Cell phone simulator

A company is prototyping a new phone, and are designing a simulator.  It runs within one form, and has three areas.  Each area should be enclosed in  a frame.
· Numeric keypad

· phonebook - containing numbers and names

· game

1.  The numeric keypad



                                    ....etc, up to 9


Note:

· Each numeric button click should add its digit to the string already in the number display.  You can use a control array if you know about them, but this is not essential or easier.
· clicking Call enables the End Call button

· clicking Call adds the number to the contacts, with a name of  "unnamed"

· Call pops up an error message  if less than 3 digits have been entered.
· clicking Clear clears the number area, and disables Call and End Call.

2.  The contacts
The frame has a list box containing names and numbers, similar to:


The area should have facilities to:

· delete a selected entry 
· modify the number for an existing name

· insert a new entry (user enters a name and number  in separate text boxes)

·  place a selected number in the 'Number:  ' area of the keypad, and enables/disables appropriate controls
· save the contents of the list box in  a file

· read the contents of a file into the listbox.

· duplicates need not be checked

To assist in some of the above, you might provide a text box to enter the name, and a textbox for the number.  Use buttons etc as appropriate.
3.  Game

A red wildebeest is controlled by the player - it can move up, down, left, right, and the aim is to eat all the green grass, leaving red soil behind.  The game ends when all the grass is successfully eaten.  Unfortunately, the ground is unsafe, and holes - black squares - pop up every 4 moves, at a random position.  The game also ends when  the wildebeest falls into  a hole.
  Note:

· the game is played on a 10 by 10  area

· it should display a count of the number of moves, and of the number of holes created.
· it is recommended that you use a 2-dimensional array to hold details of the current state of the game, using characters to represent each square, as in


    dim board(9,9)
as string

'
0  to 9  - global

    for row = 0 to 9

    
  for col = 0 to 9

 
       
board(row,col) = "g"   'use  g for grass
          next 

       next 

Look at the graphics and arrays notes for some ideas.  You can see a crude version running on the above web page - try it out!
4.  Testing / design
a. Draw a 'structure chart' tree -  as shown in your design chapter -  for  the provided 'areas' program,  It should show the calling relationship between procedures.

b. Produce 'black box'  test data for the areas program, together with the expected outcomes.  The tests should attempt to show that all parts of the program work correctly.  State the purpose of each test.  (Read the notes on testing)
5.  Java

Convert the provided Areas.frm VB program into  a Java program, which should be a console application.  You are provided with some code to start with, in the file Areas.java
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Call





End Call





Number:





Clear 





help-999


Info-118118


Mike-0114328512


unnamed-011356














