
Crew

+ id: int
+ name: String
+ health: int
+ maxHealth: int
+ stats: int[]
+ associatedUser: String

Overworld

+ id: int
+ associatedUser: String
+ planetMap: HashMap<float[],Planet>

Planet

+ name: String
+ posX: float
+ posY: float
+ event: Enum<PlanetEvent>
+ discovered: boolean

<<Enum>>
PlanetEvent

+ COMBAT, VOID, SHOP,
BOSS, MINIBOSS, NEBULA,
METEORSHOWER, PVP

Trader

+ weaponStock: List<Weapon>
+ planet: Planet
+ missileStock: int
+ fuelStock: int
+ crewStock: List<Crew>

<<Extends>>

Engine

+ manned: boolean

Shield

+ manned: boolean

WeaponSystem

+ manned: boolean

<<Abstract>>
System

+ id: int
+ energy: int
+ maxEnergy: int
+ damage: int

<<Extends>><<Extends>> <<Extends>>

<<Abstract>>
Room

+ height: int
+ width: int
+ breach: int
+ oxygen: int
+ posX: int
+ posY: int

<<Extends>>

BlankRoom

+ id: int

<<Extends>>

0..1

0..4

<<Abstract>>
Weapon

+ id: int
+ weaponLevel: int
+ damage: int
+ cooldown: int
+ energy: int
+ missileCost: int
+ precision: float
+ dropChance: float
+ shieldPiercing: int
+ breachChance: float
+ crewDamage: int
+ burst: int

Bomb

+ name: String

HealBomb

+ name: String

LaserBlaster

+ name: String

RadiationBomb

+ name: String

Radio

+ name: String

Rocket

+ name: String
<<Extends>>

<<Extends>>

<<Extends>>

<<Extends>> <<Extends>>

<<Extends>>

Ship

+ associatedUser: String
+ hp: int
+ coins: int
+ missiles: int
+ fuel: int
+ energy: int
+ shieldCharge: int
+ maxShieldCharge: int
+ evasionChance: float
+ shields: int
+ FTLCharge: int
+ inventory: List<Weapon>

*
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User

+ id: int
+ Username: String
+ userShip: Ship
+ loggedin: boolean


