au.edu.unimelb.swen.oop.mokepon au.edu.unimelb.swen.oop.mokepon.data

@ MapParser
au.edu.unimelb.swen.oop.mokepon.data

‘ o start(Stage): void‘ o TILES_PREFIX: String
o ITEMS PREFIX; String

o parse(GameData): GameMap

m parseTiles(GameData): Terrain[]

m parseMarkers(GameData, String, EnemyPicker): List<MapObject>
B parseMysteryBoxes(GameData): List<MapObject>

m parseExit(GameData): Exit

@ Application

Javafx.application

@ Main
au.edu.unimelb.swen.oop.mokepon

o start(Stage): void
o main(String[]): void

UMLDoclet 2.3.2 UMLDoclet 2.3.2

au.edu.unimelb.swen.oop.mokepon.battle

© Fighter @ Battle @ EnemyStrategy
au.edu.unimelb.swen.oop.mokepon.battle au.edu.unimelb.swen.oop.mokepon.battle au.edu.unimelb.swen.oop.mokepon.battle
o DAMAGE_SCALE: int o player: Fighter o chooseSkill(Fighter, Random): Skill
o mokepon: Mokepon o enemy: Fighter A
o startingStats: Map<Stat, Integer> O inventory: Inventory
o stats: Map<Stat, Integer> o0 enemyStrategy: EnemyStrategy :
: RandomEnemyStrate
o effects: List<StatusEffect> E {ca)ndﬁzg<§?r:\:0:n @ au.edu.unimelb.swen.oors)/.mokepo%gattle
e Flghter(Mo'kep.on,TerralnEf'fect) o ﬁrﬁshed: boolegan e chooseSkill (Fighter, Random): Skill
o getName(): String .
o getimagePath(): String 0 playeriWon: boolean UMLDoclet 2.3.2
o getSkills(): List<Skill> o Battle(Fighter, Fighter, Inventory)
o getStat(Stat): int o Battle(Fighter, Fighter, Inventory, EnemyStrategy, Random)
o getHp(): int o getPlayer(): Fighter
o getMaxHp(): int o getEnemy(): Fighter
o getEnergy(): int e getinventory(): Inventory
o getMaxEnergy(): int o isFinished(): boolean
o isAlive(): boolean o hasPlayerWon(): boolean
o canUse(Skill): boolean o getlLog(): List<String>
o takeDamage(int): void o playTurn(Skill): void
o spendEnergy(int): void o useltem(ltem): void
o raiseStat(Stat, int): int = endTurn(): void
o restoreHp(): void m finish(boolean): void

o restoreEnergy(): void

o reduceHpToOne(): void

o calculateDamage(Fighter, double): int
o addEffect(StatusEffect): void @ EnemyStrategy
o getMissChance(): double au.edu.unimelb.swen.oop.mokepon. battle

o applyLingeringDamage(): List<String>
e countDownEffects(): void

m getDamageMultiplier(): double UMLDoclet 2.3.2
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o chooseSkill(Fighter, Random): Skill ‘
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au.edu.unimelb.swen.oop.mokepon.data

@ MokeponParser

au.edu.unimelb.swen.oop.mokepon.data

@ Gamelmages

au.edu.unimelb.swen.oop.mokepon.data

o parse(GameData): List<Mokepon>
m parseMokepon(GameData, String): Mokepon
m parseSkills(String): List<Skill>
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@ GameData
au.edu.unimelb.swen.oop.mokepon.data

O properties: Properties

o GameData(Properties)
o has(String): boolean

o getText(String): String
o getNumber(String): int

o playerlmage: String

o typelmages: Map<MokeponType, String>
o tilelmages: Map<Terrain, String>

o buttonlmages: Map<Direction, String>

o itemlmages: Map<Item, String>

© Gamelmages(Map<MokeponType, String>, Map<Terrain, String>, Map<Direction, String>, Map<ltem, String>, String)
o hasTypelmage(MokeponType): boolean

o getTypelmage(MokeponType): String

o getTilelmage(Terrain): String

o getButtonlmage(Direction): String

o getltemImage(ltem): String

o getPlayerimage(): String

UMLDoclet 2.3.2

o getPosition(String): Position
o countEntries(String, String): int ©

au.edu.unimelb.swen.oop.mokepon.data

GameDataReader

@ ImageParser

au.edu.unimelb.swen.oop.mokepon.data

UMLDoclet 2.3.2 o ARGUMENT_PREFIX: String

o read(List<String>): GameData
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au.edu.unimelb.swen.oop.mokepon.effect

@ StatusEffect

au.edu.unimelb.swen.oop.mokepon.effect

@ Bleeding
au.edu.unimelb.swen.oop.mokepon.effect

o TURNS: int
o0 HALF_STRENGTH: double
o attacker: Fighter

o Bleeding(Fighter)
o applyLingeringDamage(Fighter): List<String>

UMLDoclet 2.3.2

o parse(GameData): Gamelmages
= readlmages(GameData, String, Enum<T>[]): Map<T extends Enum<T>, String>
= readltemImages(GameData): Map<ltem, String>
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@ StatusEffect @ StatusEffect ‘ @ StatusEffect

au.edu.unimelb.swen.oop.mokepon.effect

au.edu.unimelb.swen.oop.mokepon.effect au.edu.unimelb.swen.oop.mokepon.effect

O turnsLeft: int

i i

StatusEffect(int)

lior()- Blinded Stunned
2 g:tll\)ﬂ?ggﬁzl\:ge}%pl(lieorl(,l)b?eouble @au.edu.unimelb.swen.oop.mokepon.eﬁect © au.edu.unimelb.swen.oop.mokepon.effect
o applyLingeringDamage(Fighter): List<String> o TURNS: int o TURNS: int
o countDown(): void o MISS_CHANCE: double o DAMAGE _MULTIPLIER: double

0
J !sOver(): boolean o getMissChance(): double o getDamageMultiplier(): double
isLastTurn(): boolean
UMLDoclet 2.3.2 UMLDoclet 2.3.2
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au.edu.unimelb.swen.oop.mokepon.item

@ Inventory
au.edu.unimelb.swen.oop.mokepon.item

O counts: Map<Item, Integer>

au.edu.unimelb.swen.oop.mokepon.model

@ ftem @ Mokepon
au.edu.unimelb.swen.oop.mokepon.item au.edu.unimelb.swen.oop.mokepon.model

o typeName: String
O name: String
o imageName: String

O name: String

O imagePath: String

o type: MokeponType

O stats: Map<Stat, Integer>
o skills: List<Skill>

© Mokepon(String, String, MokeponType, Map<Stat, Integer>, List<Skill>)
o getName(): String

o getlmagePath(): String

o getType(): MokeponType

o getStat(Stat): int

o Inventory(List<ltem>)
o getltems(): List<ltem>
o getCount(ltem): int

o has(Item): boolean

e add(ltem): void

e remove(ltem): void

Item(String, String, String)

o getTypeName(): String

o getName(): String

o getimageName(): String

o use(Fighter, Fighter): String
describeUse(Fighter, String): String

UMLDoclet 2.3.2
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@ ltemCatalogue o getSkills(): List<Skill>
au.edu.unimelb.swen.oop.mokepon.item UMLDoclet 2.3.2
0 HEALTH_TONIC: Item @ - ftem ,
g @ E E E EL- l tem au.edu.unimelb.swen.oop.mokepon.item
o POISON: Item o use(Fighter, Fighter): String @ MokeponType @ TerrainEffect
o ITEMS: List<ltem> ? au.edu.unimelb.swen.oop.mokepon.model au.edu.unimelb.swen.oop.mokepon.model
o0 BATTLE ORDER: List<ltem> o NORMAL o ADVANTAGE
. A o FIRE NEUTRAL
o getAll(): List<ltem> @ Poison oICE Z BI_SQA_D_V_A_NTAGE
o getBattleOrder(): List<ltem> au.edu.unimelb.swen.oop.mokepon.item == ===
8 - o WATER o multiplier: double
® find(String): item o use(Fighter, Fighter): String o LIGHTNING o description: String
JHtbocerza2 UMLDoclet2.3.2 0 strongTerrain: Terrain m TerrainEffect(double, String)
o weakTerrain: Terrain . g
o getDescription(): String
@ Jtern tem = MokeponType(Terrain, Terrain) o adjust(int): int
au.edu.unimelb.swen.oop.mokepon.item @au‘e dusunimelb.swen.oop.mokepor item o getEffectOn(Terrain): TerrainEffect M boclets 0
o use(Fighter, Fighter): String o use(Fighter, Fighter): String UMLDoclet 2.3.2
Z% @ Stat @ Terrain
@ ) Coffee ) ) @ HealthTonic au.edu.unimelb.swen.oop.mokepon.model au.edu.unimelb.swen.oop.mokepon.model
au.edu.unimelb.swen.oop.mokepon.item au.edu.unimelb.swen.oop.mokepon.item o HP o BARRIER
o use(Fighter, Fighter): String o use(Fighter, Fighter): String o ENERGY o FOREST
UMLDoclet 2.3.2 UMLDoclet 2.3.2 o STRENGTH 0 GRASS
- o ACCURACY o OCEAN
o DEFENCE o PATH
o DODGE o ROCKS
o label: String o WATER
O minimum:int o symbol: char
O maximum: int o walkable: boolean
m Stat(String, int, int) m Terrain(char, boolean)
o getlLabel(): String o isWalkable(): boolean
o limit(int): int o fromSymbol(char); Terrain
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au.edu.unimelb.swen.oop.mokepon.skKill

@ AttackSkill @
au.edu.unimelb.swen.oop.mokepon.skill au.edu.unimelb.swen.oop.mokepon.skill

AttackSkill @

SkillCatalogue

au.edu.unimelb.swen.oop.mokepon.skill

@ BoostSkill

au.edu.unimelb.swen.oop.mokepon.skill

@ TargetedSkill

au.edu.unimelb.swen.oop.mokepon.skill

o ENERGY_COST: int

o ENERGY_COST: int

0 POWER: double

o0 POWER: double

Z% Z% o SKILLS: List<Skill> Z% applyHit(Fighter, Fighter, Random): String
o find(String): Skill
© Bite © Tackle g) © Nimble Z%
au.edu.unimelb.swen.oop.mokepon.skill au.edu.unimelb.swen.oop.mokepon.skill UMLDoclet 2.3.2 au.edu.unimelb.swen.oop.mokepon.skill

o ENERGY_COST: int

UMLDoclet 2.3.2
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@ Skill
au.edu.unimelb.swen.oop.mokepon.skill

applyEffect(Fighter, Fighter, Random): String

1

@ BoostSkill

au.edu.unimelb.swen.oop.mokepon.skill

o stat: Stat

BoostSkill(String, int, Stat)
applyEffect(Fighter, Fighter, Random): String

UMLDoclet 2.3.2

@ AttackSkill
au.edu.unimelb.swen.oop.mokepon.skill

@ Lance
au.edu.unimelb.swen.oop.mokepon.skill

o ENERGY_COST: int
o HALF_STRENGTH: double

applyHit(Fighter, Fighter, Random): String
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@ BoostSkill

au.edu.unimelb.swen.oop.mokepon.skill

@ AttackSkill

au.edu.unimelb.swen.oop.mokepon.skill

UMLDoclet 2.3.2

1

@ BoostSkill
au.edu.unimelb.swen.oop.mokepon.skill
@ Swole

au.edu.unimelb.swen.oop.mokepon.skill Z%

o ENERGY_COST: int
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@ Skill
au.edu.unimelb.swen.oop.mokepon.skill

applyEffect(Fighter, Fighter, Random): String

@ Aim
au.edu.unimelb.swen.oop.mokepon.skill
0 ENERGY_COST: int
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@ BoostSkill

au.edu.unimelb.swen.oop.mokepon.skill

@ Wait
au.edu.unimelb.swen.oop.mokepon.skill

i

o ENERGY_COST: int
0 MESSAGES: List<String>

@ Bunker
au.edu.unimelb.swen.oop.mokepon.skill

applyEffect(Fighter, Fighter, Random): String

o ENERGY_COST: int

UMLDoclet 2.3.2

@ Skill
au.edu.unimelb.swen.oop.mokepon.skill

o0 name: String
o energyCost: int

Skill(String, int)

o getName(): String

o getEnergyCost(): int

o use(Fighter, Fighter, Random): String
applyEffect(Fighter, Fighter, Random): String

UMLDoclet 2.3.2
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o power: double

AttackSkill(String, int, double)
applyHit(Fighter, Fighter, Random): String

UMLDoclet 2.3.2

@ Skill
au.edu.unimelb.swen.oop.mokepon.skill

applyEffect(Fighter, Fighter, Random): String

1

@ TargetedSkill

au.edu.unimelb.swen.oop.mokepon.skill

o MISS_MESSAGE: String

TargetedSkill(String, int)
applyEffect(Fighter, Fighter, Random): String
applyHit(Fighter, Fighter, Random): String

m hits(Fighter, Fighter, Random): boolean

m calculateHitChance(Fighter, Fighter): double
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@ TargetedSkill

au.edu.unimelb.swen.oop.mokepon.skill

@ TargetedSkill

au.edu.unimelb.swen.oop.mokepon.skill

applyHit(Fighter, Fighter, Random): String

applyHit(Fighter, Fighter, Random): String

7

?

@ PocketSand

au.edu.unimelb.swen.oop.mokepon.skill

© Stun
au.edu.unimelb.swen.oop.mokepon.skill

o ENERGY_COST: int

o ENERGY_COST: int

applyHit(Fighter, Fighter, Random): String

applyHit(Fighter, Fighter, Random): String

UMLDoclet 2.3.2
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au.edu.unimelb.swen.oop.mokepon.ui

‘ @ GameScreen

@ OverworldListener

au.edu.unimelb.swen.oop.mokepon.world

o onPlayerMoved|): void

o onEncounter(Encounter): void

o onitemCollected(ltem): void

o onEncounteriWon(Mokepon): void
o onExitReached(int): void

‘ @ GameScreen

au.edu.unimelb.swen.oop.mokepon.ui

@ GameNavigator

au.edu.unimelb.swen.oop.mokepon.ui

@ GameMenu
au.edu.unimelb.swen.oop.mokepon.ui

@ BattleScreen

au.edu.unimelb.swen.oop.mokepon.ui

4

1

@ OverworldScreen

au.edu.unimelb.swen.oop.mokepon.ui

0 ARROW_KEYS: Map<KeyCode, Direction>

o MAP_Y:int

o STATS_X:int

o STATS Y:in

o STATS_WIDTH: int

o0 STATS_HEIGHT: int

o STATUS_WIDTH: int

0 STATUS HEIGHT: int
o STATUS_GAP: int

o STATUS_STYLE: String
o PAD_X:int

o PAD_Y: int

0 BUTTON SIZE: int

0 BUTTON_GAP: int

0O ICON_SIZE: int

o world: Overworld

o mapView: MapView

o statsScroll: PlayerStatsScroll
o statusBar: Label

o0 moveButtons: Map<Direction, GameButton>

o onPlayerMoved(): void
o onltemCollected(ltem): void

o onExitReached(int): void

handleKey(KeyEvent): void
m movePlayer(Direction): void
= update(): void

o OverworldScreen(Overworld, Gamelmages, GameNavigator)
@ onEncounter(Encounter): void

@ onEncounterWon(Mokepon): void

m createStatusBar(double): Label
m createMovePad(Gamelmages): GridPane
m createMoveButton(Direction, Gamelmages): GameButton
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o SKILL_KEYS: List<KeyCode>
o BUTTON_RADIUS: int

o PLAYER_HEIGHT: int
o0 PLAYER_CONTENT_X: int

o ENEMY_CONTENT_X: int
o ACTIONS X:int

0 ACTIONS_LABEL_Y: int
o ACTIONS_FONT_SIZE: int
o SKILLS Y: int

o SKILL WIDTH: int

o SKILL_HEIGHT: int

o SKILL_GAP: int

o SKILL_FONT_SIZE: int

o ITEM_WIDTH: int

o ITEM_HEIGHT: int

o ITEM_ICON_SIZE: int

o0 ITEM_GAP: int

o ITEM_FONT_SIZE: int

o LOG X:int

0 LOG_HEIGHT: int

0 LOG_FONT_SIZE: int

o battle: Battle

o playerPanel: FighterPanel

o enemyPanel: FighterPanel

o logArea: TextArea

o skillButtons: List<GameButton>

o itemButtons: Map<ltem, GameButton>

o BattleScreen(Battle, Gamelmages, GameNavigator)

o canRunAway(): boolean
handleKey(KeyEvent): void

m useSkill(Skill): void

B useltem(ltem): void

m update(): void

m showLog(): void

m updateSkillButtons(): void

m updateltemButtons(): void

= showResult(): void

m createSkillButtons(List<Skill>): VBox

B createltemButtons(Gamelmages): HBox

m createLogArea(): TextArea

o startGame(Mokepon): void O menuBar: MenuBar

o startBattle(): void O runAway: Menultem

o winBattle(): void O mainMenu: Menultem

- AL ‘{O’d , © GameMenu(GameNavigator)
o returnToMainMenu(): void .

. . o getMenuBar(): MenuBar
© quit(): void o update(GameScreen): void
© updateMenu(): void .
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@ GameNavigator
au.edu.unimelb.swen.oop.mokepon.ui
o startGame(Mokepon): void
o startBattle(): void
o winBattle(): void
o runAway(): void
o returnToMainMenu(): void
o quit(): void
o updateMenu(): void
@ GameWindow
au.edu.unimelb.swen.oop.mokepon.ui
O stage: Stage
o mokepons: List<Mokepon>
o map: GameMap
o images: Gamelmages
o menu: GameMenu
o root: BorderPane
o selectScreen: SelectScreen
o currentScreen: GameScreen
o world: Overworld
o overworldScreen: OverworldScreen
o GameWindow(Stage, List<Mokepon>, GameMap, Gamelmages)
o show(): void
o startGame(Mokepon): void
o startBattle(): void
o winBattle(): void
o runAway(): void
o returnToMainMenu(): void
o quit(): void
o updateMenu(): void
= showScreen(GameScreen): void
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au.edu.unimelb.swen.oop.mokepon.ui

@ GameScreen

au.edu.unimelb.swen.oop.mokepon.ui

o navigator: GameNavigator
o view: Pane
o dialog: ModalDialog

GameScreen(GameNavigator)

o getView(): Pane

o handleKeyPress(KeyEvent): void

o canRunAway(): boolean

o canReturnToMainMenu(): boolean
handleKey(KeyEvent): void
getNavigator(): GameNavigator
addToView(Node...): void
addToView(List<Node>): void
showDialog(ModalDialog): void
closeDialog(): void
isDialogOpen(): boolean
createGameEndDialog(String): ModalDialog
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© Button
javafx.scene.control

© StatBar
au.edu.unimelb.swen.oop.mokepon.ui

@ GameScreen
au.edu.unimelb.swen.oop.mokepon.ui|

7

@ SelectScreen

au.edu.unimelb.swen.oop.mokepon.ui

@ GameButton

au.edu.unimelb.swen.oop.mokepon.ui

@ LabelledStatBar

au.edu.unimelb.swen.oop.mokepon.ui

o0 NORMAL: double

O HIGHLIGHTED: double

o DISABLED_OPACITY: double
o cornerRadius: int

o SEPARATOR;: String
o0 FONT_SIZE: int
o numbers: Label

© GameButton(String, Font, int)

o GameButton(ImageView, int)

o addPressEffect(): void

o setHighlighted(boolean): void

o setUsable(boolean): void

m setBackgroundOpacity(double): void

o LabelledStatBar(double, double, String, int, int)

o update(int, int): void
o getNodes(): List<Node>
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@ FighterScroll

au.edu.unimelb.swen.oop.mokepon.ui

© Uistyle
au.edu.unimelb.swen.oop.mokepon.ui

o GAME_WIDTH: int

o FAINT_TINT: Color
o scroll: ImageView
o faintMask: Rectangle

o GAME_HEIGHT: int

o SCROLL_FILE: String

0 BACKGROUND_FILE: String

0 FONT_FILE: String

o FighterScroll(double, double, double, double)
o getScroll(): ImageView

o getFaintMask(): Rectangle

o setFainted(boolean): void

m createFaintMask(Image, double, double, double, double): Rectangle

o SANS_SERIF: String

o MONOSPACE: String

o STRAIGHT DOWN: double

o loadGameFont(int): Font

o createSansSerifFont(FontWeight, int): Font
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@ StatBar
au.edu.unimelb.swen.oop.mokepon.ui

WIDTH: int

HEIGHT: int
o MIN_VISIBLE RATIO: double
o bar: ProgressBar

o StatBar(double, double, String, int, int)
o update(int, int): void

o getNodes(): List<Node>

m calculateRatio(int, int): double
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o createMonospaceFont(FontWeight, int): Font

o loadlmage(String): Image

o createlmageView(Image, double, double, double, double): ImageView

o createlcon(lmage, double): ImageView

o createBackground(): ImageView

o tint(ImageView, String): void

o createWhiteOutline(): DropShadow

o createCenteredLabel(String, Font, double, double, double): Label

0 PROMPT: String

o TITLE X:int

O TITLE_Y: int

o TITLE_FONT_SIZE: int
o LIST_X:int

o LIST_Y:int

0 LIST_WIDTH: int

0 LIST_HEIGHT: int

0 LIST BUTTON_WIDTH: int
O LIST_FONT_SIZE: int
O LIST_GAP: int

o BUTTON_RADIUS: int

o NAME_Y: int
o NAME_WIDTH: int
o NAME_FONT_SIZE: int

0 SCROLL_WIDTH: int
0 SCROLL_HEIGHT: int

o LABEL_WIDTH: int
o VALUE_WIDTH: int
o ROW_HEIGHT: int

o CHOOSE_SIZE: int

o CHOOSE_FONT_SIZE: int
O images: Gamelmages

O portraitView: ImageView

o0 namelLabel: Label

O typelcon: ImageView

o statValues: Map<Stat, Label>
o skillsValue: Label

o typeValue: Label

o chooseButton: GameButton
o selectedButton: GameButton
o selectedMokepon: Mokepon

o createLabel(String, Font): Label
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o SelectScreen(List<Mokepon>, Gamelmages, GameNavigator)

o canReturnToMainMenu(): boolean

o clearSelection(): void

m select(Mokepon, GameButton): void

m showTypelcon(boolean): void

m formatSkills(Mokepon): String

m createTitle(DropShadow): Label

m createPortraitCircle(): Circle

m createNameRow(): HBox

m createMokeponlList(List<Mokepon>): ScrollPane
m createChooseButton(): GameButton

m createStatsGrid(): GridPane

m addStatRow(GridPane, int, String, Label, int): void
m createValueLabel(): Label

m createRowLabel(String, Font): Label
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© ModalDialog
au.edu.unimelb.swen.oop.mokepon.ui
o SHADE_STYLE: String

o BOX_STYLE: String

0 BUTTON_STYLE: String

o0 HEADING SIZE: int

o SPACING: int

o layer: StackPane
O messages: VBox
O buttons: HBox

o ModalDialog(String)

o getLayer(): StackPane

o addMessage(String): void

o addButton(String, EventHandler<ActionEvent>): void
o focusFirstButton(): void
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au.edu.unimelb.swen.oop.mokepon.world

@ FighterPanel

au.edu.unimelb.swen.oop.mokepon.ui

© Overworld
au.edu.unimelb.swen.oop.mokepon.world

o HP_COLOUR: String

o ENERGY_COLOUR: String
O PORTRAIT SIZE: int

o NAME_FONT_SIZE: int

o NAME_OFFSET: int

o PORTRAIT_OFFSET: int

o HP_BAR OFFSET: int

o ENERGY BAR_OFFSET: int
o fighter: Fighter

o scroll: FighterScroll

O portrait: ImageView

o name: Label

o hpBar: StatBar

O energyBar: StatBar

o map: GameMap

o0 mokepons: List<Mokepon>

o player: Player

O objects: List<MapObject>

o listeners: List<OverworldListener>
o random: Random

o encounter: Encounter

© PlayerStatsScroll

au.edu.unimelb.swen.oop.mokepon.ui

o FighterPanel(Fighter, Rectangle2D, double, boolean)
o getNodes(): List<Node>

o getFaintMask(): Rectangle

o update(): void

o FONT SIZE: int

o ROW_HEIGHT: int

o LABEL WIDTH: int

o0 SEPARATOR_WIDTH: int

o player: Player

o nameFont: Font

o numberFont: Font

O pane: Pane

o fightsValue: Label

O itemValues: Map<Item, Label>
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@ MapView
au.edu.unimelb.swen.oop.mokepon.ui

o Overworld(GameMap, List<Mokepon=>, Mokepon)

© Overworld(GameMap, List<Mokepon>, Mokepon, Random)
o addListener(OverworldListener): void

o getMap(): GameMap

o getPlayer(): Player

o getObjects(): List<MapObject>

o canMove(Direction): boolean

© move(Direction): void

o createBattle(): Battle

o runAway(): void

o winEncounter(): void

A startEncounter(Marker): void

A collect(MysteryBox): void

A reachExit(): void

m notifyListeners(Consumer<OverworldListener>): void

o TILE SIZE:int

o world: Overworld

O pane: Pane

O objectLayer: Pane

O playerView: ImageView

o loadedimages: Map<String, Image>

o objectViews: Map<MapObiject, ImageView>
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@ Encounter
au.edu.unimelb.swen.oop.mokepon.world

o PlayerStatsScroll(Player, double, double, double, double)
o getNode(): Pane

o update(): void

m addRow(GridPane, int, String, Label): void

m createLabel(String, Font): Label
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© MapView(Overworld, Gamelmages, double, double)
o getNode(): Pane

o update(): void

m createTileLayer(GameMap, Gamelmages): Pane

m createObjectView(MapObject): ImageView

m createTileView(Image, Position): ImageView

m placeOnTile(ImageView, Position): void

m getimage(String): Image
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o marker: Marker

o playerMokepon: Mokepon
o enemy: Mokepon

o terrain: Terrain

o Encounter(Marker, Mokepon, Mokepon, Terrain)

o getMarker(): Marker

o getEnemy(): Mokepon

m getPlayerEffect(): TerrainEffect

= getEnemyEffect(): TerrainEffect

o getTerrainMessages(): List<String>

o createBattle(Inventory): Battle

m addTerrainMessage(List<String>, String, TerrainEffect): void
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au.edu.unimelb.swen.oop.mokepon.world

@ MapObject

au.edu.unimelb.swen.oop.mokepon.world

@ EnemyPicker

au.edu.unimelb.swen.oop.mokepon.world

A jnteract(Overworld): void

o pick(List<Mokepon>, Terrain, Random): Mokepon

1
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au.edu.unimelb.swen.oop.mokepon.world

@ MapObject

‘ A jnteract(Overworld): void ‘

1

@ Exit
au.edu.unimelb.swen.oop.mokepon.world

@ TerrainEnemyPicker

au.edu.unimelb.swen.oop.mokepon.world

@ Marker
au.edu.unimelb.swen.oop.mokepon.world

o Exit(Position, Sprite)
A interact(Overworld): void
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o wantedEffect: TerrainEffect

o picker: EnemyPicker

o TerrainEnemyPicker(TerrainEffect)
o pick(List<Mokepon=>, Terrain, Random): Mokepon
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@ EnemyPicker

au.edu.unimelb.swen.oop.mokepon.world @

o Marker(Position, Sprite, EnemyPicker)

A chooseEnemy(List<Mokepon>, Terrain, Random): Mokepon
A interact(Overworld): void
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GameMap

o pick(List<Mokepon>, Terrain, Random): Mokepon ‘

au.edu.unimelb.swen.oop.mokepon.world

@ Player
au.edu.unimelb.swen.oop.mokepon.world
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@ Position
au.edu.unimelb.swen.oop.mokepon.world

O Xx:int
o y:int

o Position(int, int)

o getX(): int

o getY(): int

o move(Direction): Position
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@ MapObject

au.edu.unimelb.swen.oop.mokepon.world

o position: Position
O sprite: Sprite

MapObiject(Position, Sprite)
o getPosition(): Position
o getSprite(): Sprite
o isAt(Position): boolean
A jnteract(Overworld): void
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o tiles: Terrain[]
o startPosition: Position
O objects: List<MapObject>

o mokepon: Mokepon
O inventory: Inventory
O position: Position

o getWidth(): int

o getHeight(): int

o getStartPosition(): Position

o getObjects(): List<MapObject>
o getTerrain(Position): Terrain

o isWalkable(Position): boolean
m islnside(Position): boolean

© GameMap(Terrain[], Position, List<MapObject>)

O previousPosition: Position
o fightsWon: int

o getMokepon(): Mokepon
o getinventory(): Inventory
o getPosition(): Position

o getFightsWon(): int

A moveTo(Position): void
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@ EnemyPicker

au.edu.unimelb.swen.oop.mokepon.world

A moveBack(): void
A addWin(): void

o Player(Mokepon, Position, Inventory)
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o pick(List<Mokepon>, Terrain, Random): Mokepon

b

@ OverworldListener

au.edu.unimelb.swen.oop.mokepon.world

@ RandomEnemyPicker

au.edu.unimelb.swen.oop.mokepon.world

o pick(List<Mokepon=>, Terrain, Random): Mokepon
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o onPlayerMoved(): void

o onEncounter(Encounter): void

e onltemCollected(ltem): void

o onEncounterWon(Mokepon): void
o onExitReached(int): void
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@ Direction
au.edu.unimelb.swen.oop.mokepon.world

oUpP

o DOWN
oLEFT
o RIGHT

o xChange: int
o yChange: int

= Direction(int, int)
o getXChange(): int
o getYChange(): int
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@ Sprite
au.edu.unimelb.swen.oop.mokepon.world

o0 NO_TINT: String
o imagePath: String
o colour: String

o Sprite(String)

o Sprite(String, String)

o getlmagePath(): String
o getColour(): String

o hasTint(): boolean
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@ MapObject

au.edu.unimelb.swen.oop.mokepon.world

‘ A jnteract(Overworld): void ‘

1

@ MysteryBox

au.edu.unimelb.swen.oop.mokepon.world

O item: ltem

o MysteryBox(Position, Sprite, Item)
o getltem(): Item
A interact(Overworld): void
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