java.util

java.awt

processing.core
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de.hpi.javaide.breakout

de.hpi.javaide.breakout.basics

de.hpi.javaide.breakout.elements

de.hpi.javaide.breakout.elements.ui

de.hpi.javaide.breakout.starter
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| GameConstants :
! I
e
Brick Ball Paddle Info Score Timer
- content: String - score: int - time: int
+ display(): void + display(): void + display(): void - seconds: int

+ display(): void
+ nextStatus(): void
+ isDead(): boolean

+ display(): void
+ move(): void

Wall BallDepot
- wall: ArrayList<Brick> - balls: ArrayList<Ball>

;:dispense(): Ball
+ isEmpty(): boolean
+ display(): void

+ removeBrick(): void

+ Iterator<Brick>(): boolean
+ display(): void

+ iterator(): Iterator<Brick>
- buildWall(): void

CollisionLogic

+ checkCollision(game: Game, ball: Ball, paddle: Paddle, wall: Wall): void

+ move(): void

+ update(input: String ): void

+ update(input: String ): void

StartScreen

+ display(): void
+ update(input: String ): void

- instance: Screen
- game: Game
- infoBox: UlObject

GameScreen

+ getinstance(game: Game): Screen
+ init(): void

+ update(): void

+ display(): void

+ handleKeyPressed(key: String): void
+ handleMouseDragged(): void

+ increaseScore(i: int): void

- instance: Screen

- game: Game

- ballDepot: BallDepot
- currentBall: Ball

- wall: Wall

- score: Score

- timer: Timer

EndScreen

- instance: Screen
- game: Game
- infoBox: UlObject

+ getlnstance(game: Game): Screen
+ init(): void

+ update(): void

+ display(): void

+ handleKeyPressed(key: String): void
+ handleMouseDragged(): void

+ increaseScore(i: int): void

+ getlnstance(game: Game): Screen
+ init(): void

+ update(): void

+ display(): void

+ handleKeyPressed(key: String): void
+ handleMouseDragged(): void

+ increaseScore(i: int): void




