
Room

+ right: Int
+ bottom: Int
+ left: Int
+ top: Int
+ visited: Boolean
+ tiles: Array[Array[Tile]]
+ makeSeen()

Wall

Level

+ rooms: Vector[Space]

+ method(type): type

<< trait >>
Tile

+ items:Buffer[Item]
+ passable: Boolean
+ seen: Boolean
+ availableDir: Vector[D
+ actions: Vector[Action
+ hidden: Boolean
+ description: String
+ graphics: Image

+ runActions(p: Player)

Stairs

Trapdoor

Action

+affectPlayer(p: Player, game: Game) : Strin

*

Door

Player

+hp: Int
+effects: Buffer[Action]
+ location: Location
+ inventory: Buffer[Item]

+ method(type): type

Item

+ field: type

+ method(type): type

Corridor

+ field: type

+ method(type): type

Space
* 

Poison, trap etc

Effect created by the item 
on either enemy or the player

Unfinished model or the Rogue game - will be refined 
during the Demo sessions

https://drive.google.com/file/d/1YFeGUEqK3nhpi98QD6-aqTHimXH9-6e3/view?usp=sharing



  

