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How My Design Held Up:

My design worked very well and made the code logical and easy to organize.

My coded version is the same as my design version.

Except :-) for a few items that were not clearly deliniated in my design.

These items are limited to wether or not a class is deferred.  The reasons for these differences are explained below.  

Mismatches:

Design 
– 
VFI is denoted as deferred. 

Code 
–
VFI is effective

Design – 
In the design, it was not clearly stated whether or not these files would be deferred or effective; FH, PFI, CFI, PF and CF. 

Code - 

However, they were coded as deferred.

The discrepencies between my coded and design version for HW4 and HW5 are limited to wether or not a class is deferred.  These differences came about for two reasons.  

First, when I explained each class in my design, I explained the visual and logical versions together, to save space and avoid repeating myself.  As a result, I did not clearly deliniate instances where the logical version is deferred but the visual descendent is effective.

For example, I explained the PFI/VPFI class together in my design.  VPFI is effective, and therefore, the PFI/VPFI combonation is effective.  However, I did not indicated in my design that the logical version (PFI) would be deferred.

Second, when I coded (and recoded) the common ancestor classes, sometimes the make routine was the only thing keeping it from being an effective routine.  After considering which way would be better, I decided to make the visual versions of the ancestor classes effective by adding the make routine.  It follows that the descendent logical classes inherit the deferred logical ancestors and the descendent visual classes inherit the effective visual ancestors.  Subsequently, in the FILE_INTERFACE, and FILE_HANDLER hierarchies, all of the logical classes are deferred and all of the visual classes are effective.  

Here is a revised design diagram to show how I coded these two hierarchies.

In this representation, I use the * symbol to indicate a deferred class.












Summary of Design

D1:
Summary of Design:
The hierarchy of the file handler classes and file interface classes is shown above.

The remaining class relating to HW4 and 5 is the campaign class.  This class is strictly logical and therefore effective.  In my design, the CAMPAIGN class mainly stores the puzzle file names.  It also has features for using the names. CAMPAIGN_FILE uses the class campaign to store the components of the campaign, which were read from the file.  This is similar to how PF uses puzzle.

The other main aspect of my design is how a campaign is opened and run in a game room.

The following explains how this is done.  It is the same in my design and coded versions.

How Retrieve Campaign Works:

When game room wants to open a new campaign, it has two suppiers, campaign file and puzzle file.  Game Room first uses campaign file to retrieve the campaign and get the first puzzle file.  To do this it calls retrieve campaign of CF.  CF controls most of the opening process.  It uses CFI to reach out of the system to get the campaign file name from the user.  It then checks and converts the associated file into a campaign object.  At that point, the control goes back to game room.  Game room then asks CF for the first puzzle name, which CF returns to it.  Game room then uses PF and inserts that puzzle name into puzzle file, which verifies that it is a valid puzzle and converts it.  Game room then installs the puzzle in itself.  

The following diagram shows the client-supplier relationships and how these classes fit together with game room:

Logical Level : Game Subsystem, GAME_ROOM
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