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pointerPressed(Pointer actionPointer, List<Pointer> pointers) {
.setVisible( )

.setLocation(actionPointer.getX(), actionPointer.getY())
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.getWidth()
.getHeight()
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@Override
pointerPressed(Pointer actionPointer, List<Pointer> pointers) {
.setVisible( )
touchX = actionPointer.getX()
touchY = actionPointer.getY()
(touchX > .getX() & touchX < .getX() + .getWidth() &&
touchY > .getY() & touchY < .getY() + .getHeight()) {
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@Override

pointerMoved(Pointer actionPointer, List<Pointer> pointers) {

( )
.setLocation(actionPointer.getX() - .getWidth() / 2
actionPointer.getY() - .getHeight() / 2)
moveX .getX()
moveY .getY()
(moveX + .getWidth() / 2 > .getX() && moveX < .getX() + .getWidth() / 2 &&
moveY + .getHeight() / 2 > .getY() && moveY < .getY() + .getHeight() / 2)
changeState(Game. )
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(actionPointer.getID() == .getID()){
= actionPointer
} (actionPointer.getID() == .getID()){
= actionPointer
}

resizeAndroidIcon()
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resizeAndroidIcon() {
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@Ooverride
pointerReleased(Pointer actionPointer, List<Pointer> pointers) {

(pointers.size() == 0){

&& actionPointer.getID() ==
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