The readability of source code has a direct impact on how well a
developer comprehends a software system. Code maintainability
refers to how easily that software system can be changed to add
new features, modify existing features, fix bugs, or improve
performance.

Refactoring is the process of changing a software system in such a
way that it does not alter the external behavior of the code yet it
improves its readability, maintainability, and extensibility. Wh
you refactor you are improving the design of the code aft
been written.
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public void Update(GameTime gameTime)

{
bool colliding = false;
foreach (var block in _blocks)

block.Update();
if (collisionHandler.checkForCollision(mario, block))

if (block.CurrentPowerUpState is HiddenState)

{
if (collisionHandler.checkSideCollision(mario, block) == CollisionTypes.Bottom)
mario.Halt();
}
else
{
mario.Halt();
colliding = true;
}
}
}
if (Mario.invincibleTimer == @)
{

if(mario.PowerUpState is FireStarState)
mario.ChangeToFireState();

else if (mario.PowerUpState is StandardStarState)
mario.ChangeToStandardState();

else if (mario.PowerUpState is SuperStarState)
mario.ChangeToSuperState();

foreach (var enemy in _enemies)
if (collisionHandler.checkForCollision(mario, enemy) && !enemy.IsDead())

colliding = true;
enemy.boxColor = Color.Black;

if(mario.PowerUpState is SuperStarState || mario.PowerUpState is FireStarState ||

mario.PowerUpState is StandardStarState)
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enemy . JumpedOn();

else if (collisionHandler.checkSideCollision(mario, enemy) == CollisionTypes.Top)

{
enemy . JumpedOn();
mario.Halt();
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else
{
if (mario.isCollidable == true)
{
if (enemy.Hurts())
mario.EnemyHit();
else
{
enemy . JumpedOn() ;
mario.Halt();
if (collisionHandler.checkSideCollision(mario, enemy) == CollisionTypes.Right)
((KoopaTroopa)enemy).ChangeShellvelocityDirection();
}
}
}
}
else
{

enemy.boxColor = Color.Red;
mario.isCollidable = true;
foreach (var block in _blocks)
if (collisionHandler.checkForCollision(enemy, block))
((KoopaTroopa)enemy).ChangeShellVelocityDirection();

enemy.Update(Viewport);
}
else
{

Mario.invincibleTimer--;

foreach (var enemy in _enemies)

076
Q77
078
079
080
081
082

if (collisionHandler.checkForCollision(mario, enemy) && !enemy.IsDead())

colliding = true;
enemy.boxColor = Color.Black;
if (mario.PowerUpState is SuperStarState || mario.PowerUpState is FireStarState ||

mario.PowerUpState is StandardStarState)
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enemy . JumpedOn();
}
else
{
enemy.boxColor = Color.Red;
mario.isCollidable = true;
foreach (var block in _blocks)
if (collisionHandler.checkForCollision(enemy, block))
((KoopaTroopa)enemy) .ChangeShellvelocityDirection();

enemy.Update(Viewport);

}

foreach (var item in _items)

{
if (item.isCollidable)

if (collisionHandler.checkForCollision(mario, item))
{

colliding = true;

item.boxColor = Color.Black;

if (item is Coin)

//Add code to add coin to total coins

else if (item is Star)
mario.ChangeToStarState();

else if (item is FireFlower)
mario.ChangeToFireState();

else if (item is MushroomlUp)

//Add code to add extra life

else if (item is MushroomSuper)
mario.ChangeToSuperState();
item.makeInvisible();
item.isCollidable = false;
}
else
item.boxColor = Color.Green;
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if (colliding)

mario.boxColor = Color.Black;
else

mario.boxColor = Color.Yellow;
mario.Update(Viewport);



