Each Game consists
of Moves when a
Game is created

Game

Move

~id :long

~ UUID : externalKey{read-only}

~ fireman: User{read-only}

~ arsonist: User{read-only}

~ firemanSurrender : Boolean{read-
::ﬁll"gmanWin : Boolean{read-only}
~ score : int{read-only}
~firemansTurn : boolean

~ started : Instanf{read-only}
~moves : List<Moves>

~ plots: List<plot> (read-only)
~wind : Wind

~finished : Instant{read-only}

~id :long

~moveNumber : int(read-only)
~row : Integer

~column : Integer

~game: Game(read-only)

~ user: User(read-only)

+int: hashCode()

+ boolean : equals(Object obj)

Each instance of
Game will use one of
the four types
of Wind

Plays as Fireman

Plays as Arsonist

User

<<enumeration>>
Wind

NORTH
SOUTH
EAST

WEST
Each Game consists of many

~ List<Game>: firemanGames()
~ List<Game>: arsonistGames()
~id : Long{readOnly}

~ created : Instant {readOnly]

~ displayName : String{readOnly}
~ oauthKey : String

~ externalKey : String{readOnly}

Plots when a Game is created

Plot

~id:Long

~ plotState : PlotState(read-only)
~ row: int(read-only)

~ column: int(read-only)

~game: Game

Users own Games and they
can play as either Fireman or
Arsonist




