
Main

screens  : s td::map<ScreenType, Screen>

 

<<enumeration>>
ScreenType

+ START
+ HELP
+ GAME_OVER
+ GAME
+ HIGHSCORE

1

1

Screen

 

+ run(s f::RenderWindow window) : ScreenType

StartScreen

- event : s f::Event

 

HelpScreen

- event : s f::Event

 

GameOverScreen

- event : s f::Event

- update(score : int)

HighscoreScreen

- event : s f::Event
- saver : HighscoreSaver

- update(score : int)

GameScreen

- event : s f::Event
- env : Environment
- window : s f::Window
- clock : s f::Clock

+ start(env : Environment& )

1

1

1

1

1

1

1

1

1

1

Environment

+ obstacles  : s td::deque<Obstacle>
+ items : s td::deque<Item>
+ player : Player
+ points  : int
+ activeItem : s td::optional<Item>
+ score : int
+ scrollSpeed : double
+ scrollSpeedMultiplexer : double

+ update()

1

1

HighscoreSaver

- file : s td::fs tream

+ HighscoreSaver(fname : s td::s tring)
+ insert(score : int, name : s td::s tring)
+ retrieveHighscore(numberOfEntries  : int)

1

1

GameItem

+ getPos ition() : Vector<2, double>
+ getDimens ions() : Vector<2, double>
+ getBoundingRect() : Rectangle<double>
+ move(deltaT: double)

Obstacle

- heightScale : double
- s ide : ObstacleSide

+ setHeightScale(s : double)
+ getHeightScale(s : double)
+ resetScale()
+ getSide(): ObstacleSide

Item

+ time : double

+ apply(player : Player) virtual

Player

+ acceleration : double

+ addAcceleration(acc: double)
+ updateSpeed(deltaT : double)

1
0..*

<<enumeration>>
 ObstacleSide

+ TOP
+ BOTTOM

0..*

1

1

0..*

Unverwundbar

 

+ apply(player : Player)

Troll

 

+ apply(player : Player)

DoppeltePunkte

 

+ apply(player : Player)

TurboMode

 

+ apply(player : Player)

1

1

template<typename T>
Rectangle

+ anchor : Vector<2, T>
+ s ize: Vector<2, T>

+ contains(Vector<2,T> point) : boolean
+ intersects (Rectangle<T> rect2) : boolean

1

1

template<int D, typename T>
Vector

- c : s td::array<T,D>

+ operator[](int d) : T
+ operator+(Vector<D,T> v2)
+ operator-(Vector<D,T> v2)
+ operator*(T s )
+ area() : T

1
2

Modell

View

Controller

Softwaregrundprojekt
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1 UML-Klassendiagramm: Flappy Wizard

1



MainThread

- server : WebSocketServer
- highscoreManagerThread : HighscoreManagerThread

HighscoreManagerThread

- file : s td::fs tream
- highscore : currentHighscore
- lock : s td::mutex

+ mergeAndSaveUpdatedHighscore(newHighscore : Highscore)
+ getCurrentHighscore() : Highscore

1
1

WorkerThread

- connection: Serialization
- s tate : ClientState
- highscore : Highscore

+ WorkerThread(highscore : Highscore, socket : WebSocket)
+ run() : Highscore

1
0..*

<<enumeration>>
ClientState

+ CONNECTED
+ SCORE_RECEIVED
+ HIGHSCORE_SENT

1

1

WebSocketServer

+ getConnection(): WebSocket

1

1

<<external>>
libwebsockets

WebSocket

- eventHandler : s td::optional<std::function<void(EventType, s td::optional<std::s tring>)>>

+ connect(uint16_t port)
+ regis terHandler(handler: s td::function<void(EventType, s td::optional<std::s tring>)>)
+ send(std::s tring msg)

Serialization

- socket : WebSocket
- lock: s td::mutex

- eventHandler(type : EventType, s td::optional<std::s tring> msg)
+ receiveHighscore() : int
+ isConnected() : bool
+ sendHighscore(highscore : Highscore)

1
1

<<enumeration>>
EventType

+ CONNECTED
+ RECEIVED
+ DISCONNECTED

1
1

1
1

<<external>>
nlohmann::json

Highscore

- scoreLis t : s td::deque<std::tuple<std::s tring, i
nt>>

+ toJson : nlohmann::json
+ insert(s td::s tring name, int score) : int

1

1

1

1

2 UML-Klassendiagramm: Highscore Server
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