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Download the PongTemplate.java file.  The project today is to complete the Pong game by implementing the constructor method and the methods for keyPressed, actionPerformed, paintComponent and a new method called startBall.  
constructor – initialize these class variables: t, y1, y2, dy1, dy2, score1, score2, and winner.  Add a key listener and start the timer.  Finally, call startBall.
keyPressed – look for one of four legal key presses:  player 1 up, player 1 down, player 2 up, and player 2 down.  These will change the values of dy1 and dy2.  You have a choice here, either use an acceleration where each keypress changes the value by 1 (for instance, dy1 might go from -2 to -3 or 0 to 1) or it can change direction (for instance, if the paddle is going up, then dy1 might be -2, pressing the key to move the paddle down changes dy1 to +2, and pressing the key to move the paddle up does nothing).  Using acceleration means that the game is a little trickier to play.  Make sure, if you use acceleration, that dy1 and dy2 are within reasonable limits (say -3 to +3).
actionPerformed – will move the ball by adding bdx to bx and bdy to by.  Make sure that bx and by are still within the playing field.  If the ball hits an upper or lower bounder, change bdy to be its opposite (for instance, if bdy = -1, then change it to +1, if bdy is +3 change it to -3).  This will cause the ball to “bounce” off the wall.  Check to see if the ball has hit a paddle (the logic here will be covered in the workshop).  If so, then change the bdx value to be the opposite and change the bdy value based on where the ball hit on the paddle (this will also be covered in the workshop).  Otherwise, check to see if the ball has gone passed a paddle, if so, then add 1 to the proper player’s score, check to see if that player has won, and if not, launch a new ball, if so, end the game by setting winner to be the number of the player who has won (1 or 2).  Finally, call repaint( ).

startBall – randomly initialize bdx and bdy to values between +3 and -3 but make sure that bdx is not 0 (otherwise the ball will only go straight up and down).  Start bx and by in the middle of the screen.

paintComponent – draw the playing field, the two paddles and the ball, and at the bottom of the screen, draw strings for the two players’ scores.  If a player has won the game, then stop the timer and output who won the game.












