
OverlapMonitor

reserve()
release()

IManager

get ActiveTargets()
reserve()
release()

PlayableBase

play-state constants:
STOPPED
PAUSED
PLAYING_DELAY
PLAYING

start()
stop()
pause()
resume()
skipTo()

GoItem

General to all types

pulseInterval
useRounding
useRelative
correctValue()

PlaybleGroup
children, addChild(), etc.

SequenceBase
steps, addStep(), etc.

SequenceStep
GoEvent

START
UPDATE
STOP
COMPLETE
extra : *

SequenceEvent

ADVANCE

GoEngine

addManager()
removeManager()
hasItem()
addItem()
removeItem()
clear()
getCount()
getPaused()
setPaused()

IPlayable

start()
stop()
pause()
resume()
skipTo()

(user created items)

LinearGo
Tween base type

duration
delay
easing
cycles

PhysicsGo
Physics base type

 ?
(at time of this writing)

IUpdateable
For use w/ GoEngine

get pulseInterval()
update()

IManageable
optional for items

get ActiveTargets()
getActiveProperties()
isHandling()
releaseHandling()

SequenceStepCA
advance, willAdvance

Sequence SequenceCA

Utilities

Playable Elements

Items

Events

Update Engine

Managers

Overview of how elements 
relate in the Go system at 0.3.0.

SequenceAdvance

OnPlayableComplete

OnDurationComplete

OnEventComplete

OnCondtionalTrue
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Shaded items are ones that you’d use directly in 
program code, others are base elements.


