SaveScreen
(from Screens)

-selectedSave: SavedElement
"ArrayList"}

1
-deleteButtonStyle: ImageButtonStyle
-playButtonStyle: ImageButtonStyle

Kroy,
+render(delta: float): void
-deleteSave(): void

Patrol
(from Entities)

#path: Queue
#HP: float
#position: Vector2
#name: String

«constructor»+Patrol(type: PatrolType, mapW: int, mapH: int, name: String)
«constructor»+Patrol(type: String, HP: float, x: float, y: float, path: Queue, name: String)
«constructor»+Patrol(type: PatrolType)

SavedElement
(from Utilities)

-timestamp: String
-getEnTimestamp: String
-fireStation: FireStation
-fortresses: Fortress[*] {collect
-patrols: Patrol[*] {collection="ArrayList"}
-bossPatrol: BossPatrol
-minigameFireTruck: FireTruck
-minigamePatrol: Patrol

="ArrayList"}

+listAliveFireTrucks|
+listAliveFortresses(): String
+getFireStation(): FireStation
+getFireTrucks(): FireTruck(*]
+getFortresses(): Fortress[*]
+getGameState(): GameState
+getDifficultyControl(): DifficultyControl
+getPatrols(): Patrol[*]
+getBossPatrol(): BossPatrol
+getTimestamp(): String
+getDifficultyLevel(): DifficultyLevel
+waslInMinigame(): boolean
+getMinigameFireTruck(): FireTruck
+getMinigamePatrol(): Patrol

String)

Fortress
(from Entities)

-HP: float
-position: Vector2

FireStation
(from Entities)

-gameScreen: GameScreen
-x: float

-y: float

-HP: float

GameScreen
(from Screens)

-inputHandler: GamelnputHandler
[o] Ti

ap! d
-camera: OrthographicCamera

: Shap
-mapLayers: MapLayers
-structureLayersindices: int
-backgroundLayerinde;
-mapBatch: Batch
-camShake: CameraShake

: Fortress[*] ‘ArrayList"}
-patrols: Patrol[*] {collection="ArrayList"}
-bossPatrol: BossPatrol
-vfx: VFX[*] {collection="ArrayList"}
-station: FireStation {readOnly}
icultyControl: DifficultyControl {readOnly}
ultyLevel: DifficultyLevel

gy ©

-di

l ion="ArrayList"}

-freezeCooldown: float

~truckAttack: boolean

-powerUpLocations: Vector2[*] {collection="ArrayList"}
-level: DifficultyLevel

Kroy, save:
«constructor»+GameScreen(game: Kroy, level: DifficultyLevel)
-setup(game: Kroy, level: DifficultyLevel): void

«constructor»+Fortress(x: float, y: float, type: FortressType)
(x: float, y: float, String, HP: float)

+setup(): void

+spawn(truck: FireTruck): void

«constructor»+FireStation(x: float, y: float, HP: float)

: void

DanceScreen
(from Screens)

-firetruck: FireTruck
-patrol: Patrol

BossPatrol

Kroy,

firetruck: FireTruck, patrol: Patrol)

+Attributel

«constructor»+BossPatrol(type: PatrolType, source: Vector2, target: Vector2)

«constructor»+BossPatrol(type: String, HP: float, x: float, y: float, path: Queue<Vector2>, name: String)

FireTruck
(from Entities)

-HP: float

-reserve: float
-position: Vector2
-rotation: String
-type: FireTruckType

-gameScreen: GameScreen

«constructor»+FireTruck(x: float, y: float, typeString:
-setup(gameScreen: GameScreen, rotation: String): void
+setG

: void

position: Vector2, type: FireTruckType)
String, HP: float, reserve: float, rotation: String)

Figure 1




GameScreen
(from Screens)

-saveMap: OrderedMap

+saveGameFromMinigame(minigameMap: OrderedMap): void
+saveGameState(): void

-takeScreenshot(filename: String): void
-getFortressesDescriptor(): Fortress[*]

-getPatrolsDescriptor(): Patrol[*]

DanceScreen Patrol
Fortress FireStation (from Screens) (from Entities)
(from Entities) (from Entities) -firetruck: FireTruck #path: Queue
-HP: float -x: float -patrol: Patrol | > #HP: float
-position: Vector2 {readOnly} -y: float " T #position: \_/ectorz
-area: Rectangle -HP: float saveGameState(): void #name: String

-fortressType: FortressType +getDescriptor(): Patrol

+getFireTrucksDescriptor(): FireTruck[*]

+getSave(): Fortress +getDescriptor(): FireStation

Patrol
(from Desc)

FireTruck
(from Entities)

FireStation
(from Desc)

Fortress
(from Desc)

-HP: float

-reserve: float
-position: Vector2
-rotation: String
-type: FireTruckType

+getDescriptor(): FireTruck

FireTruck
(from Desc)

Figure 2

GameScreen
(from Screens)

-difficultyLevel: DifficultyLevel
-powerUpLocations: Vector2[*] {collection="ArrayList"}
-powerUps: PowerUp[*]

PowerUp
(from PowerUp)

-animation: Animation
-position: Vector2
-timeLeftOnScreen: float
-timeOnScreen: float

-canCreatePowerUp(): void

-generateRandomLocation(): Vector2

-createPowerUp(location: Vector2): void
-checkIfPoweruplinLocation(newPowerUpLocation: Vector2): boolean
-generatePowerUpLocations(level: DifficultyLevel): void
+updatePowerUps(): void

+update(): void

~removePowerUp(): void
+drawStats(shapeMapRenderer: ShapeRenderer): void
+invokePower(truck: FireTruck): void

Range

f P (9] 1 1
(from PowerUp) Shield Water Heart

(from PowerUp)

~powerUpDuration: float (from PowerUp) (from PowerUp)

~timelnPowerUp: float ~powerUpDuration: float

~rangelncrease: int
~truck: FireTruck

~timelnPowerUp: float

¢ +invokePower(truck: FireTruck): void
~truck: FireTruck

-refillReserve(truck: FireTruck): void

+invokePower(truck: FireTruck): void
-restoreTrucksHP(truck: FireTruck): void

+invokePower(truck: FireTruck): void
+update(): void
-revokePowerUp(): void

+update(): void
+invokePower(truck: FireTruck): void
-revokePowerUp(): void

Freeze

(from PowerUp)

+invokePower(truck: FireTruck): void

Figure 3
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