore():int { return lastLevelScore; }
lifeCont():LifesCont { return lifeCont; }

 friends():int { return friends; }
_friends(value:int):void { friends = value; }
_showTrophie():int { return showTrophie; }

currentHighScore():int { return currentHighScore; }

value; }
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Datenstrukturen
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Datenstrukturen

® Train Wrecks vermeiden
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Datenstrukturen

® Train Wrecks vermeiden

® Data Transfer Objects nutzen
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Datenstrukturen

® Train Wrecks vermeiden
® Data Transfer Objects nutzen

® Erzeugung und Nutzung von
Systemen trennen
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Wartbarkeit

® Methoden
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Wartbarkeit

® Methoden

® Klassen
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Wartbarkeit

® Methoden
® Klassen

® Datenstrukturen
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Pair Programming
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Pair Programming

® Vermeiden von Wissensinseln
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Pair Programming

® Vermeiden von Wissensinseln

® Integration neuer Teammitglieder
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Pair Programming

® Vermeiden von Wissensinseln
® Integration neuer Teammitglieder

® Kollektive Verantwortung
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RegelmaBiges
Refactoring
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RegelmaBiges
Refactoring

® Stetige Verbesserungen
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RegelmaBiges
Refactoring

® Stetige Verbesserungen

o The BOY SCO“t R“IE (Robert C. Martin)
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Keine Absichersichung
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Unit-Tests
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Unit-Tests

® Sicherheitsnetz
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Unit-Tests

® Sicherheitsnetz

® Erleichterte Einarbeitung
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Unit-Tests

® Sicherheitsnetz
® Erleichterte Einarbeitung

® Versuchsfeld
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Kontinuierliche Integration
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Kontinuierliche Integration

® Softwareartefakte fruh nutzbar
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Kontinuierliche Integration

® Softwareartefakte fruh nutzbar

® Erwartungen uberprufbar
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Kontinuierliche Integration

® Softwareartefakte fruh nutzbar
® Erwartungen uberprufbar

® Probleme schnell absehbar
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® Pair Programming
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Agilitat

® Pair Programming

® RegelmaBiges Refactoring
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Agilitat

® Pair Programming
® RegelmafBiges Refactoring

® Unit-Tests
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Agilitat

® Pair Programming
® RegelmafBiges Refactoring
® Unit-Tests

® Kontinuierliche Integration
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Jenkins

Jenkins Bubblelsland Frontend SNAPSHOT

.'t Back tn Dashiaacd Project BubbleIsland_Frontend_SNAPSHOT

Status
— Current feature development version of the frontend of Bubble Island. It is triggered by every change in the SCM. The appropriate files are deployed to the d¢
» Changes
h‘ Workspace
. -
@ ild Now 3 ] “Disk Us;
Workspace
® lete Prof Test Result T
2000 +
Confiqure e an
g =ontaqure ’~—T Last Successful Artifacts
U Git Polling Log -
w g 1000. . P Syl R —
9
Build History (trend) Z# Recent Chan
I 500
J v1.8.3.12 09.08.2013 11:20:24 32MB
] v1.8.3.11 09.08.2013 10:43:23 32MB Latest Test Result (no failures) 0 -
- AL
o v1.8.3.10 09.08.2013 10:23:29 32MB w HMSW
> bl
v1.8.3.9 08.08.2013 18:17:23 31MB . A AR ’m:-‘b
@ : Permalinks o g AR AR A
v v1.8.3.8 08.08.2013 17:57:23 31MB
e i e Lastbuild (S v1,8.3,.12), 2 days 4 hr aqo
- v1.8.3.7 08.08.2013 17:45:23 31MB e Last stable build (S _v1.8.3.12), 2 days 4 hr ago
() v1.8.3.6 08.08.2013 17:20:24 OMB e Last successful build (S _v1.8.3.12), 2 days 4 hr ago
‘ e Last failed build (S v1.8.3.6), 2 days 22 hr ago
») v1.8.3.5 08.08.2013 17:01:44 9MB e Last unstable build (S v1.8.0.15), 1 mo 4 days ago
e Last unsuccessful build (S v1.8.3.6), 2 days 22 hr ago

vi.8.3.4 08.08.2013 16:54:23 7MB
v1.8.3.3 08.08.2013 16:29:26 9MB

v1.8.3.1 08.08.2013 10:45:23 992KB

v1.8.3.0 08.08.2013 10:00:24 1MB

v1.8.2.24 08,08,2013 09:25:23 1MB
v1.8.2.23 30.07.2013 17:47:23 1MB

L OB S VR SR RN S

v1.8.2.22 30.07.2013 17:15:24 410KB

v1.8.2.21 30.07.2013 16:52:25 1MB
v1.8.2.20 30.07.2013 13:12:23 1MB

L SR SR SR

v1.8.2.19 30.07.2013 11:47:23 1MB

v1.,8.2.18 26.07.2013 11:31:26 411KB

LN

S
S
S
S
S
S
S
S
S
S
S _v1.8.3.2 08.08,2013 16:17:23 990KB
S
S
S
S
S
S
S
S
S
S

v1.8.2.17 25.07.2013 10:26:07 1MB
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=z -4 b4 -4 b4 =z -4 =z -4 =z -4 =z =z = = = = =z 4 =z = = = 4 =4 4
Folders = Files H Warnings [ Details l N_v1.8.1.3  PMDWamings  Low Priority
CalculatelevelBonusTask.as 1 —t
. . « | ColorsplashAnimationStrateqy . as _—
File Number of lines Duplicated in Ll

'HudVisibilityController.as:1 16 | HudVisibilityCol .. .. o mondsamountieauest as 1 prm—
SendAppToUserCommand.as:30 15 TrackAppToUsqDestroyedBubbles. as 1 —

ABTestlnitializeTask.as:31 S PR T C mmmm:am 1 —

' return trackingService.trackAppToUser( requestData ); firedalAnimationStrateqy.as 1 —

s EriendlistFactory.as : —
ABTestlnitializeTask.as:31 } :
- GameOverUscFirstAidKRsAndRetryMediator.as : —

| - private function createReguestData( appToUserType : String ) : {GamePlaySciPauscButtonSiate.as ! _—
CoinsAmountHudViewImpl.as: 74 { GameSimulat 1 PR—
AbstractFriendSelectorView.as: 3 var requestData : String = new String(); GameplavAdventureStantControlier a5 1 —

. . . . rfiguration 2 L

.wnp hViewlmg requestData += "s=" + escape( mainPlayer.userld ); ntroller : J—

requestData += "stype=" + escape( appToUserType ):; GameplavResuRk as ' PR

TimeBoostPerLevelBlockConfiqul reqguestData += "&stl=" + escape( roaourconanaqot.currontLocalci —— : —

requestData += "gfapp=" + escape( applicationModel.appName ); 19
. . Gnﬂxu!‘xﬁgugﬂiﬂg‘!lxn’_.’ -

, requestData += "sts=" + escape( getTimestanp().toString() ); .

P " . IncreaseXpAmoyntRequest. as [

TimeBoostPerLevelBlockConfiqu requestData += "Esignature=" + generateRegquestfSignature( regud E B .

b . r 1

. AttachableBubbleShootingStrate return requestData; Levelas 2 —_—
BombShootingStrateqy.as:24 cz LeveiConfiqurationfFaciory.os 3 —

' . | LeveiGraphimel.as : —

’ BombShootingStrateqy.as:36 ‘ 17 - —
MultipleFriendsPassedView.as:92 20 SingleFriendPa]eveiMediator.as 1 = |
FirstAidKitsUnlockFeatureAction.as: 48 22 FlagsUnlockFedhsxsifrearsssProvider.as 1 — workflow

, | 1 — 1 —_—
BoostsUnlockFeatureController.as:62 24 >

—_ e ! LevelpMedigtor 0%

LovelVigwimpl.as 2 —
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