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Game

-bonusTurn : boolean
-controller : FarkleController
-currentPlayer : int
-gameMode : GameMode
-players : Player[]

-prefs : Preferences

+Game(GameMode, FarkleController)

+bank() : int
+calculateHighestScore(List<Integer>) : Object[]
+calculateScore(List<Integer>, boolean) : int
+farkle() : void

+getCurrentPlayer() : Player

+getGameMode() : GameMode
+getGameScoreForCurrentPlayer() : int
+getGameScoreForPlayer(int) : int 1
+getHighScore() : int

+getNextPlayer() : int
+getPlayerName(int) : String
+getPlayerNumberForCurrentPlayer() : int
+getPlayers() : Player([]
+getPlayerTypeForCurrentPlayer() : PlayerType
+getRoallScores() : int
+getTurnNumberForCurrentPlayer() : int
+getWinningPlayerInfo() : String|]
+isBonusTurn() : boolean
+processHold(int) : void

+processRoll() : void

+resetGame() : void

+resetHighScore() : void
+setBonusTurn(boolean) : void
+setCurrentPlayer(int) : void
+setHighScore(int) : void
+setPlayerName(int, String) : void
+setPlayerType(int, PlayerType) : void

-gameScore : int

-playerName : String

-playerNumber : int

-rolINumber : int

-rollScore : HashMap<Integer, Integer>
-turnNumber : int

-turnScores : Arraylist<Integer>

-type : PlayerType

+Player(int)

+endTurn(boolean) : void
+getGameScore() : int

+getPlayerName() : String
+getPlayerNumber() : int
+getRolINumber() : int

+getRoallScore() : HashMap<Integer, Integer>
+getRollScores() : int

+getTumNumber() : int

+getTumScores() : Arraylist<Integer>
+getType() : PlayerType
+resetRollScores() : void
+resetTurnScores() : void

+scoreRoll(int) : void

+setGameScore(int) : void
+setPlayerName(String) : void
+setRolINumber(int) : void
+setRollScore(HashMap<Integer, Integer>) : void
+setTurnNumber(int) : void
+setTurnScores(Arraylist<Integer>) : void
+setType(PlayerType) :Ivoid

<<Enumeration>>

PlayerType

COMPUTER
USER

DieClickEvent

-serialVersionUID : long

+DieClickEvent(Component, int, long,
int, int, int, int, boolean)

<<Enumeration>>

DieState

DISABLED
HELD
SCORED
UNHELD

FarkleController

~farkle Game : Game

~farkle Options : FarkleOptionsDialog
~farkleUl : FarkleUl

~islastTum : boolean

~isTest : boolean

~rand: Random
~POINT_THRESHOLD : int

+main(String[]) : void
+FarkleController(boolean)
+actionPerformed(ActionEvent) : void
+asynchronousRoll() : void

+bank() : void

+bankHandler() : void
+checkHighScore(int) : boolean
+compDecision() : void
+endGame(boolean, boolean, boolean) : void
+farkle() : void

+gameEnded(boolean, boolean) : boolean
+getHighestPossibleScore() : int
+getHighestScoringDieValues() : List<Integer>
+isHintAvailable() : boolean
+isResetHighScoreAvailable() : boolean
+isResetOrNewGameAvailable() : boolean
+mouseClicked (MouseEvent) : void
+mouseEntered(MouseEvent) : void
+mouseExited(MouseEvent) : void
+mousePressed(MouseEvent) : void
+mouseReleased(MouseEvent) : void
+newGame(FarkleOptionsDialog) : void
+replayGame() : void

+resetHighScore() : void

+rollHandler() : void

+setTurnScore(int, int, int) : void
+setUI(FarkleUl) : void
+setUIHighScore(int) : void
+tryToEndGame() : void

FarkleOptionsDialog

-closeButton : JButton
-computerPlayerLabel : JLabel
-gameMode : GameMode
-gameMode OptionTitle : JLabel
-greenBackground : Color
-humanPlayerLabel : JLabel
-multiPlayerLabel : JLabel
-player1Name : String
-player2Name : String
-playerModeSelectionPanel : JPanel
-playerModeSelectlabel : JLabel
-playerNamesLabel : JLabel
-playerOneName : JTextField
-playerOneNamelabel : JLabel
-playerOneNamePanel : JPanel
-playerTwoName : JTextField
-playerTwoNamelLabel : JLabel
-playerTwoNamePanel : JPanel
-playerType : PlayerType
-playerTypeSelectionPanel : JPanel
-playerTypeSelectLabel : JLabel
-singlePlayerLabel : JLabel
-startButton : JButton
-serialVersionUID : long

+FarkleOptionsDialog()
+getGameMode() : GameMode
+getJLabel(int) : JLabel
+getJPanel(int) : JPanel
+getJTextField(int) : JTextField
+getPlayerlName() : String
+getPlayer2Name() : String
+getPlayerType() : PlayerType
+mouseClicked(MouseEvent) : void
+mouseEntered(MouseEvent) : void
+mouseExited(MouseEvent) : void
+mousePressed(MouseEvent) : void
+mouseReleased(MouseEvent) : void
+setPlayer1Name(String) : void
+setPlayer2Name(String) : void
+setPlayerType(PlayerType) : void
+showWindow() : void

<<Enumeration>>

GameMode

MULTIPLAYER
SINGLEPLAYER

<<Uses>>

Program Entry

FarkleMessage

~farkleCenterMsg : JLabel
~farkleLeftMsg : JLabel
~farkleRightMsg : JLabel
~farkleSound : URL
-serialVersionUID : long

+FarkleMessage()
+playFarkleSound() : void
+setVisible(boolean) : void

< __________________________________________

FarkleUl

-audioStream : AudiolnputStream
-bankBtn : JButton

-bankSounds : ArrayList<URL>
-bonusSound : URL

-controller : FarkleController
-dice : Die[]

-farkleMessage : JDialog
-greenBackground : Color
-highScore : JLabel
-highScoreTitle : JLabel
-isFirstRun : boolean

-isTest : boolean
-playerlGameScore : JLabel
-playerlGameScorelabel : JLabel
-playerlName : JLabel
-playerilNamelabel : JLabel
-player1ScorelLabels : ArrayList<JLabel>
-player1ScorePanel : JPanel
-player1Scores : Arraylist<JLabel>
-player1ScrollBar : JScrolIBar
-player2GameScore : JLabel
-player2GameScoreLabel : JLabel
-player2Name : JLabel
-player2Namelabel : JLabel
-player2ScoreLabels : ArrayList<JLabel>
-player2ScorePanel : JPanel
-player2Scores : ArrayList<JLabel>
-player2ScrollBar : JScrollBar
-rolIBtn : JButton

-rollScore : JLabel

-rollSounds : ArrayList<URL>
-runningScore : JLabel
-selectAllBtn : JButton
-serialVersionUID : long

+FarkleUlI(FarkleController)
+addHighScore(Jpanel) : void
+addTurnScore(int, int) : void
+buildDicePanel() : void
+buildPlayerPanel(GameMode) : void
+createButtonPanel() : Jpanel[]
+createDiceGridPanel() : Jpanel
+createDiceHeaderPanel() : JPanel
+createFarkleMenuBar() : JIMenuBar
-createPlayerNamePanel(int) : JPanel
-createPlayerScorePanel(int, int) : JScrollPane
+createScoreGuidePanel() : void
+diceFirstRun() : void

+disableDice() : void
+displayMessage(String, String) : void
+displayYesNoM essage(String, String) : boolean
+dispose() : void

+getBankBtn() : JButton
+getDice(DieState...) : ArrayList<Die>
+getDieValues(DieState...) : List<Integer>
+getFarkleMessage() : JDialog
+getGameScore(int) : int
+getHighScore() : int
+getPlayerScorelabels(int) : ArrayList<JLabel>
+getPlayerScores(int) : ArrayList<JLabel>
+getRolIBtn() : JButton
+getRunningScore() : int
+getSelectAllBtn() : JButton

-getSounds() : void

+getTumScore(int, int)
+highlightTum(JLabel, JLabel, boolean) : void
+highlightTurmScore(int, int, boolean) : void
+initUl() : void

+lockScoredDice() : void
+playBankSound() : void
+playBonusSound() : void
+playRollSound() : void

+resetDice() : void

+resetDicePanel(): void

+resetScores(int) : void

+rolIDice() : void

+selectAllIDice() : void
+selectDice(List<Integer>) : void
+setGameScore(int, int) : void
+setHighScore(int) : void
+setPlayerName(int, String) : void
+setRollScore(int) : void
+setRunningScore(int) : void
+setTurnScore(int, int, int) : void
+unHighlightAllTurnScores(int) : void
+unHighlightTurn(JLabel, JLabel) : void
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-icon : lcon

-random : Random

-state : DieState

-value : char

-values : char[]

-ARC : int
-BORDER_GAP : int
-HELD_BORDER : BORDER
-OUT_FRAME : int
-OVAL_RADIUS : int
-serialVersionUl : long
-SML_GAP : int
STROKE_WIDTH float:
-UNHELD_BORDER : BORDER

+Die(FarkleController)
-fillOval(Graphics2D, int, int) : void
+getlcon() : Icon

+getState() : DieState

+getValue() : int

+isHeld() : boolean

+isScored() : boolean

+isUnheld() : boolean
+paintComponent(Graphics) : void
+roll() : void

+setlcon(lcon) : void
+setState(DieState) : void
+setValue(int) : void
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