Game

+__init__(self, player: Player, level: Level, ui: Ul, audio: Audio)
+run(self)

+handle_input(self, key: tcod.Key)

+update(self)

+render(self)

SavelLoad

Tutorial

+__init__(self)

+save_game(self, game: Game, filename: str)
+load_game(self, filename: str) : -> Game

+__init__(self)
+show_help(self, game: Game)

ul

Level

Audio

+__init__(self, width: int, height: int)
+draw(self, game: Game)
+show_message(self, message: str, color: Tuple[int, int, int])

+__init__(self)
+play_sound(self, sound: str)
+play_music(self, music: str)

Player

+__init__(self, character_class: CharacterClass)
+gain_experience(self, amount: int)
+level_up(self)

CharacterClass

+__init__(self, name: str, abilities: List[str])
+use_ability(self, ability: str, target: Entity)

+__init__(self, width: int, height: int)
+generate(self, algorithm: str)
+get_tile(self, x: int, y: int) : -> Tile
+spawn_entity(self, entity: Entity)
+remove_entity(self, entity: Entity)

_/

Entity

+move(self, dx: int, dy: int)
+interact(self, other: Entity)

+__init__(self, x: int, y: int, char: str, color: Tuple[int, int, int])

/

Enemy

+__init__(self, ai: Callable)
+take_turn(self)

V\

Item

Trap

+__init__(self, effect: Callable)
+use(self, target: Entity)

+__init__(self, effect: Callable)
+trigger(self, target: Entity)




