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This class is more extensive than what is shown as it also

contians the GUI elements. The GUI elements have been
omitted in this class for diagram simplification purposes.
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-itemName : String
-image : Icon

-effectivenessHigh : in
-effectivenessLow : int

-cost :int
-description : String
-itemVerb : String

GamecCharacter

-name : String
-health : int
-strength : int

t -defense : int

-image : Icon
-description : String
-rn: Random

+calcAttack() (abstract)

+clone()

g

+calcDefense() (abstract)

?

Predator

Defenseltem

+calcAttack() (implementation) -idealEnvironment : String

+calcDefense() (implementation) -lethalEnvironment : String
-bounty : int

T +calcAttack(String environment)

(overloaded implementation)

+calcDefense() (implementation)

Diagram does not include getters and setter

Environment

-environmentName : String
-background : Icon

Application

-currency : int
-stages : int
-stagesWin : int

+main()

+Application()
+initialize()
+SplashBackgroundSwitcher()
+switchToPanel()
+setActiveHero()
+setAttackltem()
+setDefenseltem()
+userPrompt()
+userinformation()
+userError()
+goldTrans()
+purchaseWeapon()
+purchaseProtection()
+heroAttackAd;j()
+heroDefenseAdj()
+heroAttackDialog()
+heroDefenseDialog()
+heroKilledPredator()
+predatorKilledHero()
+heroUpdateHealth()
+predatorUpdateHealth()
+mainMenuResetLoose()
+mainMenuResetGO()
+mainMenuResetWin()
+generateltemList()
+generateHerolList()
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