Bl ockDi gi t al Hal f Adder. j ava
package net.m necraft.src;
/1l Created by MoareAl
i mport java.util.Random;
?ublic cl ass Bl ockDi gital Hal f Adder extends Bl ock

/1 Cl ass paraneters
protected Bl ockDi gital Hal f Adder (int id, int texture)

{
super(id, texture, Material.circuits);
set Bl ockBounds(0. OF, 0.0F, 0.0F, 1.0F, 0.125F, 1.0F);
set Li ght Val ue( 0. 625F) ;

}

/1 Use render types
public bool ean render AsNor nal Bl ock()

{
}

/1Bl ock texture
public int getBl ockTextureFronSi deAndMet adata(int side, int neta)

{

return fal se;

if(meta > 7)
return bl ockl ndexl nTexture = nod_M scDi gi tal . Textur eSROn;
el se
if(meta > 3)
return bl ockl ndexl nTexture = nod_M scDi gi tal. Text ur eHal f Adder ;
return bl ockl ndexI nTexture = nod_M scDigital. TextureRSOf ;

}

/1Bl ock type (preset)
public int getRender Type()

{
}

/1 The function. Sets netadata to +4 when the gate is to be turned on
public void onNei ghborBl ockChange(Wrld world, int x, int y, int z, int id)

{

return nod_M scDigital.RenderGate;

i f(!canBl ockStay(world, x, vy, z))

{
dropBl ockAsltem(world, x, y, z, world.getBl ockMetadata(x, vy, z)):
wor | d. set Bl ockWt hNotify(x, y, z, 0);
return;

}

int meta = worl d. getBl ockMetadata(x, vy, z):

bool ean I nputS = func_InputS(world, x, y, z, neta);
bool ean I nputR = func_InputR(world, x, y, z, neta);
i f(lnputS && I nputR)

{
if(meta <= 3)
wor | d. set Bl ockMet adat aWt hNoti fy(x, y, z, neta+8);
el se
if(meta <= 7)
wor | d. set Bl ockMet adat aWt hNoti fy(x, y, z, neta+4);
}
el se
if(lnputS " InputR
{

if(meta <= 3)
wor | d. set Bl ockMet adat aWt hNoti fy(x, y, z, neta+4);
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el se
if(meta > 7)
wor | d. set Bl ockMet adat aWt hNoti fy(x, y, z, neta-4);
}
el se
if(meta > 7)
wor | d. set Bl ockMet adat aWt hNoti fy(x, y, z, neta-8);
el se
if(meta > 3)
wor | d. set Bl ockMet adat aWt hNoti fy(x, y, z, neta-4);
wor | d. schedul eBl ockUpdate(x, y, z, blocklD, 0);
}
public bool ean i sPoweringTo(l Bl ockAccess i bl ockaccess, int i, int j, int k, int
si de)
o | o
int meta = i bl ockaccess. get Bl ockMetadata(i, j, k)
int rotati on = neta%i;
if(meta < 4)
return fal se;
if(((rotation == & & meta >= 7) || (rotation == && meta >= 4 && nmeta < 8))
&& side == 3)
{
return true;
}
if(((rotation == 2 & meta >= 7) || (rotation == 1 && neta >= 4 && neta < 8))
&& side == 4)
{
return true;
}
if(((rotation == & & nmeta >= 7) || (rotation == && meta >= 4 && neta < 8))
&& side == 2)
{
return true;
return (((rotation == 0 & neta >= 7) || (rotation == 3 & nmeta >= 4 && nmeta <
8)) && side == 5);
}
/1Signal in
/I Back - Set
private bool ean func_InputS(Wrld world, int x, int y, int z, int neta)
{
int side = neta%i;
if (side == 0)
return worl d.isBl ocklndirectlyProvidi ngPower To(x, vy, z+1, 3) |

((worl d.isBl ockl ndirectl yProvidi ngPower To( x+1, y-1,
wor | d. i sBl ockl ndi rect| yProvi di ngPower To(x-1, y-1,
z+1) Bl ock. redst oneWr e. bl ockl D) ;
if (side == 1)
return worl d.isBl ockl ndirectlyProvidi ngPower To(x-1, v,
((worl d.isBl ockl ndirectlyProvidi ngPower To(x-1, y-1, z+1, 3) |
wor | d. i sBl ockl ndi rect| yProvi di ngPower To(x-1, y-1,
z) Bl ock. redst oneWr e. bl ockl D) ;
if (side 2)
return worl d.isBl ocklndirectlyProvidi ngPower To( X,
((worl d.isBl ocklndirectlyProvidi ngPower To(x-1, y-1, z-1, 4) |
wor | d. i sBl ockl ndi rect| yProvi di ngPower To( x+1, y-1,
1) Bl ock. redst oneWr e. bl ockl D) ;
if (side 3)

z+1, 4) |

yy
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return worl d.isBl ocklndirectlyProvidi ngPower To(x+1, vy, z, 5) ||
((worl d.isBl ockl ndirectlyProvidi ngPower To( x+1, y-1, z-1, 3) ||
wor | d. i sBl ockl ndi rect!| yProvi di ngPower To(x+1, y-1, z+1, 2)) && world. getBl ockld(x+1, v,
z) == Bl ock.redstoneWre. bl ockl D) ;
return fal se;
}

/I Ri ght - Reset
private bool ean func_InputR(World world, int x, int y, int z, int neta)
{
int side = neta%i;
if (side == 0)
return worl d.isBl ockl ndirectlyProvidi ngPower To(x+1, vy, z, 5) |
((worl d.isBl ockl ndirectlyProvidi ngPower To(x+1, y-1, z-1, 3) |
wor | d. i sBl ockl ndi rect!| yProvi di ngPower To(x+1, y-1, z+1, 2)) && world. getBl ockld(x+1, v,
z) == Bl ock.redstoneWre. bl ockl D) ;
if (side == 1)
return worl d.isBl ocklndirectlyProvidi ngPower To(x, vy, z+1, 3) |
((worl d.isBl ockl ndirectlyProvidi ngPower To(x+1, y-1, z+1, 4) |
wor | d. i sBl ockl ndi rect!| yProvi di ngPower To(x-1, y-1, z+1, 5)) && worl d. getBl ockld(x, v,
z+1) == Bl ock.redstoneWre. bl ockl D) ;
if (side == 2)
return worl d.isBl ocklndirectlyProvidi ngPower To(x-1, vy, z, 4) |
((worl d.isBl ocklndirectlyProvidi ngPower To(x-1, y-1, z+1, 3) |
wor | d. i sBl ockl ndi rect!| yProvi di ngPower To(x-1, y-1, z-1, 2)) && world. getBl ockld(x-1, v,
z) == Bl ock.redstoneWre. bl ockl D) ;
if (side == 3)
return worl d.isBl ocklndirectlyProvidi ngPower To(x, vy, z-1, 2) |
((worl d.isBl ocklndirectlyProvidi ngPower To(x-1, y-1, z-1, 4) |
wor | d. i sBl ockl ndi rect!| yProvi di ngPower To(x+1, y-1, z-1, 5)) && world.getBlockld(x, y, z-
1) == Bl ock.redstoneWre. bl ockl D) ;
return fal se;
}

/' Rot ati on when pl aced
public void onBl ockPl acedBy(World world, int x, int y, int z, EntityLiving
entityliving)

int meta = ((MathHel per.fl oor_doubl e((double)((entityliving.rotationYaw * 4F) /
360F) + 0.5D) & 3) + 2) % 4;
wor | d. set Bl ockMet adat aWt hNoti fy(x, y, z, neta);
int id = bl ockl D;
onNei ghbor Bl ockChange(world, x, y, z, id);
}

/I Notifies neighbor blocks when added
public void onBl ockAdded(World world, int x, int y, int z)

{
wor | d. noti fyBl ocksOf Nei ghbor Change(x+1, y, z, blocklD);
wor | d. noti fyBl ocksOf Nei ghbor Change(x-1, y, z, blocklD);
wor | d. noti fyBl ocksOf Nei ghbor Change(x, y, z+1, blocklD);
wor | d. noti fyBl ocksOf Nei ghbor Change(x, y, z-1, blocklD);
wor | d. noti fyBl ocksOf Nei ghbor Change(x, y-1, z, blocklD);
wor | d. noti fyBl ocksOf Nei ghbor Change(x, y+1, z, blocklD);

}

/1 Dr opped

public int idDropped(int i, Random random

{
return nod_M scDigital.|tenHal f Adder. shiftedl ndex;

}

//Tests if the block is solid
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publ i c bool ean i sOpaqueCube()
{

}

/Il Tests if the block may provide power. Used for draw ng Redstone Wres.
public bool ean canProvi dePower ()

{
}

/] Tests where the block may be pl aced
public bool ean canPl aceBl ockAt (World world, int x, int y, int z)

{

return fal se;

return true;

i f(!'world.isBlockOpaqueCube(x, y - 1, z))
return false;
el se
return super.canPl aceBl ockAt (world, x, vy, z);

}

/[l Tests if the block may stay in the world
public bool ean canBl ockStay(Wsrld world, int x, int y, int z)
{
i f(!'world.isBlockOpaqueCube(x, y - 1, z))
return false;
el se
return super.canBl ockStay(world, x, vy, z);
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