Bl ockLi ght bul b. j ava
package net. m necraft.src;
/1l Created by MoareAl
i mport java.util.Random;
?ublic cl ass Bl ockLi ght bul b extends Bl ockTorch

/1 Cl ass paraneters
protected Bl ockLi ghtbulb(int ID, int texture, float Iight)

{
super (I D, texture);
set Bl ockBounds(0.OF, 0.0F, 0.0F, 1.0F, 1.0F, 1.0F);
set Har dness( 0. OF) ;
set Li ght Val ue(light) ;
set Ti ckOnLoad(true) ;
}

/1 Turn on/off the lightbulb
public void updateTick(Wrld world, int x, int y, int z, Random random
{

int meta = world. getBl ockMetadata(x, y, z);

bool ean I nput = func_Input(world, x, y, z, neta);

i f(lnput)

{

wor | d. set Bl ockAndMet adat aW t hNoti fy(x, vy, z,
nod_Li ght bul b. Bl ockLi ght bul bOn. bl ockl D, neta) ;

}

el se

wor | d. set Bl ockAndMet adat aW t hNoti fy(x, vy, z,
nod_Li ght bul b. Bl ockLi ght bul bOF f. bl ockl D, neta) ;

}
}

/I Updat e bl ock
public void onNei ghborBl ockChange(Wrld world, int x, int y, int z, int id)
{

super . onNei ghbor Bl ockChange(world, x, y, z, id);

wor | d. schedul eBl ockUpdate(x, y, z, blocklD, 0);

}
public void onBl ockAdded(World world, int x, int y, int z)
{
super . onBl ockAdded(worl d, x, vy, z);
int id = bl ockl D;
onNei ghbor Bl ockChange(world, x, y, z, id);
}
/1Signal in

private bool ean func_Input(World world, int x, int y, int z, int neta)

{
return (world.isBlocklndirectlyGetti ngPowered(x, vy, z) |

wor | d. i sBl ockl ndi rect!| yProvi di ngPower To(x-1, vy, z, 4) |
(worl d.isBl ocklndirectlyProvidi ngPower To(x-1, vy, z, 4) |
(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) == Block.redstoneWre.blocklD)) || (world.isBlocklndirectlyProvidi ngPowerTo(x, vV,
z-1, 2) || ((world.isBlocklndirectlyProvidi 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. getBl ockld(x, v,

z-1) == Block.redstoneWre.blocklD)) || (world.isBlocklndirectlyProvidi ngPower To(x+1
y, z, 5) || ((world.isBlocklndirectlyProvidi 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)) && worl d. getBl ockld(x+1, v,
z) == Block.redstoneWre.blocklD)) || (world.isBlocklndirectlyProvidi ngPowerTo(x, vV,
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z+1, 3) || ((world.isBlocklndirectlyProvidi 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. blocklD)) ;

}

/11temyielded upon drop
public int idDropped(int i, Random random
{

}

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

return nod_Li ght bul b. Bl ockLi ght bul bOn. bl ockl D;

{
return true;
}
// Deactivate Torcheffects
public void randonDi splayTi ck(World world, int i, int j, int k, Random random
{
return;
}
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