mod_DigitalFunctions.java
package net.minecraft.src ;
i mport java.io.* ;
/I Created by MoareAl
publ i c cl ass mod_DigitalFunctions ext ends BaseMod

/IModLoader actions
publ i ¢ mod_DigitalFunctions()

{
Render Funct i onl D= ModLoader. get Uni queBl ockModel I D(thi s, false);
ModLoader. Regi sterTil eEntity(MoareAl.Class.TileEntityDigitalMisc. cl ass,
"DigitalFunctions" ) ;

/lltem names

ModLoader. AddNane(I1tenDi gital M sc, "Digital Functions" ) ;
for(int damage=0 ; damage <9 ; damage++)
{

ModLoader. AddNane( newltemStack( ItenDi gital M sc, 1, damage),
ItenDi gi tal M sc.getitemNamelS( newltemStack( [tenDigital M sc, 1, damage))) ;

if ( EffectiveCrafting)
CraftCost =1 ;

el se
CraftCost =0 ;

/IRecipe for Toggle
ModLoader. AddReci pe(newltemStack( ItenDigital M sc, CraftCost *5+1, 1), new
Object(] {
"Z" o, "#XY", Character. val ueOr ('# ), Item. redstone,
Character. val ueOr (X' ), Block. sand, Character. val ueOr ('Y" ), Block. t or chRedst oneActi ve,
Character. val ueOr ('Z' ), Block. | ever

R

/IRecipe for RS
ModLoader. AddReci pe(newltemStack( ItenDigital M sc, CraftCost *2+1, 2), new
Object(] {
"XY#', "##' , "#YX" ,Character. val ueOf ('# ), Iltem. redstone,
Character. val ueOr ('X' ), Block. sand, Character. val ueOr ('Y" ), Block. t or chRedst oneActi ve

R

/IRecipe for Pulse Clock
ModLoader. AddReci pe(newltemStack( ItenDigital M sc, CraftCost *5+1, 3), new
Object(] {
"#XY" , Character. val ueOr ('# ), Item.  pocket Sundi al , Character. val uedr ('X' ),
Block. sand, Character. val ueOr ('Y" ), Block. t or chRedst oneActi ve

D

/IRecipe for JK Flip Flop
ModLoader. AddReci pe(newltemStack( ItenDigital M sc,1,5), new Object[] {
"#X" , Character. val ueOr ('# ), newltemStack( ItenDigital M sc, 1, 2),
Character. val ueOr ('X' ), newltemStack( ItenDigital Msc,1,1)

R

/IRecipe for Pulse Generator
ModLoader. AddReci pe(newltemStack( ItenDigital M sc, 1, 6), new Object[] {
"#' ,"X" , Character. val uer ('# ), newltemStack( ItenDigitalM sc, 1, 2),
Character. val ueOr ('X' ), Item. redst oneRepeat er

R

/IRecipe for Counter
ModLoader. AddReci pe(newltemStack( ItenDigital M sc,1,7), new Object[] {
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"#X" , Character. val uer ('# ), newltemStack( ItenDigitalM sc,1,4),
Character. val ueOr('X' ), newltemStack( ItenDigital Msc,1,1)

R

/[Random Generator
ModLoader. AddReci pe(newltemStack( ItenDigital M sc, CraftCost *2+1, 8), new
Object(] {
"#XY" , Character. val ueOr ('# ), Block. | eaves, Character. val uer ('X' ),
Block. sand, Character. val ueOr ('Y" ), Block. t or chRedst oneAct i ve, Character. val uex ('Z' ),
Block. | ever

D
}

publ i c voi d ModsLoaded()

i f (ModLoader. isMdLoaded("mod_LogicalGates" ))

{
/IRecipe for Half Adder
ModLoader. AddReci pe(newltemStack( ItenDigital M sc,1,4), new Object[] {
"#' , "X" , Character. val uer ('# ), new
ItemStack(mod_LogicalGates. I tenlogi cal Gat es, 1, 5), Character. val uer ('X' ), new
ltemStack(mod_LogicalGates. I tenlogi cal Gates, 1, 4)
Do
/IRecipe for Pulse Generator
ModLoader. AddReci pe(newltemStack( ItenDigital M sc, 1, 6), new Object[] {
" # L, "YX" , Character. val uer ('# ), new
ItemStack(mod_LogicalGates. I tenlogi cal Gat es, 1, 4), Character. val uer ('X' ), new
ltemStack(mod_LogicalGates. I tenlogi cal Gat es, 1, 2), Character. val ueOr ('Y' ),
Item. redstoneRepeater
Do
}
}
publ i ¢ String Version()
{
return "3.1.2" ;
}

/IBlock declaration
public static final Block Bl ockDigitalMsc;

/IRender type declaration
public static int RenderFunctionlD;

/lltem declaration
public staticltem ItenDigitalMsc;

/IProperties

public static final File cfgfile;

public static int Pul seGenLength=2 ;

public static int C ockTinme=16 ;

public static int DefaultCount =5 ;

public static boolean EffectiveCrafting= true;
private int CraftCost ;

public static bool ean Reducelcon= false;

public static int GU Step=5 ;

public static int Digital FunctionsBl ockl D=201 ;
public static int Digital Functionsltem D=457 ;
public static String Bl ockText ure = "/MoareAl/Blocks/DigitalFunctions.png" ;

/IBlock and Item data
static

{
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[[The configuration file

cfgfil e= newFile(Minecraft. get M necraftDir(), "/config/MoareAl's Digital
Functions.cfg" ) ;
ConfigDigitalFunctions. Configure(cfgfile);
Bl ockDi gital M sc = new
BlockDigitalMisc( Di gi tal Functi onsBl ockl D).setBlockName(  "MiscDigital" ) ;
ItenDigital M sc = newltemDigitalMisc( Di gi tal Functionsltenl D,
Bl ockDi gi t al M sc).setltemName(  "MiscDigital" ) ;

/IThe rendering for the gates
publ i ¢ bool ean RenderWorldBlock(RenderBlocks renderblocks, IBlock Access
iblockaccess, intx, inty, int z Blockblock, intl)

Tessellator tessellator = Tessellator. i nst ance;
i f(l==Render Functi onl D)

byt e A = MoareAl.Class.BlockDigitalMisc.

byt e B = MoareAl.Class.BlockDigitalMisc.

byt e C = MoareAl.Class.BlockDigitalMisc.

byt e F = MoareAl.Class.BlockDigitalMisc.

byt e G = MoareAl.Class.BlockDigitalMisc.

byt e | = MoareAl.Class.BlockDigitalMisc.

TileEntityDigitalMisc tileentity =

(TileEntityDigitalMisc)iblockaccess.getBlockTileEnt ity(x, ¥, z) ;

i nt meta = iblockaccess.getBlockMetadata(x, vy, z) ;

i nt rotation = tileentity. Rotation ;

f | oat light = block.getBlockBrightness(iblockaccess, x, v, 2)

f | oat white = 1.0F ;

//Gate Model

RenderFunction. Render Funct i onModel (tessellator, block, iblockaccess, x, vy,

z, white, light, rotation) ;

~.

~.

~.

TOTMOm>

i f (meta>0)
{
fl oat red = 0.5F ;
/IOutput F
red = 0.5F ;
i f (tileentity. Output [F])
red = 1.0F ;
RenderFunction. Render Qut put (tessellator, block, x, vy, z, red, light,
rotation, 0) ;
RenderFunction. Render Connect i onPi ece(tessellator, block, X, vy, z, red,
light, rotation, 0) ;
/IOutput G
i f ((meta == 2 || meta == 4) && !tileentity. State [2]) || meta == 8)
{
red = 0.5F ;
i f (tileentity. Output [G])
red = 1.0F ;
RenderFunction. Render Qut put (tessellator, block, x, vy, z, red,
light, rotation, 1) ;
RenderFunction. Render Connect i onPi ece(tessellator, block, X, y, z,
red, light, rotation, 1) ;
}
/[Output |
i f (meta==8]|| ((meta ==2 || meta == 4) && tileent ity. State [2]))
{
red = 0.5F ;
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i f (tileentity. Output [I])
red = 1.0F ;
RenderFunction. Render Qut put (tessellator, block, x, vy, z, red,
light, rotation, 1) ;
RenderFunction. Render Connect i onPi ece(tessellator, block, X, y, z,
red, light, rotation, I) ;

/lInput Connection

i f (tileentity. Output [F] || tileentity. Output [G] ||
tileentity. Output [I])
red = 1.0F ;
RenderFunction. Render | nput Connect i on(tessellator, block, X, vy, z, red,
light, rotation) ;
/lInputA
float cyan=0.0F ;
i f (meta==5]|| meta==7|| (meta==2 || meta == 1) &&
tileentity. State [2]))
red = 0.5F ;
i f (tileentity. Input [A])
{
red = 1.0F ;
}
i f ('tileentity. Connection [A])
{
cyan = 0.5F ;
RenderFunction. Render | nput (tessellator, block, x, y, z, red, cyan,
light, rotation, 3) ;
}
[lInputB
cyan = 0.0F ;
red = 0.5F ;
i f (tileentity. Input [B])
{
red = 1.0F ;
}
i f ('tileentity. Connection [B])
{
cyan = 0.5F ;
}
RenderFunction. Render | nput (tessellator, block, x, y, z, red, cyan,
light, rotation, 0) ;
/NnputC
i f ((meta == 2 || meta == 4) && !tileentity. State [2]) || meta==5||
meta == 7)
{
cyan = 0.0F ;
red = 0.5F ;
i f (tileentity. Input [C])
{
red = 1.0F ;
}
i f ('tileentity. Connection [C])
{
cyan = 0.5F ;
}
RenderFunction. Render | nput (tessellator, block, x, y, z, red, cyan,
light, rotation, 1) ;
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}
}
b .
/lif(block instanceof ICustomTextureBlock)
1K
/I Tessellator tessellatorl = Tessellator.instance

/I tessellatorl.draw()
/I tessellatorl. startDrawmgQuads()
/I GL11.gIBindTexture(3553 /*GL_TEXTURE_ 2D*/
ModLoader.getMinecraftinstance(). renderEnglne getTe
/I return true
I}
return false;

xture("/terrain.png"))

;

}
}
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