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UEFA Champions League 2016 (160%)

A soccer tournament consists of a set of games, where in each game two soccer teams compete against
each other, and eventually the team with the highest scoring record in all the games is crowned as the
champion. In this problem, you have to implement the set of classes that simulates a soccer tournament.
Three classes in total should be implemented, Player, Team, and Tournament. A forth class
called UEFA2016 is given to you; you should simply run it to test your code. The classes that you should

implement are described hereafter:
* The Player class holds details about a single player. A Player is represented by six private fields:

© Aninteger called jerseyNumber to record the jersey number of the player
o Astring called position toindicate the position of the player. It can take 4 values:
= “GK” if the player is a goalkeeper;
=  “DF” if the player is a defender;
=  “MF” if the player is a midfielder;
* “FW”if the player is a forward.

A string called name tc hold the name of the player

()]

An integer called scoredGoals to track the number of goals that the player (will) has
scored. It is updated based on the value of scoringProb as described next.

A double called scoringProb which is a decimal number in the range [0, 1). This number is
used as a threshold to know whether the player will score a goal or not. For example, if the
scoringProb is 0.9, you can generate a random number in the range [0, 1), and then
assume that the player will score a goal if the random number is less than or equal to 0.9; in
which case,"you must increment the instance variable scoredGoals by 1, otherwise the

player will not score (keep scoredGoals intact).
A boolean called isPlaying to indicate whether the player is playing in the game or is a

substitute.

The senavior (methods) of class Player is as follows:

{ public class Player

! // a constructor that sets the fields of the Player object to the passed variables
| // scoredGoals is set by default to 0

ll // isPlayingis set by default to false.

Player (int JjerseyNumber, String position, String name,
I double scoringProb)
// getter for scoredGoals

int getScoredGoals ()

// this method calculates/updates the value of scoredGoal s
// based on the value of scoringProb.

// scoredGoals is incremented by 1 only if a

// generated random number (in the range [0,1.0)) is less than or equal to

// scoringProb

void calcScoredGoals ()













