
UML diagram

0..*

DigSiteCoord

Attributes

+ x: int {Read Only}

+ y: int {Read Only}

Operations

+ DigSiteCoord(x: int, y: int)

+ onDigSiteGrid(grid: DigSiteGrid)

~ getMooreNeighbors(location: DigSiteCoord): Set<DigSiteCoord>
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PersistantGameResources

Attributes

+ numberOfScanners: int User

Attributes

+ inProgressDig: DigSiteGrid

+ fossilCollection: Set<CollectedFossil>

+ fossilPreload: Set<Fossil>

+ persistantTools: PersistantGameResources

App keeps a list of Fossils

ready to collect
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App keeps a list of CollectedFossils as a “hall of fame” or high score.
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CollectedFossil

Attributes

+ fossil: Fossil {Read Only}

+ isFavorite: boolean

+ dateAwarded: Instant {Read Only}

Each collected fossil references a unique Fossil with image and stat block.

Fossil

Attributes

+ localImage: URI {Read Only}

+ binomialName: String {Read Only}

+ geologicEra: String {Read Only}

+ dateExtracted: Date {Read Only}

+ collectionLocated: String {Read Only}

+ parentDatabaseID: int {Read Only}
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DigSiteGrid

Attributes

+ height: int {Read Only}

+ width: int {Read Only}

+ gridSquares: Map<CellCoord, DigSiteSquare> {Read Only}

+ remainingBrushes: int

+ totalFossils: int {Read Only}

Operations

+ DigSiteGrid(height: int, width: int, fossilLocations: Set<CellCoords>)

+ getMooreNeighbors(location: DigSiteCoord): Set<DigSiteCoord>

App keeps currently in-progress game
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DigSiteSquare

Attributes

+ hasFossil: boolean {Read Only}

+ mooreNeighborFossils: int {Read Only}

+ state: DigSiteSquareState

Operations

+ DigSiteSquare(hasFossil: boolean, mooreNeighborFossils: int)
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Fields are an interesting subset of 
fields from a GBIF or IDigBio 
database entry, except the image 
is downloaded and referenced 
locally. the interesting subset is 
TBD.
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