FireBall

body : std::vector<sf::RectangleShape>
animation : Animation

row : unsigned int

phase : int

speed : float

fireballDie : sf::Texture*

fireballmove : sf::Texture*

FireBall(moveTexture:sf::Texture*, dieTexture:sf::Texture*,
iImageCount:sf::Vector2u, switchTime:float, speed:float)

Update(deltaTime:float) : void
setPosition(bornPosition:sf::Vector2f) : void
Draw(window:sf::RenderWindow&) : void
checkBurnt(void) : bool
getWidthNum(index:int) : int
getHeightNum(index:int) : int
getCollider(index:int) : Collider

~FireBall(void) - ==

Bomb

body : sf::RectangleShape
explosion : sf::SoundBuffer
exploding : sf::Sound
animation : Animation

row : unsigned int
phase : int

countDown : float

fireball : FireBall

Bomb(bombTexture:sf::Texture*, fireballMove:sf::Texture*,
fireballDie:sf::Texture*, bomblmageCount:sf::Vector2u,
fireballlmageCount:sf::Vector2u, position:sf::Vector2f,
switchTime:float, speed:float)

~Bomb(void)

Update(deltaTime:float) : void

checkFireballCollision(map:TileMap&) : void

checkFinished(void) : bool

checkExplosion(void) : bool

getColliderBomb(void) : Collider

getColliderFireball(index:int) : Collider

checkCollisionWCharacter(c:Character&) : bool

Draw(window:sf::RenderWindow&) : void
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Collider

body : sf::RectangleShape&

Collider(body:sf::RectangleShape&)
~Collider(void)

_______ > move(dx:float, dy:float) : void

checkCollision(other:Collider&) : bool
checkCollision(other:Collider&, push:float) : bool
getPosition(void) : sf::Vector2f

getHalfSize(void) : sf::Vector2f

Platform

body : sf::RectangleShape
widthNum : int
heightNum : int

Platform(void)

€ _ Platform(texture:sf::Texture*, tileSize:sf::Vector2f,
position:sf::Vector2f, widthNum:int, heightNum:int)

~Platform(void) : virtual

getWidthNum(void) const : int

getHeightNum(void) const : int

Draw(window:sf::RenderWindow&) : void

X~ getCollider(void) : Collider

Character

body : sf::RectangleShape
animation : Animation
row : unsigned int

speed : float

faceRight : bool

TileMap

grass_vertices : sf::VertexArray
m_tileset : sf::Texture
concrete : sf::Texture

box : sf::Texture

Character(position:sf::Vector2f, texture:sf::Texture*,
objSize:sf::Vector2f, characterSize:sf::Vector2f,

Character(void)
~Character(void) : virtual

— — —> draw(window:sf::RenderWindow&) : virtual void

update(deltaTime:float) : virtual void
getWidthNum(void) : int

getHeightNum(void) : int

getPosition(void) : sf::Vector2f
checkCollisionForMap(map:TileMap&) : virtual void
getCollider(void) : Collider
checkCollisionForFireball(void) : virtual bool

setBroken(void) : virtual void
iIsBroken(void) : virtual bool

burntbox : sf::Texture
————————— > concretes : std::vector<Platform>

imageCount:sf::Vector2u, switchTime:float, speed:float); boxes : std::vector<Platform>

tiles : int[]
width : unsigned int
height : unsigned int

TileMap(void)

TileMap(tileSize:sf::Vector2f)

~TileMap(void) : virtual

getTileNumber(widthNum:int, heightNum:int) : int
getColliderConcrete(widthNum:int, heightNum:int) : Collider
getColliderBox(widthNum:int, heightNum:int) : Collider
breakBox(widthNum:int, heightNum:int) : void

checkCollisionForEnemies(enemy:Character&) : virtual bool cleanBurnt(void) : void

drawBricks(window:sf::RenderWindow&) : void
draw(target:sf::RenderTarget&, states:sf::RenderStates) const
. virtual void

iIsDead(void) : virtual bool

Player

Animation

imageCount : sf::Vector2u
currentimage : sf::Vector2u
totalTime : float
switchTime : float

uvRect : sf::IntRect

bomb : Bomb*
enemyKilled : int
bombTexture : sf::Texture
fireballMove : sf::Texture
fireballDie : sf::Texture
putDown : sf::SoundBuffer
putingBomb : sf::Sound

direction : int
updateCount : int
deadTex : bool

Enemy(position:sf::Vector2f, texture:sf::Texture*,

Animation(void)

Animation(texture:sf::Texture*, imageCount:sf::Vector2u,
switchTime:float);

~Animation(void)

UpdateHorizontal(row:int, deltaTime:float,
vanish:bool, direction:bool) : bool

UpdateVertical(column:int, deltaTime:float, goingUp:bool,
vanish:bool, direction:bool) : bool

changeTexture(texture:sf::Texture*, imageCount:sf::Vector2u) : void

Player(position:sf::Vector2f, texture:sf::Texture*,
objSize:sf::Vector2f, characterSize:sf::Vector2f,
ImageCount:sf::Vector2u, switchTime:float, speed:float)

Player(void)

~Player(void)

update(deltaTime:float) override : void

draw(window:sf::RenderWindow&) override : void

checkCollisionForMap(map:TileMap&) override : void
checkCollisionForFireball(void) override : bool
checkCollisionForEnemies(enemy:Character&) override : bool

objSize:sf::Vector2f, characterSize:sf::Vector2f,
iImageCount:sf::Vector2u, switchTime:float, speed:float)
Enemy(void)
~Enemy(void)
update(deltaTime:float) override : void
checkCollisionForMap(map:TileMapé&) override : void
setBroken(void) override : void

Score

myText : sf::Text
myFont : sf::Font
points : static int
scoreboard : static std::list<std::pair<int, std::string»

Score(void)

~Score(void)

openScoreboardFile(void) : void
saveScoreboard(void) : void
getScore(void) : int

resetScore(void) : void
checkHighScore(void) : bool
addToScore(points:int) : void
addToScoreboard(name:std::string) : void
update(void) : void
draw(window:sf::RenderWindow&) : void
operator«(out:std::ostreamé&, obj:const Score&) : friend std::ostream&

Menu

scores : Score
backgroundTexture : sf::Texture
background : sf::RectangleShape
characterlTexture : sf::Texture
character2Texture : sf::Texture
characterl : sf::RectangleShape
character2 : sf::RectangleShape
> myFont : sf::Font

quitButton : sf::Text

playButton : sf::Text
scoresDirectionsButton : sf::Text
scoresOrDirectionsText : sf::Text
title : sf::Text

directions : bool

Menu(windowSize:sf::Vector2u)
~Menu(void)
checkQuitClick(pos:sf::Vector2f) : bool
checkPlayClick(pos:sf::Vector2f) : bool
checkScoreDirClick(pos:sf::Vector2f) : bool
changeScoresDirections(void) : void
draw(window:sf::RenderWindow&) : void

Timer

time : float
myText : sf::Text
myFont : sf::Font

Timer(void)

~Timer(void)

resetTime(void) : void

update(sec:float) : void

outOfTime(void) : bool
draw(window:sf::RenderWindow&) : void




