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Initial Design:

As the design and architecture of our project progressed, we used CRC cards to create our
first structure. We started off listing each element of the program and refined it down to meet
our requirements. Our final CRC cards serve as the bridge to our UML architecture. You can
find our CRC cards here , or on our website. In the CRC document, the slidesCRC cards
show the evolution of the cards, with the final slide showing our final cards. Additionally, the
themes and goals we used to create these are included. The final iteration shows the correct
naming convention, linking to our future UML diagrams.

Architecture stye [1]:
Our product uses an entity-component based architecture where most classes inherit from a
base GameObject class. We followed this architecture as most of the team had dabbled in
game development softwares such as Unity and GameMaker which meant we had some
base understanding of how the system worked. We assumed it was likely the team that
takes on our project would include someone who has used similar software which would
make our product more appealing in the presentation aspect of the module. We also chose
this architecture in order to work more efficiently in development. At times we had 3 people
working on the game simultaneously as we could work on separate classes without any
major interference.

https://docs.google.com/presentation/d/1BG7wN1rXZLnAozIF23DrgOuoBQfYEiYIwzcz6JkSt2s/edit#slide=id.p


The base components of our architecture are Screens, which inherit from the Screen class
provided by LibGDX, GameObjects created by us and rendering classes provided by
LibGDX such as ExtendViewport, TileMapRenderer etc. The GameObject class stores the
fundamental variables and functions required by an object, the position vector, a bounds
rectangle, update function and render function. This made it very easy to streamline the
rendering process which is done through the Screen. In our product the GameScreen class
is the only screen that actually has objects to render and update as the rest are used for
menus and utilise the LibGDX Scene2D package for UI. As most of the game objects in
GameScreen inherit from GameObject, we used an ArrayList of GameObjects to loop
through all objects and render and update them using a for loop. This allows for future
expansion if any more object classes are created they can be added to the list and
automatically rendered. The render() in GameScreen is used to call render in the objects in
the list and pass the necessary parameters, the viewport projection matrix, the HesHustle
game (to access the spritebatch and font) and a shape renderer (for generating debugging
rectangles etc.). There is no built-in update method in LibGDX so we created our own, called
at the start of render(), by passing the deltaTime provided in LibGDX’s Game.java render
function.
For the Rendering we use an ExtendViewport so that our game is scalable however this
causes issues as the camera zooms in and zooms out so the pixels on the screen are
different to the coordinates moved by the player. This was especially annoying when trying
to stop the camera moving out of bounds. We had to implement an update camera method
which calculates the difference between the pixel distance and actual coordinate distance so
the viewport will only have black bars in one orientation and not both. To Render the Map we
used the integrated Tiled libraries for TileMaps. We hoped to extend the TileMapRenderer so
we could decide which layers in the map would be rendered over the player (eg trees and
lampposts) and under the player however due to time constraints we couldn’t implement it.

The player controls the PlayerController object which is initialised in GameScreen. Using the
LibGDX InputAdapter, we noticed it struggled with multiple direction inputs so we



implemented a method for multiple presses. This is why we store the inputs as a dynamic list
of keycodes, if two opposing directions are both in the list it will remove them both allowing
for a smoother movement system. We added a collision component to PlayerController
which is created using the CollisionDetector class. This allows the detector to read the
collision layer of the TileMap and inform the PlayerController of any collisions using the
colCorrection() method which adapts the direction vector from the inputs by setting the x or y
component to 0 depending on which sides the collisions are on.The player controller also
stores multiple animations for each (walking and idle) and swaps the animation currently
rendering depending on the Pstate (Player State). The animations have a constructor
method which allows for custom width sprite sheets which we thought would benefit the
future group who takes over. We kept the Anim class separate from the player as it would be
easier to give different objects animated visuals.
After the PlayerController, the EventManager is the second most important class we created
as it facilitates communication between the buildings on screen and the player as well as
storing the energy, time and score variables and methods. When the player goes near a
building, GameScreen will change the NearestBD variable in the player to that building, if the
Player then presses Space to interact, the name of the building is passed to the event
manager who begins the appropriate event (currently an event freezes the player and
displays an image as a placeholder for future development). The EventManager checks if
there is enough energy to proceed then processes all the variable changes the event
provides then finally calculates the current score of the player. It also keeps track of time for
the player, using deltaTime to increment TSec at a custom float value and TSec to increment
Tmin at 60.
We Initially wanted separate classes to control the time, score and energy however after
implementing the event class we realised a central game manager would be more efficient
as other objects could reference the EventManager for info so rather than passing 3 objects
to each constructor we could store it in one, an example of this is our GUI class.

The EventManager is heavily used in the GUI of the game as the energy, time, score and
number of each type of event needed to be displayed. The GUI component contains its own
ExtendViewport and uses Scene2D to display the necessary information over the main
render pipeline. Similarly the LightCycle class takes the time variables from EventManager
and calculates the interpolation value to achieve a gradient effect in the day-night cycle. We



made GUI a separate class as it helped continuous integration and we did not want to make
the structure of the GameScreen class too cluttered.

Structural diagrams [2]:

First Structure

As we moved on from the CRC cards, we created an initial class diagram for the four main
classes we planned on using as shown below:

Class diagram 2
- PlayerCharacter stores all of the elements needed for the player to complete an

event. (Player energy etc.)
- Event stores the requirements the player needs to carry out an event as well as its

impact on the player and score.
- Main handles input, calls the other classes and calculates the score.
- Time keeps track of the days and hours and handles progression to the next day.

Class diagram 1

This Diagram shows a detailed overview of the Main class and its interaction with the other
classes.

Final Structure
Our final structure moved away from these classes, with HesHustle initially creating the
game and setting the screen to MenuScreen. Below is an explanation of each class along
with a class diagram representing each one.

Final Class Diagram(Main Classes)
- GameObject acts as a parent class to many of our classes and controls the rendering

of objects
- EventManager handles the creation of events and their interaction/pop-up screen. It

updates the energy and time after an event is carried out.
- Event stores an event's information as well as the energy and time required to carry

out an event.
- PlayerController handles the player movement, location and required animations.

Creates a collision detector

Final Class Diagram(Screen)
Each screen inherits from the LibGDX class Screen and uses its methods shown in the class
diagram above.

- MenuScreen brings up the menu screen after HesHustle creates the game, Giving
the player the option to Play or Exit.

- GameScreen appears when the player chooses to play. It renders all of the objects
and moves the camera as the player moves. It checks whether to move to the

https://www.plantuml.com/plantuml/img/tLPRJnix47vcVuMrbKfoIWatKHf8T48k59r08yWRgYgpdcpSElOUsqiRLVtlP-pTpMq39KZjmm4HufdvPcPdlXdltyPIRTE928BQDc6SnffEo0Gi9OpYXrS7aP8Z7ZTkhKuZcsfe-tEggULAdWO_0aB2HAil4DcseCRm4O-yBgmJfqIr0QgZyPLYWBBmOm9oa0727LAhaGN13ca9aNyt6PZBIAGCM25rBiATJ9TGE-vAzWzClodDlEglNJv9H670JLjma7Q0Xel0GdvD9x0i7u9PO-saPTihcYHSncNpN556TB2khIW2OygWkMuzRjQ1zT2Pkeo-b1RqY4OmiraJVerHsLDNMZqTABwkedFTAivgeBR79HKz3eAP5XP88iMKdgBPY0e3QFZJMOV8mMHyW-NMF5fcKUJODQ3HLnf3zxidHOyBJ7enrABHfNpAo2Nvj1jdyQWF79EnOaywcPiywaN3H3t0-VHIZa5pIsMK5yxD1PyBQrHAPVrOaNjgW96HzuKa8zmGfYIWES6P1PnNXgCBoNA4rip1klZjXRBD4uW4K9acn8w1-BuGEiAW6oQs9j8gGQBKvYDZ2aBCDLsPJb2Ah5mGke4q9Masr2NnVBBAtjVGlcoqD5zhz1TWqKjBibl_fPoNaiR3bIwINYRyKDC7q8QAETr7Id-ZcdKWyODsd7kxnoQja_yVfsFC6Jp22wTwiYlEOA3v0xLmvIEjiCNfPxrlKo5c-cpq6DVW5r2Tk0i59aYiZEPlcwZEWQI294TN36JLAvPCiqXAYkdjM7rh9Od8hyRvgfodxS9gfIoHU4-wsIaklinBQlBdyBdsb9uzUIUxk5tXUXbdFcB4qFbREE-GSsN7dUAfp0wvLZCEChppkQz0JZuQnnhYsRguq2fDyjdDLaD-s26BAkUpc7U3J-o55o1n7KJ3QG8hBN0cQtipLmmeFXbWiHrFVctrP90Rm6f9PrAso6UY3m_Wot2meEluuW3pJpEh-keOkzPbzS5wNL4kFOb3-6v16YoZQvkRtImNpt9NntzJAl2D2TYk7wfTYG_oQZuQv2qnF9RKHQoJ9Br71hdtCel_C1MtPJFZIdQg1Z-3yeiSu8smNGlmX_5iZyTvepMLNv7fZN1u7dg1GOvAC8r4YQdxveL1iEr8QKXWqllC0L8JxnZzUN__yEZawEZuy83y8CvuIz1x48s1e5FGxJ5s9aAx81D_GL1315juHuX82OM1Nq7aViDWozYfW8PJPPntVojkvj7kSe-DixDXwxpV9USVRphTcqQu7v9sjzylZdlPST3gT2wlBnhXKNQ-7RJQ_hmNDeEpuKtpRDWXhVxbnNKZx7Txmv0qA-tgIlIpsh3Jn8yRX7ougJq6V8jvEyx7qxfR5EHk_zCYyb7C16TdFUI9O6y8PUpA8IjpVFMNyTwGQ0pHrwvFio9rdE7gv5ufT-a_mm6325_h3ApwU0OKjpNO7BTaN_EzR3PNoB0reJhcih67yZ5De948wbRmTxjCfPx_2ODFfpW6PQuUlpiyF3bvTvHnF-TFzm6tzSRqT0uyil3vH_Ze8sxCmhOoTZCcWloYfkuMkxKfc_gbkA43bwZRjBWayPFSxUtkFXCwmjqMfx1PF6vyffk1tAgj5rjqWmmjdq1MKwPm8SDgmDzBueF3ztj79--NjwsxRrwwOXqsT_f7IEpYFNkvtKPAGoLnUvXvzfiwwNDZNmjxwi-lOtjQzNr_njxXCabjfLeq_Hc82IPRmRwP0dFtwNSjBBAksSTxnoS7AyqU8lzUsco7pPt-aMQxU1iiB4QdPhCXTeZF7rIg4JSIYcvsT_fBqELOSKDT3FIBhi4E9bAfRW3mIRyyhhz3Cn-_aP7Rm69yx_FlWFxpP_0tlasc4_4V
https://www.plantuml.com/plantuml/img/tLTRRnCv57vcVeKL7aft0ysz2LLMb5vOj1GYsfMG45gvuvF4rB47szCIeVxtFROdcKbcccw0xahRDkdat7tydKjU64krJMSYYlPs2EDqekcCpC1ImYY-UNOKApdca-4H5UB8FwQQMgxaGVGj8gIcbR9dOAUArPwJsXdbyl4CtvwSMytbvEEdtLhTYILQVORO7Wbg31_ps9j03MS3sGQeZgTdYe6pyYu1EGeAjJhPsoC5GfqS2f4zcw3CPInI1cn1TIQyL-UNskc9P7_0_4Pfvbc_FEEpH2m4k3aI7AGTeM1HSK5_IsUmIhy0Ko7jg6NPCveac8QoUCOeQnnZvW_Z68mfA-MyQZtCUHhRL4Erwf9TrdujBUWnZM4fK-6-GgXiwKHQFHyfNfNHdBUkPpLGUyeb5QSS13E7c22985HwZc9ZAWoWuAs74g8qcRx7T6iUhw8eTkWQqVYAJk3agmV5AHSOTD5LKUYrt2JaWjninadSQMFcgsAZaLpaJYiQPkeQNivVoobeRgcCiyIvkk0vSOzAgQmlAt993J0ozhOGP8GRmfG452TOrO0LpR2u8LdrSBWqKEN_g92sF81O09LfGkmKYByNGiVeTCl0AZoj0oHERLOoPW68d7CYqnbI4PK5eYj8KwA6eYwHyyegiIfGNwc-WVqABDeubEpSFvI3Kj9uRQKNogjelz3q6hIX8iVwMEaRgjan9BxAsfcrIxoXAlh_iJIcdC4Te72iqgMi2umqlwOMmlHQkpN7NzwyctrBVgWxnZNuxlESk6a2CqHLmFZJtv2TAP8dY70qnK3kUiQAQF2af9YVJzNDOPA8R2xcVJ8FsxbrivP879AkS1PJBrX9JNOE7-kfqikJ7uUvxX9t6Z3p3ZtMdBt2vpfvgUpqU74gKoTlrHA335S2xZEGWOzE9XecorxnIgiqoGetz8NiGvqKMSxcejWDdZW4FA8O7M32pCKyATrJbPm3nTroxm5FBPsj2f4Ct6_W6lnvMWMUozmxpJp6Ydh09h3OJ3Ai-0pwW_gOGm8Bl7gWOyLdn2KNII79Jk1FWx7a0HpxD0FpoLhUNsd-EHI4L6SBLzYmuAi5QV16t3bS6yYtCd_PNr8gSFC2zipNvpE9MNoSLnbvIWoVIEfSFYT9UebWT1kWnNzXboD1EDliTgFRgBmo0awMdRq8VnWFys2IOKPJUOL5CwozUL_p18Dmbs26YH9pz-I9KRJZy6r8PDBBO01HZhDA_zLijZlzJgVNRf5ln0a_4lGIn70aw1pqqHJX4QDS5CYVKMaeeaSuQqIiX4B7Zo5slxNeaR5p0KF72kNZNYL_hLvZlztizxxFsysKMwZsj6OYFzU73n_YASHN9nBqPDviT3hjviVCmx3sAoamd-ok7wFisoebB4-6jVMO8vaAWVfZ9MtGO5HVOKM3Z3uTHD6c01d4kAePk2l6LVv_5YOsVB0XXaOnl0Bz8MEx9UwlZE5MUz3ez0Uha78b_DDGsznlzBgjLh_TsCB91h0wlIngJEjvh3Gq-ytk_dvhlrzChETibL8VqNrtlEgUooIrA_VfAG_jrdsVRVQxWrwttUaEYkxzDztlzevVQcyuizDXPtiWzHgzVciDI1Ty1ZyFI8D1fzFgzlRxMpZP02IdbqMzw7EEr6otkeDklpaeTph7tYgvFhJxhdOrZaMxEgPpqwZgOuxnRmNnkqgrgKx8YiX3n-ERfFTKxfqF4q06ynstQXc_1sogGBT9R-fB1rjgXxPolzPMW_l7p5MDsH-pM9o8zrkwjrgtDR5IQD-hl5OWsvefuFhWdvNWlUVmMBsDNk3Ucyx4tm00
http://www.plantuml.com/plantuml/png/bPDHRzCm4CVVyodyc6ciGe1ug01jRJSsiOffAV3inDVqDiUExFFQWFZkdBE6kNH5sfllTt_V_NE-d7gIZaAZCt-FffLEDgBIqlip8eTb8BYgh2dm9uZNMTPdn2Nuo-19mw_iM9IIgjLO5Ar3WaaCCe5DBSPY0HiA3bYpj8OOJ90QsLvmmAno80do8-OF5XKJ1qQ1Iub2trgVY7uF5ZxB1hwMTr2HY2PODHRVERBkJVHaWr5CRfb8KsjW5beL-osrbIGKQ9BxhKUZKG9d-zs7zkSFO6WkZQp1zGOMjtBDiejOFOO_958Q5r1nU6K8-4O4SpG9E15WmDKT8pJ4OMCD3D7nJhly6Zrzc0JK2atzIPJRapzYOHtBI8B-Waz7oOKuKr5Ua6ErC3p09Bq_dGNk26gWIFgIZoKEZQseh8kwmRnK2gATeNCV79ef3_D443UQMXy7g6meDJ1p87KqmAmt-NTaLHGEOrjAmZh04BFapdODroqegEwQM-lT4K_JsmfyvR0bjERfAzdEXj9jVZJQV_Jp8yYUrlH6omxSr1foLkljhgnHqMhu3l5Hl8qhkmAiLvJGz--O_dj_-q2R6-jVRPLTFEykvFayEkEiEZFO-Fo5xpn3nrVI_ubXhDJJU3Zqz1veCik7tHIJsNCBcB1xw6PsRNBEnNDbLM-bj5Q3D2omPXuqOQlX2tJ-_rg6tzf3wRXcfsmvDFeF
http://www.plantuml.com/plantuml/png/bP9HRzGm3CVV_IdoU5Een3EQfi5qsYPnRE8stdsDQGDfKYNE3ZZuxhZjxfgXWiHJujy_YVzsV9aO8-VEGVfgVOyHErKxJEajSxIxp7HR1x-rFqYz1jZMaSYhyvzLLQaD-Jo1b_mQErhYQs-My3tcT3mFCEPMKtW0OrCV4gtEr1lr5Ao1rfeYwZ6NOYHlAAu-ku2i33d6GafImifwLdjhk7sbXcrBjccvF9IxuhtKXlqS_JgQc-i-G2Eroe4RIZSviIEe1KGKT1Uv3Kt4lhNrrGYXKaEFHTlACaIC3GtXi4hCbXsznnqvWUCAUawsEYLHGzOpc1tD7LSBbZHzO_BcawLz7oABjdu1GASM-z78i7uSkqWHj0gxBrHp6jpOnET3chiHNOYuozOPwvkJ_EuPNC2zm-yKXK-Rg-0v1kSemaCtFI_QWtLaDjYVyl4pA3HOFv7dZP1fWnuRETbaA-ZwyHRqLFfYVxHWvE8_TUwDWCK1qTFmJEMbuav3_84mKk8H7ekScr_CxqBp__tdUhgyxBzAnBb_jBEPfHy_p73jpTzz_35ifIij5__BmoLvapi7y1i0


EndScreen when the player reaches the final day. Also, it controls functionality to
resize the window

- PauseScreen handles the pause menu and allows the player to Resume or go to the
Main Menu.

- EndScreen handles the ending screen which appears when the player finishes the
game. Gives the player the option to Play Again, Exit, or return to the Main Menu.

Final Class Diagram(Misc Classes)
- Anim handles the animation for player movement.
- Building stores information about each building.
- GUI handles the GUI and displays the time, day and energy. It also shows how many

of each event type has been carried out.
- TiledTest handles the camera and displays the graphics.
- LightCycle handles the lighting progressively as the time increases, simulating a

day/night cycle.
- CollisionDetector handles collisions by creating a layer above the map which renders

areas inaccessible to the player.

Class Relationships
- HesHustle inherits from the Game class from LibGDX.
- EventManager, Event, Building, GUI, PlayerController and LightCycle all extend

GameObject
- MenuScreen, GameScreen, EndScreen and PauseScreen extend Screen

Behavioural diagrams [3]:
1. Sequence diagram [4]:

Sequence diagram

This sequence diagram represents the initial plans for the implementation of the core
gameplay loop. The player interacts by moving across the screen, when they interact with an
icon in the game (representative of an event in-game) the main logic runs, checking
remaining time and the remaining energy. If the event is valid, then the time and energy it
requires is taken from the time and playerCharacter respectively. Then the hours are reset
and days decreased if the event would be the final one possible in a day (meaning it would
result in the player having 0 energy or 0 hours remaining), this is checked first for if the day
would end due to time and then for energy. To indicate the start of a new day, the amount of
energy and time they have is reset. This process repeats until the player has played out 7
days, where the score is outputted to the player via a win screen.

In this flow diagram the other aspects of implementation, such as the user inputs and how
the game will be displayed are omitted. This is due to the fact that for differing game
engines, there will be different implementations of these features, so to have the diagram be
useful for planning, these were abstracted into simply a user input and an output at score.

http://www.plantuml.com/plantuml/png/TLHDRzim3BthL-YOm4snTRTX6zga7oYGeaMJdOOT59knjSgY8T5jiwB_VQHYTtO_Bf7u-2G-FT8vZcG2jRLJySxwnWHJwzoP64-8Wjsq19Sv-fNz2_gJKYcZJxojdrJUXYspGN_LrfF-pldPgWch2e0OMyCZjG5KugnjuXNORXme6aM9i18L-vlKWosescyhi6NLuvdKdHmU7avLTW5qBkScMuU6T06EZ1IP_gzy2wL5hzIpwdNFM-iAwqlzf3A_LxwYm83A-7u89fTISqG7ngjiYvwE1B1Kc-OSHK9_HIUZRGf38n4Yu1vjeJAu1q-Jb_YvLt7ny_99pSHjgS-BoYAP4YIILSq2OdBG9BEmMS9s5DycKtfWWyI4KJmc-53EJU3m9c0P84QELCFxGUV4ktbBVUDaozwjSWplmATcznRC-5sJkQ6yqXlvFT1dOi2LyVoceC-kfcgcym268CcABzOmliLG6tgDPnt_D9Y74VpMTj4_80Jm1GHfqj3_lWDhww1OGoGU15kNWs4boN2p1PBjbMbKRce8Xf7hG1KRQ9hAvei4Akf8jwaUX7Hk3F40TcMNqfN5BdV0PJqbzgMi3Jf3Cgl6DPLKIWzxtQ85kizzxjTl2O_6uPT16A6imNEB-jFPeFna-gw7K_Qgywy4uWlnnS4KVEHhRokJd8tyZbCWo0a3Zxd6pH_UHsOlRQHl5-pRTO9-o3Zq9vPcDp9FreGngN5TyYPj5kWfy3dOwodvLWRxYsAdhPih6nVWtDnXVWT5zzR70xtVxEGDc_vhtuif8AQFP_9-ZZ-qZr9hR3x8p948wrV98daqq3qmz9XTbd_aVm00
http://www.plantuml.com/plantuml/png/TP5HIiGm48RVSufSe1SGaTKghk2Yu7g0sFxKo7G2oKHOyF1MdAvJWdsQ-IR9ttpP5GbPwank-GOAfVWzohuM8MZ_CcI0jJc0wmRSXnaRSCVZfdyEjQ3PekKrnrdBcnffZ3ojnto2nTQ7m652DcSylNrWa1MyFgo154x8VMB9YUYyunW9un55jE-NOImnyIq4WwHrtMEStgK_3GJdVbByvLVNTSQA-xsCSYF4SlNISDNJO6l9_LrEf-QVcfcLyy-qnOkj5ZRYcXNdDt8srIVDyHT-0YC7GV5NRWSUwqpV
https://drive.google.com/file/d/1ZXXyRAxY7Pm23lLblpcNUr5s6U6-54Rf/view?usp=sharing


The sequence diagrams below show the flow of the interactions in the game and the cause
and effect of the player’s decisions as well as how the game system processes those actions
and how it will be interacted with.

Eating diagram

- The student selects the Piazza building to interact with and the game system cheeks
if the student has enough time and energy to eat

- Once confirmed, the student’s energy increases in the game and time decreases and
the student can eat

Recreational diagram

- The diagram shows what happens when the student wants to interact with the ducks
and feed them

- The game system verifies if the student has enough energy and time to do this and if
so, the action can be carried out. Then energy and time are deducted depending on
this activity and the user can complete the activity.

Sleeping diagram
- Diagram shows what happens when the student selects the Bedroom option within

the game and wants to sleep.
- The game system executes the ‘perform sleep action’ and then it increases the

students’ energy
- This triggers the ‘Move to next day’ action and is repeated until day 7

Studying diagram

- The diagram shows what happens when the student wants to study in the CS
building for example

- The game system verifies if the student has enough energy and time to do this and
confirms the action with the student

- The energy and time for studying is then deducted by the game system and the study
action is performed which will help the student score higher in their exams

2. Use case diagram [5]:

- This shows a simplified version of what the first assessment requires in terms of the
gameplay loop and what the student can do in our game

- Student clicks on ‘Play’ which is displayed on a menu screen
- Once the game starts the player can navigate the avatar around the map
- The sleep activity allows the player to gain energy and move on to the next day until

day 7 which is when the game ends and the player’s score is displayed
- As well as sleep the player can study, complete activities and eat which affect their

energy levels

https://www.plantuml.com/plantuml/img/RP312i8m38RlVOgmko_WGOOAucqmy1xRR0JQTBIPi3szbMqYk5luyl7_8NLMJ3e6RmnQZGbQ7Hs9cg5WjZoWA5Gt30Jjb9L21PZNqPXLXiDfHKTeoPFL30tZF2ESH_QEfJVB_cD-rGSbxYR05xB79tlM2M8799JwWiM1Sg2zaakKZbF8K6xcA3_Xct4NcmWpvJLkHxdIfYmrVq93gOif0A5kHQOcSULRRm00
https://www.plantuml.com/plantuml/img/XOyn2iCm34Ltdq9qxmKwb0nfknO2tLNx9uZQJf3bG6vVGpDqA5IJUFy9yRjYh5PJT8wzpKg3rO1iRcbOl2oSZGutJg1XAuPq82xxwdQNZkUTd6X0XBT2Lo18dgYl_bNS9_ts7b0PD-AL9V9JejX6yqZ8qAdX7CWauSTXZr2zqUMlU8UEioPIU0MRp9aZjOwojb-kJOSSMl4t
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