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1. Introduction

As a further development to the analysis of the game, we decided to develop
a widget to analyse the average position of the ball during a match. The pitch
was divided into thirds and the game analyser tallies the ball positions and
relays the information to the stats class which stores these tallies over each
half of the game. Every cycle of the stats class, the tallies and converted into
subsequent percentages which are relayed to the display.

1.1. DetailedStats.java

This is where it all happens. It extends the PitchPanel class that holds all the
functionality of loading the pitch image and displaying it within a JFrame. For
this instance, the pitch is a JPEG of a pitch that has been equally separated in
thirds.

2 important methods in this class deal with the updating of the relevant third
fields and painting to the component.

updateThirds() method is called by the stats object every time the stats run
method loops to update the 3 parameters relating to the percentages of where
the ball has been. (cumulated to now in the game). Every time this method is
called, there is a subsequent call to repaint to redraw all the graphics within
the widget.

paintComponent() method is called on every subsequent call to the repaint

method. This repaints the pitch to screen and adds the latest percentages
with the correct coordinates to fit within the desired thirds.
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