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Any IUpdatable object can 
declare its own pulse-rate 

and add itself to GoEngine 
for e�cient updates.

pulse 2

IUpdatable.update();

GoEngine.addItem(this);

In active project code, you 
work with Items & Utilities 

built over Go.
 

GoEngine & Managers 
operate in the background.

Go items

Go sets out to de�ne a standard base for AS3.0 animation systems. It is de�ned by an 
engine class, a few interfaces, and the arrangement shown here. You’re invited to use it 

to create your own animation tools, and to help de�ne the standard itself.
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Tools for handling 
multiple items. Several 

basics are provided.

Tweens or Physics 
handlers. Base classes are 

provided.

Utilities

All IManageable items are 
passed to user-registered 
managers as they add 
themselves to GoEngine.

Sequence,
PlayableGroup, 

etc.

Go item 1

Go item 2

Supervision over all items in play is typically 
built into animation kits, adding overhead. 

In Go, manager classes can be added to 
each project on a voluntary basis.

Managers

This manager (included) 
prevents property-handling 

overlap between items.

OverlapMonitor

IManageable.releaseHandling();

Go item 3

Go item 1
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GoEngine.addManager(new OverlapMonitor());


