
Environment

+ obstacles  : Obstacle[0..*]
+ items : Item[0..*]
+ player : Player
+ points  : Integer
+ activeItem : Item[0..1]
+ score : Integer
+ scrollSpeed : Real
+ scrollSpeedMultiplexer : Real

+ update()

Obstacle

+ obstacleSide: ObstacleSide
+ lengthY : Real
+ widthY : Real
+ pos itionX : Real

+ getBoundingRect() : Rectangle
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Item

+ pos itionX : Real
+ pos itionY : Real
+ time : real
+ type : ItemType

+ getBoundingRect() : Rectangle
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Player

+ y : Real
+ speedY : Real
+ Weight : Real

+ accelerateY(power: Real)
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<<enumeration>>
ObstacleSide

Bottom
 Top
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Rectangle

+ anchorX : Real
+ anchorY : Real
+ width : Real
+ height : Real

+ contains(x : Real, y : Real)
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<<enumeration>>
ItemType

Unverwundbarkeit
 Troll
 DoppeltePunkte
 TurboMode
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