< CParticle * >

; < — = = = m_DeadEmiter
CParticle [€— — — —elements _ _ | std::vector< CParticle * > <_m_PamceI§ — | CEmiter - T = - m_EngineEmiter
- T~
* 7 ~
< CWeapon * > _ -
~
m_TexName ~ ~ -
7
~
s
- sProjectileData S
S -
T -clements __ std:vector< T > CollisionFile P _ , - _m_ProjectileData N
_ _ P — m_ShootSoundFile Rl N
< CBoundingCircle * > - m_ProjectilelmageName =~ eclements N
y 4 - = _____ m Name - — — — — — — - CWeapon [@— — ="=" — - gtd::vector< CWeapon * > N
std::basic_string< char > <& std::string 1: - - - - = _ - N
~m_Weapons
A A T _ m_Projectiles _ ~ = \p h
~ ~ —~ -~ e ~ \
- - - - _ _ - m_DeadSoundFile o - ) _
- - - _ _ - - - -"—-"=-"—">--"—-"—=-"""-""—"—"—" =" = = - - - - - — = —__CShlp‘m_Smp
ST T === m_LiveString - T~
P e T L L - ~
. . . m_Circles . m_CollisionSystem — s - T T = = = - e e e T e e e - = = = = = CPlayer
std::vector< CBoundingCircle * > <@ ——=—"= — — | CCollisionSystem [®@— — — =—"—"—"— — — | CProjectile _ _ -
/ — elements _ —
elements - - - - _ \\\\ ///
- < CProjectile * > T = T ‘/ _ -
-~ - = _ std::vector< CProjectile * >
CBoundingCircle |

- _ _ m_CollisionSystem _ - -


$classCShip.html
$classCEmiter.html
$classCWeapon.html
$classCCollisionSystem.html
$classCProjectile.html
$classCBoundingCircle.html
$classCParticle.html

