frame J

Login

Datalnsert

- InputUsername InputField
- InputPassword InputField

- inputStudent string
- inputPassword string

- BtnLogin Button
- BtnEXxit Button
- datainsert Datalnsert

StudentSubsystem

- SandboxMode Button
- Lab1Button Button

- Lab2Button Button

- CameraButton Button
- Leaderboard Button

- Logout Button

- Lab1Avg Text

- Lab2Avg Text

- currScorel Text

- currScore2 Text

- username Text

+ inputLab1Grade int

+ inputLab2Grade itn

- lab1Avg double

- lab2Avg double

- isDataObtained Boolea
- students string array

- CreateUserURL string
- studentData WWW

Admin Subsystem

- MainUIButton Button

- ChatButton Button

- LogoutButton Button

- CreateUser Button

- scrollView GameObject
- createUser GameObject

Prelab1

- button: Button

- text: Text

- inputFieldsXXX: InputF
- Grader: Datalnsert

- Owner: string

- prelabGrade: double

Prelab2Script

-button Button

-text Text

-InputFieldsS GameObje
-InputFieldCo GameObje
-prelab2Grade int

AdminScrollView

CreateUserScript

- datalnsert Datalnsert
- CSVButton Button

\f

LabOneGrader

-finish Button

-InputX GameObijects
-MarksList List
-logicManager LogicMan
-checkMarkSprite Sprite
-crossMarkSprite Sprite
-LabOneGrade int

LabTwoGrader

-finish Button

-InputX GameObijects
-MarksList List
-logicManager LogicMan
-checkMarkSprite Sprite
-crossMarkSprite Sprite
-LabOneGrade int

- start() - start()

- GradeCheckinitializer() - GradeCheckinitializer()

- AddCheckMarkOrCros: - AddCheckMarkOrCros:

- FinishChecker() \ - FinishChecker()
Postlab 1 Postlab 2

-button Button

-text Text

-inputFieldXXX GameObijects
-postLabGrade int
-datalnsert Datalnsert

-TasskOnClick()
-TransistionToStudentSubsystem

-button Button

-text Text

-inputFieldXXX GameObijects
-postLabGrade int
-datalnsert Datalnsert

-TasskOnClick()
-TransistionToStudentSubsystem

il

-username InputField
-password InputField
-createUserButton Buttol
-datalnsert Datalnsert

CheckerTagScript

-collidingObject: GameObijec
-screenPoint Vector3

-offset Vector3

-type string

-SNAPPED bool

-isSnapped():bool
-OnTriggerEnter2D(Colliderz
-OnTriggerExit2D(Collider2C
-GetCollidingObject():Gamet
-OnMouseDown():void
-OnMouseDrag():void
-OnMouseUp():void

Lab 1

Lab 2




Equipment|
System

<<lInterface>>
Logicinterface

+ ReactTolLogic(GameObject): void
+ ReactToLogic(GameObject, RequestState): void

ANDGate

ORGate

INVGate

NANDGate

-logic_dictionary:Dictionary
-DeviceGameObject:GameC
-snaplndicatorGameObj:Gar
-screenPoint:Vector3
-offset:Vector3

-SNAPPED: bool

-logic_dictionary:Dictionary
-DeviceGameObject:GameC
-snaplndicatorGameObj:Gar
-screenPoint:Vector3
-offset:Vector3

-SNAPPED: bool

-logic_dictionary:Dictionary
-DeviceGameObject:GameC
-snaplndicatorGameObj:Gar
-screenPoint:Vector3
-offset:Vector3

-SNAPPED: bool

-logic_dictionary:Dictionary
-DeviceGameObject:GameC
-snaplndicatorGameObj:Gar
-screenPoint:Vector3
-offset:Vector3

-SNAPPED: bool

-SNAPPED:bool
-LEDNodeVCC:GameObject
-LEDNodeGnd:GameObject
-LEDOn:Sprite
-LEDO(ff:Sprite
-LEDState:bool

- veeKey string
- screenPoint Vector3
- offset Vector3

-Start():void
-OnMouseDown():void
-IsDeviceOn():void
-ChecklfSnapped():void
-isSnapped():void

-Start()
-Update()

-WireLine LineRenderer
-currentColor color
-currentState int
-placingText GameObiject

Start()
Updated()

-SetSnapped(bool) -SetSnapped(bool) -SetSnapped(bool) -SetSnapped(bool)
-GetLogicDictionary():Dictior -GetLogicDictionary():Dictior -GetLogicDictionary():Dictior -GetLogicDictionary():Dictior
-Start():void -Start():void -Start():void -Start():void
-OnMouseDown():void -OnMouseDown():void -OnMouseDown():void -OnMouseDown():void
-OnMouseDrag():void -OnMouseDrag():void -OnMouseDrag():void -OnMouseDrag():void
-IsDeviceOn():void -IsDeviceOn():void -IsDeviceOn():void -IsDeviceOn():void
-ChiplO():void -ChiplO():void -ChiplO():void -ChiplO():void
-ChecklfSnapped():void -ChecklfSnapped():void -ChecklfSnapped():void -ChecklfSnapped():void
-OnMouseUp():void -OnMouseUp():void -OnMouseUp():void -OnMouseUp():void
-ClearChip():void -ClearChip():void -ClearChip():void -ClearChip():void
-isSnapped:void -isSnapped:void -isSnapped:void -isSnapped:void

| \

LEDChip PowerSupplyScript Wire Switch
-DeviceGameObject:GameC - gndNode GameObject -startNode GameObject -topNode GameObject
-snaplndicatorGameObj: Ga - vecNode GameObject -endNode GameObject -middleNode GameObject
-screenPoint: Vector3 - powerSupply GameObje -wirelnflectionObjects List -bottomNode GameObject
-offset:Vector3 - gndKey string -activeBeingPlaced bool -wireInflectionObjects List

-activeBeingPlaced bool
-WireLine LineRenderer
-switchUp bool

-SNAPPED bool
-logicManager LogicManage
-screenPoint Vector3

-offset Vector3

Wirelnflection

-parentWire Wire

-onMouseOver()

-start() 1

7Y

Start()

Updated()

clearlo()

isSnapped()
ToggleSwitch(toggleUp)
onMouseOver()
ChecklfSnapped()
OnMouseDragged()
OnMouseDown()




|
O

LogicManager

LogicBehavior

Equipment

-ActiveLogicNodes: LinkedLi

-Start()

-Updated()

-ResetAllLogic()
+AddGameObject(GameObj
+AddGameObiject(List)
+RemoveGameObject(Gam:
+RemoveGarn1eObject(List)

-logic_node GameObject
-logic_state int
-OwningDevice Logiclnterfac
-collidingNode GameObject
-recentStateChange bool
-recentCollisionEnter bool
-recentCollisionExit bool
-logicManager LogicManage
-protoboard GameObject

-dropDown DropDown
-equipmentNames List
-mainCamera GameObject
-resetValues int

-Start()

-Update()

-OnMouseOver()
-OnTriggerEnter2D(Colliderz
-OnTriggerExit2D(Collider2C
-RequestStateChange(int)
-SetOwningDevice()
-SetSpriteLogicColor()
-SetLogicWithoutNotification
-SetlLogicState(int)

-Start()

-Update()
-CallBackWithParemeter(int)
-LoadPrefab(string)

1
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MagnifierBehavior

Lab 2

\

-screenPoint Vector3

-offset Vector3
-prevGameObject GameObj
-prevSprite SpriteRenderer

TrashBehavior

-colliderNumber int
-test bool
-hoverObject GameObiject

-Start()

-Update()
-OnTriggerEnter2D(Colliderz
-OnTriggerExit2D(Collider2C
-OnMouseDown()
-OnMouseDrag()

-OnTriggerEnter2D(Colliderz
-OnTriggerExit2D(Collider2C
-Update()

-Start()




