package MoareAl. C ass;

i mport forge.| TextureProvider;

/1 Created by MbareAl

public class ItenDigital Msc extends Item
i mpl enents | Text ureProvider

public ItenDigital Msc(int

{

}

super (| D- 256) ;
setltemNane("LG.ogic") ;

ItenDigital M sc.java

I D, Block bl ock)

bl ockl D = bl ock. bl ockl D;
set HasSubt ypes(true) ;

/I Location of the iconfile
public String getTextureFile()

{
}

return nod_Digital Functions. Bl ockTexture;

/1 Sets icon based on danage val ue

public int getlconFronDanmage(i nt

{
}

return 32+Damage;

/I FromltenDye
public String getltemNanel S(Itenttack itenstack)

{

/1A nodification of

nmet adat a

public bool ean onltenlse(ltenttack itenstack,
i nt

wor | d,

{

return (new
StringBuil der()).append(Functi onNane[itenstack.getltenmDamage()]).toString() ;
}

i, int j,

i nt

It enReed. onl temJse(),

ky

i nt

i f(world.getBlockld(i,

I = 0;
} else
{
if(l ==0)
L
J--7
}
if(l == 1)
L
] ++;
}
if(l == 2)
{
k--;
}
if(l == 3)
{
k++;
}
if(l == 4)
{

)
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k) ==
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if(l ==05)
{
| ++;
}
}
i f(itenstack.stackSize == 0)
{
return fal se;
}
i f(world. canBl ockBePl acedAt (bl ockl D, i, j, k, false, 1))
{
Bl ock bl ock = Bl ock. bl ocksLi st[ bl ockl D] ;
if(world.setBlockWthNotify(i, j, k, blocklD))
{
Bl ock. bl ocksLi st[ bl ockl D] . onBl ockPl aced(world, i, j, k, 1);
Bl ock. bl ocksLi st[ bl ockl D] . onBl ockPl acedBy(world, i, j, Kk,

entitypl ayer) ;

wor | d. set Bl ockMet adata(i, j, k, itenstack.getltenDanmage()) ;

wor | d. pl aySoundEf fect ((float)i + 0.5F, (float)j + 0.5F, (float)k +
0. 5F, bl ock. stepSound. func_1145 d(), (bl ock.stepSound. getVolune() + 1.0F) / 2.0F
bl ock. st epSound. get Pitch() * 0.8F);

i tenst ack. st ackSi ze--;

}
}

return true;

}

private int bl ocklD;

public static String FunctionNane[] = {"Digital Functions", "Toggle", "RS Latch",
"Pul se Clock", "Half Adder", "JK Flip Flop", "Pulse Generator", "Counter", "Random
Cenerator" };

}
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