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public void stop() {
it {myThread != null) myThread.stop();
myThread = null;
}
public void start() {
if (myThread == null) {
myThread = new Thread(this);
myThread.setPriority(Thread.MIN_PRIORITY);
myThread.start(}:
}
}
// Run method
public synchronized void run() {
while (Thread.currentThread() == myThread) {

try {
if (game 1= null) { game.live(); game.repaint():
}
if(sndServer != null) sndServer.iterate():
Thread.sleep(animationDelay);
I
catch (InterruptedException e) { break: }
}

}
// Event handler (panei)

public boolean action(Event evt, Object arg) {
if (evt.target speedChoice) {
animationDelay = 5
* speedChoice.getSelectedindex();
}
else if (evt.target == soundCheck) {

if (sndServer = null) sndServer.toggle():

}
else if ("START".equals{arg)) {
it (game != null) { game.stopGame():
game.startGame(false); }
}
eise if ("DEMO".equals(arg)) {
if (game != null) { game.stopGame();
game.startGame(true): }
}

else if ("PAUSE".equalsiarg)) stop(}):
else if ("RESUME".equals(arg)) start();
else if ("UNLOCK".equals(arg)) {
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if {game = null) game.unlock();

t

else if ("NEXT".equals(arg)) {
if (game = nuill) game.jumpNext():

}
return true;
}
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